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Mage: The Ascension 

Dedications 
Threefo ld rhanks co: 

• Harlan Ellison, whose visions and wisdom have haunted, 
inspired and incensed countless readers; 

And rrust me rhar you can do sometlting. You are nor as helpless, 
as nwch a pawn, as chey would have you believe. Each of us can effect 
change ... You can move the world. You can be Zorro. 

- An Edge in My Voice, Insta llment #lO 
• Miriam "Starhawk" S imos, whose works offer a balanced 

yet opri m istic perspective on the troub I i ng issue of magic and post­
modem faith; 

But the final price of freedom IS rhe Willingness to face that most 
frightening of all beings, one's own self. 

- The Spiral Dance 
• and Joseph Campbell , who would understand why these 

three diverse ta lents should be included in a single dedication. 
Truth has many masks. 

The myth is the public dream and rhe dream is the private myth. 
If your private myrh, your dream, happens to coincide wich chat of the 
society, you are in good accord wirh your group. If it isn't, you've gor 
a long adventure in the clark forest ahead of you. 

-The Power of Myth 

Yes, folks, this is a game. Though based in real-life 
beliefs and pract ices, Mage is a fict ional enterta inment, not 
a work of occult lore , Satanic propaganda or New-Age 
rhetoric. That being said, we warn you that there a re a good 
many words, images and ideas in this book that will offend 
and disturb the sensitive reader. Sorry, that's the game. Real 
life's a lor worse. 

Mage is intended for mature audacnces. It requires an 
open mind and common sense. 
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Heaven and hell are within ItS, and all che gods are within us. 
-Joseph Campbell, The Power of Myth 

The Tree 
Five came togecher m near-darkness from many 

pwces and destinies chat nighr, che crescent moon 
shining on rheir faces, blossoms fhmering in rwilighr. 

Clc!rissa ran her slender hands over the trunk of 
che ancient at>Ple t1·ee. "So old , so beautiful. .. " she 
whispered. 

"lc sui~." Peter Kobie shntgged as he passed 
....,'-"...____. ........ aroundagoblec. Alldrankicsfierycontents, thenjoined 
hands, crrclmg che tree. They danced m a whtrl of madness, faster and 
faster.) tt~r as cheir frenzy reached irs peak, che earch began to tremble. In 
a bttrsc of color, ribbons of energy nppled forth from che wp of the rowng 
old crunk. The dancers dropped hands, each reaching out to seize the 
screamers of power, each pulling the ribbons in co their own souls. Only 
when all the screamers were captured did che dance renew, this time with 
che flowing bands of color1voven in and ow by rl1e dancers. As moonlight 
faded, the glowing streamers became brctided about the tree, tl1e twining 
of •wm·t> and weft gradually covering the apple tree from wp to trunk, 
binding inro one essence the {lOwer spetving forth. 

When the moon fell and sunlight wuched rhe faces of the five, they 
lay in sleep about the grtarled roots of a glorious young apple tree, liS tiny 
green leaves glowing with renewed life, fresh blossoms brushing the 
conrenced faces at ics Jeer. 

Reahry is up for grabs. Magick b the key; Ascension is rhe goal. 

Magick is nor dead, no matter whm we may thmk. It slum be~ 
bene;nh d1e weighrofdisbehef, hutil isnmdead. In the mimof ~pmr 

worlds and rhe shadowsofhidden ~ancLUms, in che laborarorie~ of the 
Awakened and the sacred places of rhe Dreamers, magick is alive. 

llumanicy sleeps; o ur frAgi le minds and shackled imagina­
tions have pur the divine spark within us into a deep slumber. To 
Awaken from this sleep, a mage embraces that inner spark, that 
Av<ltar, and accepts True Magick, the Art which shapes reality . 

By Awakening to magick'~ truth, each mage unlocks a vis10n. 
Each vision leads ro a Path, a desuny of change that pit~ a mage 
against herself, her fellows and fixed real tty Itself. A war IS being 
fought m the shadows. Magtck 1s the mol, the pnze and the VISion. 
Paradox, rhe backlash of disbelief. is the price of failure, and pnde 
hecomcs the legacy of foo lishne~s. 

The world of Mage b a dark modern fl!masy where reality is 
commanded with a thought <md hopelessness poisons the very 
eanh. Stories to ld in this myst ick World of Darkness become heroes 
4uesrs, journeys of self-discovery rhar srep heyond our mundane 
lives. Mage is a game, true, but a game of mles told, not winners and 
loser~. Like campers around a fire, playe~ in a Storytelling game 
create shared folklore and have a damned good time doing it. An 
tdeal Mage story mixes mystery and wonder with acuon, suspense, 
terror and a bit of humor. Such tales arc modem mytholoj,,')', 
srrectwisc yet enigmatic. Ltke the mages themselves, Storytell ing 
gmnes arc active and ever-changmg. 

lntroducrion 
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ll __ __.....iiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiii.: 

Concepts or the Game 
All evolurion in thought and conduct must at first 
appear as heresy and misconduct. 
- George Bernard Shaw 

Mage operates on many levels, and ranges 
from cerebral concepts to flat-out violence. Mod­
ern wizards cross inro Otherworlds, gather into 
strongholds called Chantries, o r fight their differ­
ences out in the streets. Several concepts, however, 
are important road signs to this magickal world. 

The Modern M~~e 
Mages are enl ightened beings, mortal humans who embrace 

- heart, mind, body and sou l- the truth behind reality and their 
own place in it. Through innate sense, hard-earned knowledge 
and a shard of thedivineself(the Avatar), a mage learns to rework 
reality at its core and becomes an active force for change. Though 
lesser sorcerers (often called hedge wizards) may tamper with the 
Tapestry's threads, True Mages direct the fires of destiny. Such 
change is rarely pleasant, but it is necessary. 

The Awakened have always been with us; time and disbelief, 
however, have whittled away their power or channeled it imo less 
obvious forms of magick. As the boundaries between the possible and 
impossible grow more rigid, the mages among us dwindle in number 
but increase in importance. Such sorcerers are heroes in the classic 
sense; with their power and insight, they cannot help bur affect the 
world around them. To do so, however, they must continually tran­
scend their own limits and those of the world around them. All mages, 
then, even the rigid Technomancers, are threats to the established 
order. Dynamic ro the core, True Mages are the harbingers of change. 

Because Awakening is universal, mages come from all nations, 
cultures, orientations and age groups. Many find their Awakenings 
in their late teens or 20s, but some find enlightenment at a very early 
age or even in their declining years. Though their vision spans global 
reality, mages are very much the products of their environments. 
Some are balanced and comemplative; others are harsh or crude. 
Magick is not limited to a scholarly few; anyone can be a mage. 

The F~ctions or the W~r 
Despite the infinite variety of Awakened souls, four large 

factions dominate magickal society. A lthough many mages (often 
called "Orphans") do nor fo llow any set Path, these four major 
groups wage an Ascension War in the name of their chosen goals: 

• The Traditions, a rough Council of nine mysrick styles of 
magick. The wizards of d1e Nine Traditions strive to maintain a 
balance of sorts while returning wonder to humanity. Although 
these sorcerers hold to different philosophies and practices, all 
nine groups are opposed to the static reality espoused by their 
Technocratic foes and the chaos of the darker factions. 

• The Technocracy, a seemingly monolithic Union dedi­
cated to reining in supernatural "random elements" and saving 
humanity from the dangers iris nor fit to face. By the Technocracy's 
decree, mystick magick is not possible; only science is a llowed to 
alter natura l laws. Because the majority of"Sleepers," (those un­
Awakened to their mystick potential ) trust in science, 
Technomancers have an edge over the other factions when it 
comes to getting things done. 
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• The Marauders are the Technocrats' polar opposites. More 
a state of mind than a confederation, these chaotic mages embody 
dynamic change taken to a demented extreme. An ideal world, to 
them, would be one in which every person created his own 
personal reality or lived in a single Marauder's dementia. Maraud­
ers are rare, unpredictable and often deadly. 

• The Nephandi have chosen co follow me absolute Path of 
darkness and corntption. They deem themselves a mirror which will 
either reflector absorb all light. Though the most terrible of them have 
been cast out of the material world, these Fallen Ones work behind the 
scenes to fu rther the misery and damnation of the World of Darkness. 

R..e~lity. P~r~dox ~nd Ascension 
Reality is a work ln progress; constant change keeps the 

universe alive. Magick is the most dynamic example of change­
the alteration of reality by enlightened force of will. As humanity 
settles into a mundane rut, however, magick seems out of place or 
even impossible. When realities clash, when the possible and 
impossible collide, the result is a paradox. In the most violent 
conflicts, this Paradox effect becomes manifest, striking back in 
any number of ways. A mage - any mage - who causes change 
roo quickly can invoke Paradox, and gods help him then. 

The vision that comes so naturally with magick's Awakening 
inspires most mages to some greater goal, an u ltimate end ro 
reality's shaping. The Tradit ions refer to this as Ascension, bur 
disagree as to what form such Ascension would take were it ro 
happen. To the Technocracy, Ascension is the world made safe, 
purged of random e lements and firmly under their control. The 
extreme Paths, roo, have u ltimare goals, bur their ideals leave I i ttle 
room for compromise or survival. 

The World or Darkness 
The secret thoughts of man run over all things, holy, profane, 

clean, obscene, grave and light, without shame or blame. 
-Thomas Hobbes 

Compromise is dangerous in the realm of the mage, and 
survival runs at premium rates. Night gli tters here like blood­
stained glass, and the world seems caught between a madrigal and 
a scream. The woods are dark and monstrous, the cities labyrinths 
of steel and pavement. In the shadows, beings out of nightmares 
p lot and bicker. Welcome to the World of Darkness, a distillation 
of modern twilight. 

Here, the landmarks are fa miliar, but the shadows are longer 
and peoples' glances are more wary. It's a place where hope is 
fading, where superstit ions carry more weight than reason. The 
aesthetic of this world is Gothic-Punk, where the flowing black 
and towering stone of Gothic ideal meets pierced flesh and 
battered leather. Although few mortals ever see the shadow­
cultures around them, everyone fee ls their influence. 

A spirit world surrounds the mortal one, cut off from material 
reality by mystick barriers. Ghosts and other spirits wander these 
mysterious lands, and beings attuned to them -werewolves, mages 
and the occasional enlightened morral - travel into the Tiuee 
Worlds of this Umbra. Although few mortals are aware of them, 
these realms- the lands of the mind, nature and death- cast a 
living reflection of the mundane world. 



- The features and cultures we know are much the same, but an 
otherworldly aura pervades the mortal architecture, clothing, mu­
sic and religion of the World of Darkness. People here are even 
more fascinated with their own mortality than we are. At the same 
time, the possibilities of imagination have been limited by a 
worldwide denial of what no one wants to see. This denial confines 
the once-fluid power of magick, but also cloaks the activities of the 
supernatural societies. In the shadows, vampires, ghosts, werewolves, 
sorcerers and changelings conspire, and their intrigues surpass 
anything folklore might suggest. T his World of Darkness is myth 
incarnate, and that myth is equally dark. 

This fantasy world shows us how far we can fall from grace; 
mages, then, play a key role in the future. A ll this despair and 
violence is leading up to something big, some final judgment or 
destruction. The Ascension War may well determine whether the 
World of Darkness transcends ... or self-destructs. 

The Mean in~ or Ma~e 
Never be afraid to risk, to risk! I've told you about Equus haven't 

U That doctor, Dr. Dysart, with whom I greatly identify, saw that it 
was beccer to risk madness and to blind horses with a metal spike, than 
to be safe and conventional and duU. 

- Christopher Durang, Beyond Therapy 
At its core, Mage is about giving a damn, about caring and 

believing in something so deeply that your beliefs can change 
reality. The world is not shaped by passivity or acceptance. It is 
moved forward by the deeds of those who reject the old ways and 
carve new ones, without regard for obstacles or enemies. 

Such dynamism is risky, however. Too much too quickly 
without insight o r responsibility can spiral a person into madness 
and rake everyone around her down for the ride. A wise mage seeks 
a balance between constant change and stagnancy, between 
wisdom and power. The Ascension War is a battle between 
extremes, with the Traditions walking the delicate Path through 
the middle. A misstep - overwhelming pride, carelessness or 
doubt - can be fata l to a mage, and to the world in general. The 
pride that comes with magick's vision is both blessing and curse. 
Without confidence, no mage can command her will. Without 
balance, that will grows out of control, dominating all within 
reach. The great sin of the Technocracy is not science, or even 
murder- it is oppression under one vis ion. 

Most mortals are rightly called Sleepers by the Awakened. 
They exist (or perhaps, we exist) in a passive state of blindness, 
shying away from true insight, avoiding the symbolic death that 
leads to greater rebirth. We miss the wonders and possibilities 
around us. Our mundane lives have conditioned us to accept what 
is offered, from lying politicians to MTV, and we complain but do 
little ro change it. Mages cannot be passive; they either progress 
or they stagnate. In stagnation lies eventual corruption, for stasis 
can only decay. 

There can be as many themes in a Mage chronicle as you care 
to include - fate, faith, tragedy, romance, despair, revenge or 
whatever else you want. The essence of change, however, of 
progress against a ll odds, can never be far from the game. 

Mage is a game, albeit an interactive one with an epic scope. 
Like mages themselves, Storytelling games are active; we offer you 
the ingredients, but the cake you make out of them will follow your 
private recipe. There are no winners or losers in these games, only 
participants. 

Introduction 
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Mage contains a wealth of information. For easy access, we've 
divided it up into three Books: 

• Book One: The Flesh: These four "setting" chapters 
describe the concepts, cosmology and society of the Awakened. 
The rules themselves can be found in later sections. Chapter One 
examines the various worlds that mages know. Chapter Two 
explains how True Mages differ from mere "magic users." Chapter 
T hree shows us history as the mysticks understand it, and exam­
ines the four factions of the Ascension War, and Chapter Four 
details the beliefs and metaphysics that guide and govern True 
Magick. 

• Book Two: The Spirit: These three chapters describe the 
basics of a Mage chronicle. Chapter Five explains the basic rolls 
used in all Storyteller games. Chapter Six tells you step-by-step 
how ro create your Mage character, while Chapter Seven explores 
the fine points of Storytelling and running a game. 

• Book Three: The Machine: These rule systems govern the 
world of the mage in greater detail. Chapter Eight offers the game 
mechanics for magick within the game. Chapter Nine goes into 
the non-magickal systems important to the Mage world: experi­
ence, spirit rules, Realms, other supernatural creatures and more. 
Rounding it all out, Chapter Ten: Drama covers many overall 
rules pertaining to the World of Darkness - combat and injury, 
rolls for various actions and the progression of time in the game. 
Finally, the Appendix section offers a wealth of background 
details for the Mage Storyteller. 

Enjoy! 

Other Mage Sourcebooks 
The following books offer you a range of possibilities beyond 

the basic rules. Others, such as Beyond the Barriers, Horizon: 
Stronghold of Hope, T h e Insider's Guide to the Technocracy, 
and the other Tradition and T echnocracy: books, are on the way. 
Most sourcebooks also include lists of recommended reading (real 
books) ro enjoy after the game is clone. 

• Core Sourcebooks: These importanr supplements detai l 
specific aspects, groups or places in the Mage universe. Many 
feature additional rules and all contain background information. 
The Book of Chan tries offers 10 detailed strongholds, plus the ins 
and outs of Chantry creation, politics and ecology. The Book of 
Madness presents an in-depth look at the Marauders, Nephandi, 
Umbrood, Paradox forces and Infernal powers. Wheee! The Book 
of Shadows is a far-ranging guide for players and Storytellers, 
featuring additional T rairs, optional rules, background and fic­
tion, and Digital Web explores virtual rea li ty, Mage-style. 

• Background Books: These books expand the range of your 
Mage game beyond the obvious. Most include rules for variant 
games, crossovers, or alternative settings. Ascension's Right Hand 
is an invaluable sourcebook for the non-magickal companions 
mentioned in Chapter Three. Destiny's Price presents a grim 
adults-only look at the Gothic-Punk street scene, while Halls of the 
Arcanum examines the academic hunters described in the Appen­
dix. The Fragile Path is a little red (or purple, depending on the 
prim run) book presenting the history of the Council's formation 
through the eyes of those who were there. Finally, T he Mage Tarot 
offers a beautiful boxed set of cards based on the World of Darkness. 

• Tradition and T echnocracy Books: This series of low-cost 
books looks at each individual group from an insider's perspective. 
Each one includes histories, characters, and magickal details. 

Lexicon 
Mages have a language all their own, adopted 

or invented to describe their world and concepts. 
The next four sections list the most frequently 
used terms (Common Parlance), common ranks 
and names (Titles), the vocabulary of ancient 
mages (Old Form) and the ever-evolving slang of 
the younger generations (Vulgar Argot). 

Acolyte: A non-Awakened servitor of a mage. 
A rete: The measure of a mage's magickal enlightenment and 

wil l. 
Ascension: The enlightened state of being to which all 

mages aspire. 
Ascension War, The: An ongoing conflict between mage 

factions, with the future of reality as the prize. Actually a series of 
conflicts, ranging from subtle maneuvering to appalling violence. 

Arcane: A mystickal veil erected by mages to guard their 
identities. 

Avatar: A soul, said by some to be a fragment of the Pure Ones 
who originally inhabited the Tellurian. An Awakened Avatar 
enables a mage to perform magick. 

Mage: The Ascension 

Awakened, The: T rue Mages; a lso applied to other super­
natural creatures-werecreatures, ghosts, changelings, mummies 
and vampires. 

Awakening, The: The moment in which one realizes, mind, 
body, heart and soul, the reality of magick and one's own destiny. 

Branding: A punishment in which a mage has her Avatar 
marked. 

Cabal: A group of mages bound to each other by loyalty and 
a common purpose. 

Caern: A Node controlled by werwolves. 
Censure: A common mild punishment among mages, similar 

to parole. 
Chantry: The stronghold of a mage or cabal. On Earth, this 

may be a normal building or a magickally fortified and enhanced 
structure. These mundane places are often located on Nodes and 
connected to strongholds in the Umbra. T echnomancer Chantries 
are called Constructs, while Nephandi refer to their strongholds 
as Labyrinths. 

Coincidental Magick: Magick performed in such a fashion 
that it is effectively indistinguishable from a mundane event. 

Convention: One of five groups of mages that form the 
T echnocracy and enfo:rce its policies. The Conventions are: 
Iteration X, the Syndicaite, the Progenitors, the New World Order 
and the Void Engineers. 



Custos: A non-mage who works for or with a cabal as a 
servant or warrior. A modern custos may be anything from a rent· 
a-cop w a gang member to a mythical creature. 

Deep Umbra: The aspects of the Umbra found beyond the 
Horizon, far from Earth. The Shard Realms are scattered through· 
out the Deep Umbra. Called the Deep Universe by the 
Technocracy. 

Demon: Enigmatic beings of evil intent and disputed origin. 
Dream Realms: Worlds created out of old dreams kept alive 

by the Oneira, the Dream Lords. A lso called Maya. 
Dynamic Reali ty: Reality in flu x. It may be changed quickly 

through vulgar magick, slowly through coincidental magick, or 
gradually through the normal flow of worldly evencs. 

Epiphany: A magicka l revelation spoken of by the Tradi· 
tions; thought tO derive from a term for faerie enchancmenc. 

Familiar: A spirit that has taken on flesh through a compact 
with a mage. 

Focus: An object, action or gesture required to perform 
magick. Foci vary with belief, from mage to mage and paradigm 
tO paradigm. AT echnomancer focus is often called an apparatus. 

Gaia: A common name for the Earth Mother; also used by 
some nature-conscious mysticks to personify the Earth and its 
Near Umbra. 

Gate: A temporary magickal "bridge" between two places. 
Frequently created at Nodes. See Portal. 

Gauntlet, T he: A mystickal barrier between the Earth and 
the Near Umbra. 

Gilgul: The destruction of a mage's ability to work magick 
by removing or destroying his Avatar. This is the most horrible 
crime or punishment possible, as it essentially takes away the 
mage's soul. 

Hedge Magician, Hedge Wizard: An un-Awakened mortal 
who uses a static craft to affect minor changes in reality. See 
Magic. 

H ollow Ones: An O rphan group that embraces post-mod· 
ern decay and Gothic romanticism in response to the apparent 
failure of both. Though they often work with Tradition mages, 
they are not, as of yet, taken very seriously. 

H orizon, T he: The magickal barrier separating the Near 
Umbra from the Deep Umbra. 

H orizon Realms: Small pockets of cuscom-made reality; 
artificial Realms on the border between the Near Umbra and 
Deep Umbra. Umbra! Chanrries are built within them, and 
earthly Chantries connect to them by way of Portals and Gates. 

Hubris: The overwhelming (and often fatal) pride which 
leads mages inro overconfidence or excess. Monumental hubris 
guides the Technocracy and lies at the heart of the Ascension War. 

Incarna: Grea[Cr spirits; the servants of the Celestines. For 
all intents and purposes, demigods. 

Init iation: A combined test and ceremony that marks a 
person's rransi tion from apprentice to mage among the T radirions. 

Magic: Stage tricks, illusions, etc. Also refers to static magic, 
which works with the momentum of reality, rather than reworking 
reality by force of will. 

Magick, T rue Magick: The act of dynamically altering 
reality through force of will, knowledge and Awakened Avatar. 

Marauder: An utterly unpredictable mage so given over to 

eternal change that he is essencially a magickal psychotic. 

Metaphysic T rinity: A Council view of the three forces of 
change - Stasis, Dynamism and Entropy. A lso known by some 
as the Triat - Weaver, Wyld and Wyrm. 

Methodology: A sub-group of a Technocratic Convemion, 
which specializes in a certa in function. 

Mystick: Those things which involve the forces ofT rue Magick. 
N ear Umbra: The part of the spirit world that exists around 

each Realm. Most often used ro describe the area of the Umbra 
that surrounds rhe Earth. 

N ephandus, Nephandi: A mage who follows the Path of 
Descent , choosing darkness over light. Many Nephandi work 
closely with demons. 

Node: A highly mystickal place. Nodes collect and store 
Quintessence, and the Gauntlet in their vicinity is thinner. Many 
Chantries, Gates and Portals are built on these sires. 

Oracle: One of the legendary mages who has attained mystick 
perfection. 

Orphans: S leepers who have Awakened spontaneously with· 
out the assistance or guidance of other mages. They have taught 
themselves magick, and are often considered dangerous wild cards. 

Ostracism: A punishment that completely divorces a mage 
from Tradition society. 

Otherworlds: Collective term for the realms outside the 
Gauntlet. 

Paradox: An anomalous state of reali ty caused when a mage 
disrupts the momentum of reality with her own magickal acts. 

Paradox Realm: A small Realm created by Paradox spirits to 

entrap a mage and thus prevent any further disruptions of reality. 
Paradox Spirit: A spirit formed ftom the collective beliefs of 

humanity. Mages who are careless or unlucky with their magick in 
front of S leepers will find themselves hunted by these spirits. 

Path : A general term for a mage's chosen destiny. 
Pattern: The mystical composition of an object, entity, place 

or idea. 
Procedures: What Technocracy mages call their magickal 

Effects. 
Pure Ones: The legendary primordial beings of the Tellurian. 

Many mages believe that all souls are fragments of these shattered 
entities. 

Pogrom, The: The systematic purge of all opposition ("ran­
dom elements") by the Technocracy. 

Por tal: A permanent Gate. Portals are usually guarded by 
powerful spirits that require a task to be performed or a puzzle to 
be solved before they will allow safe passage. 

Introduction 
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Prime: The original unified force that composes the universe. 
All things flow from this primordial energy. 

Protocols, T he: A code of honor established by the Tradi­
tions to prevent abuses of power. Violation of this code is punishable 
by censure, branding, ostracism, death or Gilgul. 

Quiet: A state of insanity caused by the excessive use of magick. 

Quintessence: The scuff of magick; the raw substance of the 
universe in condensed form. See T ass. 

Realms: The worlds of "solid" reality that exist within the 
Tellurian. 

Resonance: The mystick traces that actions leave behind. 

Rote: A tried and true magickal Effect, passed down as a tool 
or weapon. 

Seeking: A mage's Avatar-guided quest for enlightenment. 

Shade Realm: The Umbra! "shadow" of a Shard Realm. 

Shard Realm: One of nine Realms said to have been part of 
Gaia in ages past. They roughly correspond to the other planets 
(including Luna) and the nine Spheres of magick. Each is ruled by 
a Celestine. 

Sleeper: A person potentially capable of magick, but not yet 
aware of its existence. 

Sphere: A particular element of reality manipulated by mages. 

Static Reality: The foreword momentum of reality, often 
guided by the deeds and beliefs of humanity. Magick, by its 
dynamic nature, disrupts static reality to some degree. The param­
eters of static reality have, in recent centuries, become more 
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restriC£ive due to a single global paradigm (belief system) espoused 
by the Technocracy. 

Symposium: A monthly meeting of the Technocracy. At 
these meetings members of the Conventions gather to make 
policy. 

Tass: Q uintessence stored in physical form.lt tends to collect 
in Nodes and takes various forms based on its surroundings- i.e ., 
mushrooms at a wooded caern, water from a specific spring or 
magickal garbage mold at an urban Node. 

Talisman: An object that stores Quintessence and uses it ro 
create a specific magickal effect-i.e., magick carpets, wishing wells 
or etheric ray guns. Technocratic Talismans are called Devices. 

T apestry, The: A metaphor for reality. 

Technocracy, The: A ruthless and powerful group of mages 
that seeks to eliminate the harmful elements of reali ty, thus 
making it safe for humanity. Their magick, based on scientific 
principle, conforms and shapes modern reality- to a point. This 
group will not be satisfi ed until all possibilities lie wi thin its 
contro l (See Pogrom). Also called the T echnocratic Union. 

Tellurian: The whole of reality. 
Tradition: O ne of the N ine Mystick T radi tions, a Council 

formed in the 1400s to oppose the T echnocracy, resist the radical 
changes of the Marauders and fight the evil of the Nephandi. 
These are th e Akashic Brotherhood, Celestial Chorus, Cult of 
Ecstasy, Dreamspeakers, Euthanatos, O rder of Hermes, Sons of 
Ether, Verbena and Virtual Adepts. 



Tribunal: A gathering of Council mages co d iscuss matters 
important to the Traditions; usually held in times of strife. 

Umbra: The spirit world (actually a series of worlds) outside 
of the material one. 

Umbrood: Any non-human not born or created on Earth. 
This includes both the spirits that roam the Umbra and the 
inhabitants of other Realms. 

Vulgar Magick: This is the fireball-and-lightning kind of 
magick, visible as such to normal observers. Vulgar magick takes 
static reality and tears it out by the roots. 

Wyck: A common name for the original magi, supposedly 
descended from the Pure Ones. 

Titles 
Adept: A mage with a fa ir degree of aptitude and power. 
Apprentice: A mage who has not yet been initiated into a 

Tradition. Not typical ly applied to Orphans. 
Bani: A Council honorific meaning "Of the House of .... " 

Used in formal tides, like "N ightshade bani Verbena." Nor in 
common use. 

Barabbi: A mage who renounces her former loyalties to 

follow the dark Path of the Nephandi. 

Bygone: A mythic beast that has abandoned irs physical form 
for an O therworldly one. 

Celestine: The greatest of the spirits, equal in power co the 
anc ient gods; said ro rule the Shard Realms. 

Consor: A mage's powerful ally; not a mage, but of compa­
rable ability. 

Deacon: A common name for the found ing member of a well­
established C hantry. 

Disciple: The lowest rank among the Tradition mages. Dis­
ciples can perform magick and have joined a Tradition. 

Errant: A vengeful mage whose C hantry and cabal have been 
destroyed. Errants are frequenrly shunned by o ther mages. 

Fellow: A fu ll member of a C hantry, but not a founding 
member and therefore of lower status than irs Deacons. 

Garou: The term that werewolves use for themselves (also 
used by mages who want their respect). 

Guardian: A term some Council mages use to indicate rhe 
"challenging" aspect of the Avatar, who pits a Seeking mage 
against he rself co advance her Arete. 

Kindred: The term that vampires use for themselves. 

Lord: An Umbrood spirit; less powerful than an Incarna but 
more powerful than e ither Preceptors or Minions. 

Master: A mage of great power and abil ity. 

Mentor: One mage who teaches another. 

Minion: One of d1e least powerful Umbrood spirits. 
Pedagogue: A Hermetic tutor of great fame, usually quite 

powerful and surrounded by students. 

Preceptor: An Umbrood spirit that is less powerful than a 
Lord, but sti ll more powerful than a Minion. 

Primus: "First One;" used to refer to the founders of the 
Traditions and their living representat ives at the Council. Also 
used to indicate Chantry founders. 

Rogue: A renegade mage turned mercenary. 

Tutor: Mages who have become known as proficient teach­
ers. They are highly regarded by o ther mages. 

Old Form 
Cewimen: A magickal, non-lethal duel between Council 

mages. 

Curtain, The: The reality in which most S leepers believe; 
when a S leeper is Awakened, she is brought "through" the Curtain 
and sees that things are nor truly as they seem. 

Fallen One: A Nephandus. 

Grog: A familiar form of custos. 
Magus: A mage. 

Postulant: A mage who serves the Oracles, t rying ro gain 
admittance to their ranks. 

Turb: A group of Grogs, used as one would use a "pride" of 
lions or a "murder" of crows. 

Vis: Quintessence. 

Vul~ar Ar~ot 
Black Hats & Mirrorshades: The Technocracy, taken from 

the rraditional uniform of the enforcers of the Technocracy. 

Blood work: Any magick that requires a tremendous amount 
of effort and involves risk ro li fe and limb. Also, Verbena magick. 

Copperfield: Slang for a mage adept at performing vulgar 
magick in plain sight. 

Crystal Wavers: "New Agers" who have no idea what true 
magick is, but capitalize on it anyway; charlatans. Occasionally 
used as an insulr to the Dreamspeakcrs. 

Doxed: A mage who accumulates a lot of Paradox is said robe 
do xed. 

Dram: One Tass of Quintessence. 

Faust: A mage who bargains excessively with spirits, espe~ 
cially dangerous ones. 

Freak: A dangerously insane mage; often applied to Maraud­
ers and Nephand i. 

Fry: To attack someone with magick, specifically with the 
sphere of Forces. 

Goin' Satanic: j oining the Nephandi. 

Greyface: A Technomancer, taken from the Principia 
Discordia. Describes any mage or scientist who focuses on confor­
mi ty. 

Juice: Q uintessence. 
Merlin: An old mage, especially one who very rarely visits 

Earth anymore. 

Mundane: A normal human; a S leeper. 

Nuke: What Paradox spirits do to those they attack. 
Pit Bulls: Werewolves; considered derogatory. 

Technobabble: A derogatory term for the propaganda and 
inflexible magick used by the Conventions. 

Wyld & Fried: An insane mage; often applied to Marauders. 
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Humans think they know what reality is, whatlife' s about. They 
think they know because they can think. 'I think, therefore I know.' 
Their attitude is 'I'm at the cop of rhe food chain, so I get to decide 
whar's real and what's not.' 

What rhey don't wane 10 be simply doesn't exist. Except, 
perhaps, in their dreams. Or nightmares. So they end up watching rhe 
shadows on the wall of the cave, chinking that's how the world really 
is. They never look at the things throwing the sl1ado111s ... 

-Nancy Collins, In the Blood 

Awi\reness: 
T he Seduction 

Peter drank from his flask and held it co Clarissa's 
lips, upping a b11ming swallow down her throat. He 
ran a finger over her chin, wiping away the stray drops, 
licking chem from his hand. His other arm wound 
around her shoulders as rhey sat on a sagging sofa 
backsra~e. 

.._ __ .......,_ "Clarissa Ryan," he repeated. "Sounds kind of 
'50s TV Americana co me." 

In rhe five minutes they'd sat chere, she'd cold him her name. He 
hadn 'c asked anything else. 

She giggled. "Not like Peter Kobie, which is what? Caribbean?" 
Her auempt co sound urbane fell flat. 

He shook his head. "Boca Racon." He tOOk another drink. "So you 
have a dorm room?" 

"Uh, yeah." She scared at the floor, embarrassed. 
His leather jacket creaked as he pulled out a key. "We'll go to my 

pad. Actually, a friend of mine's place. She left me a key." 
Clarissa felt her breath shorten. "What will we do there?" 
Peter smiled as he pressed his mouth co her neck, his long fingers 

sliding down her swearer, his thumbs touching her collarbone, strokin~ 
the swell of her breasts. 

"You have 10 ask?" he whispered. 

Chapter One: The Tell uri an 

--



Look at the world about you. Look and see it, with both 
mundane and Awakened sight. See the endless sky, the trees thick 
with life; see your own hand, each inch of flesh a mesh of miracles. 
Feel your blood, hear the wind, and tell me nothing magickal is 
real. 

Welcome, friend. I've been expecting you. You heard the 
sound of my drum call ing to you, I sec. l know what it is that you 
wish; you've come to ask me to show you the wonders robe found 
beyond this world. l will guide you in your quest. Before we move 
beyond physical reality, however, I must tell you of the Tellurian 
and the Tapestry. Have no fear. It will not rake long .... 

The Telluri~n 
Mages refer to all of reality as the Tellurian. You have often 

heard those around you speak of the universe. They believe that 
they are speaking of everything that there is, as if the universe were 
all-encompassing. The universe is but the physical part of reality­
the stars and planets, and the creatures and objects found therein. 
We also see the world of the spirit which exists side by side with 
physical reality, overlapping it and occupying the same space. We 
call the sum-total of all earthly things the Tellurian, the physical 
and spiritual together- all the possible realms of existence, all 
that is natural and supernatural, all hopes, dreams and possibili­
ties. In short, all of reality that ever was, that may be imagined, and 
that might someday be. It's a complex concept, bur a simple one 
as well. This is the mages' understanding of reality, the under· 
standing that a llows a willworker tO bend reality to her will, for all 
things are already possible, though not everything is easy to bring 
into being in the mundane reali ty of our Earth. This was not a lways 
so, but that's another story. 

The Tapestry 
All those things which are a parr of the Tellurian are threads 

in the mystick weave we call the Tapestry. This Tapestry is a 
metaphor for the complex interweaving of all physical, spiritual 
and intellectual elements. Together they form a wondrous, rnagickal 
fabric which is ever changing and growing. Much of the basis of 
magick comes from this image of a great Tapestry; we cast spells 
which weave reality to our visions, creating new patterns and 
a ltering old ones. We speak ofley lines, bright strands of Quintes­
sence some call Gaia's ribbons, the Primal threads that flow across 
the face of our Earth. We locate Nodes, the meeting places where 
Icy lines come together and one thread is tied ro another, forming 
the srrong knots that are the basis of our Tapestry. All the different 
threads are interwoven to make a whole. Our Tapestry is never 
finished, however, for the weaving continues as we move toward 
Ascension. 

To our sorrow, the threads which make up the T apestry arc 
fragile things. Many spiritual threads that should have remained 
strong have been severed and left to atrophy. Those of my 
T radirion, the Dreamspeakers, believe rhar just as a tapestry frays 
and fa lls apart if the threads are cur o r broken, so roo will a ll of 
reality fall into nothingness should our foes ever succeed in wholly 
separating our material world from the world of mind and spirit. 
The physical world borh shapes the spiritual one and is shaped by 
it in rerum, like the warp and woof of any fabric. All things are a 
parr of both worlds. T odeny one o r the other unravels the Tapestry 
and leads to our own unmaking. 

Mundane ~eality 
1-T---l~...--,..!r.J There are more things in heaven and earth, Horatio, 

Than are dreamt of in your philosophy. 
-William Shakespeare, Hamlet 

Now that you see how everything is a part of 
the whole, you' ll understand why 1 begin your 
journey by showing you the world you think you 
a lready know. Look around you at the c ity: the 
streets stretch away in fracrured spiderweb pat· 
terns, choked with refuse and twisting around 
impossibly ta ll buildings bedecked with gargoyles 

and glittering with thousands of lights. The city's glow blots out 
the sky's candles, almost as if they were veiled by a cloud of 
darkness. Even were we to turn off all the lights, the choking gasses 
from our cars and factories would serve to do the same. 

Look at that woman scurrying down the street. She clutches 
her purse and holds her coat together as though they were protec­
tive ta lismans. She's right co be fearful; there are many evil th ings 
abroad in the city at night. Most of them exist in the day as well, 
but we can pretend then char we're stronger and less afraid; it's 
easier to see something threatening at a distance and turn aside 
before we meet it. 

Do you see the derelicts gathered around the rrashcan fire 
they've built in the alley? Some of them deaden their fear and pain 
with cheap wine or crack; others are too beaten down or crazy to 
care. 
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Ah, here comes a patrol car. Irs headlights illuminate the 
woman for a moment, and she flinches as though she were a deer 
in a hunter's sights. The faces of the police officers inside are set 
and grim. They've spent too long at a job they cannot successfully 
carry out, becoming cynical and almost as violent as those they 
once sought ro control. The patrol car turns to move down the 
alley, and the men scatter away from their fire. Perhaps they've 
been involved in a crime; perhaps not. It doesn't matter. They 
would surely be blamed for something if they were caught. 

Come, walk with me to the club down the street. You can 
hear the pounding music even from here. The children who wait 
to get inside instinctively feel the darkness around them and 
embrace it in their dress and attitudes. They do not run from the 
fear but seek to incorporate it, wearing their spidery black clothing 
and trying to out-cool one another. They seck ro understand while 
pretending not to care. They listen, and they watch, and some few 
of them Awaken. 

Let's leave the more squalid parts of the city and look at the 
government bui ldings and high-rise apartments of the wealthy. 
Here, one mirrored glass edifice reflects eerily inside another in an 
infinity of warped self-images. In that regard, they're much like 
those who live and work inside them: each stands in silent, aloof 
isolation. For all their inhabitants, they are monuments nor to 
humankind's rarionaliry and accomplishments, but to our greed 
and bitter pride. 



Even the countryside has been ravaged. Where once there 
stood deep old-growth forests, bursting with life and filled with 
birdsong, there are now cheap t rash pines, planted to keep the soil 
from washing away altogether. Strip mining tears gashes into the 
earth, leveling hills and bearing down mountains. Raw sewage 
belches out from broken pipes runn ing to the sea. Now that sea 
returns the poisons to us in roxie shellfish and acid rain. 

People are afra id, cowed by governments, corporations and 
more honest criminals. They fear the unknown and the uncanny. 
What they already know is bad enough; they refuse to face what 
might be even worse. This is the dream of the Technocracy, th is 
barren, lifeless, soulless world which they claim they made so thar 
people would be safe and free. This is what the Sleepers see. 

Despite it all, there is an alluring grandeur to our world, a 
siren's call which beckons us to search for hope and goodness in her 
corrupted cities and wilderness. And this the Sleepers also see. 
Some few have not given up,and we of the Traditions hope to reach 
them. Some become our acolytes, guarding and helping us while 
they strive to Awaken. Because such people sti ll believe, we can still 
change reality in small ways, weaving new patterns into the Tapes­
try and bringing o ld patterns to the fore again. Even they cannot see 
everything we see, though they try to understand. Most Sleepers, 
dazzled by promises of a better tomorrow through science, have not 
yet learned ro bring truth into focus through Awakened eyes. 

Behind the Facade 
During a carnival men put on masks over their masks 
- Xaiver Forneret 

Our vis ion is keener than that of our Sleeping brethren. We 
see more of the true p icture of reality and know more about the 
forces at work behind the scenes. If you wish to comprehend the 
workings of the world, you cannot ignore those who pull the str ings 
and make the rules. 

The S upernatural 
Where Sleepers see only big business and remote, monumenral 

governments, we behold rhe vampires lurking in the shadows, 
whose control over mortal affairs drags our world downward. Do you 
think I'm spinning folk tales when I speak of vampires? They're 
quite real, I assure you. As real as the Garou, whom you would call 
werewolves. Don't smirk- they're often our all ies. They roo walk 
the other worlds you wish to know. ln this world and in the Umbra, 
they fight for Gaia, driving back creatures like you have never 
imagined. We will speak more of these when I take you beyond the 
barrier which separates this world from that of the spirir. 

Hidden from the eyes of the world (and certainly from most 
paranormal investigators), ghosts inhabit dusty halls and tumble­
down houses. Some say that ghosts are those who could not stand 
to lose the world of the living, or those whose tasks are not yet 
finished, who linger ro fulfi ll their fina l promises. Many wraiths, as 
rhey call themselves, are like that. These mean no harm co you so 
long as you leave them alone. We who undergo death ourselves, 
whether real ~r symbolic, understand these sad and passionate 
spirits. 

You don't believe in ghosts either? Perhaps you think that the 
cribes who danced the Ghost Dance were all fools? There was 
power in their dances, and many of the sold iers who killed the 
medicine men would have told you chey believed. But char was long 
ago, and will not come again on this Earth. 



Evil wraiths called specrres will try to possess you, so it's best 
if the dead are left to themselves. Alas, there arc no end of fools 
who call such spirits into themselves, wittingly or otherwise. 
Those possessed by such spirits may perform the most heinous of 
crimes and never know what they've done. 

Faeries still exist as well. Changed, of course- how could 
they not be! The Technocracy did its best ro drive them out and 
erase the memories of the Fair Folk, but tales remain, as do the 
changed ones. You will not see tiny sprites perched atop mush­
rooms (at least not in chis world), but someday you may see an 
elegant faerie knight astride his galloping steed, or hear chc 
del icate strains of faerie melodies carried on the wind from their 
hidden glens. Many never left us, and others arc returning. Be glad, 
for it signals a crack in the T echnomanccrs' defenses. 

TheMla~es 
Those officials who are not the vampires' puppets dance to 

the tune of the Technocracy. The Stagnant Ones' thoughts and 
beliefs echo down the corridors of power, bending reality to their 
vision of Utopia. Their towers loom overhead, casting shadows 
over us as their world view crushes dreams into dust. Don't 
fantasize, don't protest, and for God's sake, don't ask questions. 
How the Nephandi must laugh. 

Their vision shapes much of the world today, but it was nor 
always so. The Stagnant Ones have not rwistcd everything to their 
design as yet, or we would not be mages ourselves. Some parts of 
the world still hold to their traditional beliefs and have never 
fallen completely under the Technocrats' sway. 

The Nephandi? Evil to the core! The Corrupted Ones have 
sold themselves tO the Wyrm, the embodiment of entropy and 
depravity. Many such followers of the Path of Dark Reflection 
control political leaders and corporate officers. They too must share 
the blame for the spiritual affliction of the world. These Fallen deal 
with spirits that many call demons and seck to corrupt young mages 
from their chosen Paths, dragging them into labyrinthine pits. Do 
not li.sten to their lies; they take from you what you can least afford 
to give - your soul. If you were gifted with the most rare and 
beautiful jewel you had ever seen, would you sell it for a common 
pebble? Be warned: Have no dealings with the Nephandi. 

Marauders arc a difficult case. These mad mages want many of rhe 
same things the Traditions do. Where we seck to loosen the grip the 
Technocracy has on the world, they try co break the T echnomancers' 
wrists, grind their fingers into dust and extrude whatever pulp of the 
world is left. They are chaos personified, insane. They want too much 
too fast and care little what effect this has on Gaia or Her people. 
Unless you seek destruction from the Paradox which follows them like 
storm crows, avoid the Mad Ones whenever possible. 

What of the other Tradition mages? We all strive for Ascen· 
sion, but mosr of us fo llow wildly different paths toward 
enlightenment. You need only know that they arc your allies. In 
a fight against the Stagnant Ones, the Nephandi or the Marauders, 
you will find much common ground. Usc it, but be aware that not 
every Tradition mage is your friend. 

The tlunters 
There arc some among che Sleepers who believe that there is 

more to reality chan blindness. They themselves may have ocher 
talents - hedge magic or psychic abilities - which give them 
glimpses into rhe world we mages see. Mosr such mortals remain 
as hidden as we do. Some, like the Arcanum, merely wish to study 
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Tum down along that industrial strip. Do you see the building? • strange beings like vampires and werewolves or odd magickal 

phenomena. They would be harmless bur for the dangerous knowl­
edge they mighr pass on to our less restrained foes. Iris besr if they 
lel'lrn nothing at all. 

Some government agents seck out those like us for unknown 
purposes. I surmise that many of them work for one Technocracy 
Convention or another. Others may want to recruit mages as 
weapons; a few may fear that we wi II usc our powers to control rhe 
minds of those "in power." They know lirdc of our actual power 
and aims, bur fear much in their ignorance. Betray no special 
abilities should one of these agents find you. 

TI1cn there is the Inquisition, the inherirors of that medieval 
instirurion. They call themselves the Society of Leopold, but their 
aims are much the same as they always were-find anything different 
and stamp it out. In this, they fulfill a partcm as old as life itself. 
llumankind worships. then destroys those things that are different. 
The Society sees nothing natural about our powers, believing all of us 
m be in league wirh demons, a great irony since many of them practice 
magic they assume has been besrowcd by God and believe in many of 
the same rhings that our own Celestial Chorus does. Do nor be taken 
in by their air of piety; they can be the most vicious of adversaries. 

M ystick Places 
We need ro hide our Arts from un-Awakened eyes, as many 

Sleepers would hunt us down for being different. Worse still, their 
unbelief channels the forces of Paradox back upon us. It's only 
natuml that we would seek out those places of power that provide 
us with energy and guard us from Paradox. These also serve as 
hideouts where we may practice our craft in secrecy. We have 
many such places; they're called Chantries. 

Chan tries 
That old Victorian house on the comer is a Chantry. It looks 

much like any other house on the block, save for the peeling black 
paim. The curtains are black as well, and few lights shine from 
within. Sec the candles flickering inside, and the smoke drifting 
from thcchimney?They probablycan'rafford to have the electricity 
turned on. Orphans I i ve there, m ysricks who call themse I ves Hollow 
Ones. They think rhe house is haunted. Perhaps it is. Sleepers would 
think nothing of this house, and even mages could nor tell its 
function simply by looking, for no mystick Node rests beneath ir. 
Many larger Chamries sit upon such Nodes, drawing Quintessence 
to fuel the Horizon Realms where more hidden Chan tries arc built. 

Chantries need nor be houses. Barns, martial arts dojos, 
churches or even old movie theaters will do. Some mages meet in 
back rooms in bars or dance clubs; others rem fellowship halls or 
meeting rooms at their local libraries. As you can probably see, 
Chan tries need not be permanent things. I have even heard of one 
housed in a bus that moves from rown ro rown. 

Come, let's get my car. I have much co share with you. 

Constructs 
The Static Mages call their hideawaysConscructs, and they roo 

seck access ro Nodes to power their bases. They'd like to control or 
destroy every Node on Earth, something we must not allow them to 
do. These Nodes are the keys ro our Horizon Realms and the wells 
of Quintessence from which many of us draw our power. Many 
Technomancer Constructs look like skyscrapers or factories, bur 
the one I'll show you resembles a research lab. 

All gray steel and darkened glass, it nests like a viper within a block ~ 
of concrete and parking lots. Pass by slowly, bur do nor srop, or the 
guard at the gate may notice us. Look with mage sight ar the srrucwre 
as we pass. Do you see the real building hidden behind the normal 
cxrcrior, heavily reinforced both physically and magickally?To keep 
us our or them in, l wonder. If we were co go inside, we'd sec 
sophisticated, bm unremarkable technology: compmers, lab equip· 
mcnr and even a few Sleepers who think they're engaged in top-secret 
work. The real labs arc underground, shielded and prO[ecred by HIT 
Marks or Men in Black. Even these arc only for show; a Portal hidden -
somewhere goes to one of their own Horizon Realms, where they -
undoubtedly have a hidden research lab. I've heard stories of the 
monstrous experiments they perform on those they rake alive. 

Now, while we srop for the light, look <1gain. Do you see it? 
Even their shielding cannot completely disguise the Node they si t 
upon. I know it's there; this land used m belong to my people, but 
it no longer sings to me. They have raped the Node as surely as they 
have sterilized the land around it. There is nothing here now bu1 
pavement. Perhaps they feared to leave even a tree, les£ it awaken 
one night and march on their soul-deadening strucrures. Enough. 
I wish to go now to a happier place. 

P laces of Power 
I know that we've traveled far from the city, but it's worth the 

Lrip. TI1is is a place of power. Do you sec nothing burrhe rrees? How 
do they appear ro you? Yes, they arc lovely- mil and strong, green 
::~nd growing. Yet all around, the grass is withered, waiting for 
summer to come again. Orher trees stand naked and shivering in the 
wind, their branches stripped. Ah, you sec it now and feel it roo. 
Listen to the branches whispering against each other. They cell one 
another of our coming. Smell the evergreens and the loam; they 
greet us adorned with their best perfumes. Walk beneath their 
twining branches and feel both the peacefulness and the power that 
is here. Most people would see only trcCl> surrounded by more woods. 
There is nothing outwardly famastic about the grove, but we 
Awakened can sense the pulse of this power-place. 

What you feel is the Node':. refl ccrion of life energy. Nodes 
rend to draw and store the spiritual nature of a place, becoming 
pools of sympathetic vibrations. Many Nodes are found in places 
where life energy prevails - wildernesses and grear rock forma· 
tions- while others spring from bt~ttl cfie lds, festival sires and 
other areas where great emotions have been spent. Nodes may 
even be dedicated to a particular feeling or purpose, and be 
resonant with love, joy, hatred, sadncs~ or other passions. 

There are many places of power: sacrcJ groves, crysrall ine caves, 
powerful rock formations, sparkling pools, menhirs, waterfalls, burial 
grounds and faerie mounds, to name a few. Others are garbage-strewn 
back lots or sludge-filled ponds. Their appearance doesn't marrer, for 
all, regardless of their shape or contents, arc Nodes. Many leave 
behind a material form of their essence, magickal bits that some call 
Tass. Like Nodes, rhis Tass comes in many shapes and sizes. 

Come and sit with me awhile and meditate. When we have 
refreshed ourselves somewhat, we will visit my Sanctum. 

Sanctums 
Welcome to my cabin. Please leave your disbeliefs and 

prejudices outside. The floors and walls are bare wood, bur rubbed 
with oil ro keep them from drying ouL The rug on the floor was 
woven by my mother. The fireplace is a cooking pit set in the 
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No, rhere isn'rmuch here, bur it's ali i need. This is my real ity, 
the place that I have ser ro mirror my beliefs. I come here ro seek 
answers from the spirits or to walk the Otherworlds. This is the 
home and the heart of my magick. Because I have created this 
reality for myself, all my magickal workings within this Sanctum 

- are considered coincidental, almost natural. Nearly anything is 
- possible for me within my Sanctum, and I guard it with my life. I 

show it to you now as an act of trust; someday, you will need a 
Sanctum of your own. 

Now that I have shown you ali i can of this world, let us sleep 
so we may be prepared for our greater journey. May your dreams be 
fi lled with the answers that you seek. 

Before we leave the earthly realm, let me tell you why what 
we do is so necessary. Most mages believe that the Earth, which 
some of us call Gaia, is the center of the Tellurian, the only source 
of Prime Essence and of those pure shards, known to most as 
human souls and we Awakened as Avatars. All else, they say, 
centers around us and takes its shape in response to human 
imaginings and creativity. lam proud to be one of the Awakened, 
and I will strive to my last breath and beyond to keep Gaia from 
falling to sterility, madness o r the dark. What I will not do is tell 
you that we are the center of it a ll, or that we are the only source 
of Quintessence, or that Awakened life does not exist somewhere 
else among all the planers of our Tellurian. I am only an old 
Dreamspeaker, but I know this: Nature loves infinite diversity, 
and to claim that we are the only source of magick in the whole of 
reali ty is to deny that principle. It is sheerest Earthnocentricism, 
if there is such a word. We warn all young mages against hubris, or 
excessive pride, yet we teach them such foolishness. I am content 
to save my world. Who could ask fo r more? 

The Otherworlds 
1'\:J=::::r"T"l All we know for sure is tlult we don't know anyrhingfor 

sure. 
- Neil Gaiman, The Books of Magic 

The Gauntlet 
Beyond the confines of our world lies the first 

Mystick Barrier: the Gauntlet. The Technomancers 
will tell you that they formed the barrier to prevent 

..... ..,...__-'--= free travel between the physical and spirit worlds. 
They lie. While they have done whatever they can to strengthen 
the Gauntlet, they neither created it, nor do they understand it. It 
is a natural barrier formed by the energies of the Earth, holding the 
spirit world separate from the physical. O nce the two may have 
intermingled freely; now they must be held separate. The universe 
is out of harmony, and the Gauntlet must function as an immune 
system, insulating one from the other. Each, however, is a separate 
and necessary place. The physical world provides stabil ity so thar 
we may have form and substance. The spirit world gives us chaos 
energy and meaning so that we may imbue those forms with life 
and c reativity. 

The Gauntlet serves the same purpose as your skin; it differ­
entiates that which is you from that which surrounds you. Your 
skin does not prevent air from passing into your body, but it does 
keep out most harmful things, unless it is damaged. The Gauntlet 
was meant to be the same, but has been toughened in most places 
by the disbelief engendered by the Stagnant Ones. Like scar tissue, 
this makes it difficult for even beneficent spirits to cross over 
without help. Because of this, much thar was viral and spiritual 
about our world has atrophied and died. 

We will cross the Gauntlet now. I have brought you to a 
secluded spot where the barrier is thinner. In rhe city, the mem­
brane is too thick, the disbelief too heavy for us ro easily pass 
through. Here I hope we will find it a simpler task. Sir now, and 
listen to my drum. Forget yourself, and place yourself in my hands. 
When all is ready, when we both see rhe mist that is the Gauntlet, 
we will rise and walk through it. 

Mage: The Ascension 

There are other ways to cross. Some mages use Mind magick 
to send their astral forms into the spiri t worlds, forming astral 
bodies for themselves and trailing a silver cord behind them. I 
prefer to go in person, myself. Now, take this feather. Hold it in 
front of you. Study its lines and colors, and I 'II tell you how to cross 
and what will happen when we do. 

The Garou call this stepping sideways. Essentially, I make a 
doorway through the Gauntlet with my feather, allowing us to 
simply step into the spirit world beyond. It's important that you 
banish fear and have confidence while I do this. lr would be best 
if we work tOgether, though I can take you through regardless. Can 
you feel the nearness of the spirit world leaking through the 
Gauntlet?That's called the Periphery. If you can feel that nebulous 
spirit touch, you're on the Periphery and ready to cross over. Good. 
Now listen closely. 

As we cross over, I wi II transform our physical bodies inro the 
stuff of spirit. Heh, I thought that might bother you. Tell me why. 
Do you believe you areal ive ? Of course you do. Then show me your 
life; no, breath and heartbeat are signs of life, not life itself. Show 
me what animates your physical body; your brain is an organ, not 
an animating spirit. I could keep your brain alive long after your 
spirit had fled. So tell me, which part of you is real, the spirit or rhe 
flesh? If you like, you may think of irlike this. Here on Earth, your 
physical body is what surrounds your spirit ; there the opposi te is 
true. You leave no mortal shell behind. It is subsumed into your 
spirit body. Believe, and listen to my drum. 

How does it feel to you? To me, it always feels as though I'm 
moving through clouds of softest cotton. There's a slight resis· 
tance, then it parts before me. Do you see it changing color? There 
are no such hues on Earth. Now we are almost through. Have you 
noticed the scents ye t? Even the air has taste. Do you hear the 
music of the spirits? W e a re here. 



We have reached the Near Umbra, a place contiguous to the 
real world, overlapping it by resting parallel to it and occupying 
the same space as it docs, but on a different plane or another 
dimension, so to speak. It extends from the Penumbra, a spiritual 
mirro r of the Earth, into the three layers, or Worlds, of thought, 
spirit and death. Its boundaries arc the Gaumlet on one side and 
the Horizon on the o ther. In the Umbra, Paradox has less power. 
The spiritual richness of this Velvet Shadow is not weighed down 
by disbelief; much more is possible here because of that. 

Before we continue, I must warn you that our trip may not he 
without danger. There are many natural denizens of the Umbra! 
world, spirits which we call Umbrood. Wcmaymeersomeuponour 
journey. Treat them with respect , and do what I do. They rarely 
bother me, but you arc a stranger to them and they may decide to 
tcsr you. 

Now we're in a mirror ro my cabin. Do you see the crystals 
glowing? Can you feel the love that forms each pattern of the rug 
my mother made for me? Everything here is a spiritual reflection 
of our own Earth. Here everything is revealed for its true nawre. 

Why do I glow? I am a Master of Spirit, and the spirit world 
recognizes its own. Someday, you too may glow when you cross 
into this world. 

The P enumbra 
We are in the Penumbra, that portion which mirrors the 

physical world. It is more true to the spirit o r nature of a place, 
however, and often seems to reflect its spiritual health rather rhan 
the form it wears in the physical world. Some things are utterly 
changed. 

Look at the grove; they're large, beautiful trees on Earth, bur 
here they tower overhead, their branches thick with greenery and 
good health. I always want to dance when I am here. Now that 
we're outside, can you see the changes in my cabin? I am no 
carpenter, bur here the care I tried to take is reflected in the clean 
lines and polished wood I could never have achieved on Earth. 
This is the spirit of my Sanctum, not merely its reflection. 

Let me show you more. We'll journey toward the city, though 
we will not enter. It's far roo dangerous fo r your first trip into the 
Umbra. Just walk as though you were ar home. T he Akashic 
Brothers would say, "Be, do not do," but you are doing fin e. I sec 
you understand my hesitation to approach the city. It's foul, isn't 
id Lifeless, barren, soulless, it squats dry as dust and reeking of the 
poisons within. Those webs you see strung all around and through 
it are made by pattern spiders. Everywhere that life and feeling 
have been eradicated by the twisted vision of rhe Technocracy, 
every place that yields itself to technology rather chan spirit is 
calcified imo stagnation by the webs. They delineate the city's 
form and prevem it from growing or progressing spiritually. 

Everything is nor the same, though. Remember the sky­
scraper we saw? Look where it stood. No skyscraper! It doesn't 
have the emotional impact to displace what stood there before. 
Here in the Penumbra its place is taken by an old, worn stone 
church. Look how the stained glass windows shine! It must have 
hosted many worshippers over the years, and the memory of that 
place lingers here where its vital spirit never died. 

-----
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Do you sec that blackened, acidic-looking area near rhe city? 
It's a Blight, formed from roxie wastes that cast their reflection onto 
this area of the Penumbra. There are equally brighr places of great 
purity thar we call Glcnl>. Both of them arc known as Domains. They 
aren't true Realms, bur rather shifting wnes with no ser borders. If 
those on the earrhly side of the Gauntlet continue to dump toxic 
wastes nearby, the Blight will grow and fester, becoming more 
dangerous and pollll[ing this area of rhc Penumbra. 

R-ealms 
Within each of the Umbrallayers lie Realms of various sorts. 

Some arc constructed by mages for the ir own use; many appear at 
rhe wi ll of Umhrood Lords (creatures of great power), o r as 
reflect ions of powerful d reams and concepts, and some form for 
reasons few of us comprehend. Most Umbra! Realms assume set 
forms, though some of rhe ones more d isranr from Earth are highly 
chaotic and appl! rcntly shift at random. Perhaps we simply do nor 
yet understand the ir patterning. All have their own realit ies, and 
most have both a physical and a spiri tual portion, just as Earth 
does. You might think of Realms as pockets of reality in the 
ethereal overcoat of the spirit world, or imagine them as soap 
bubbles afloat on the Umbra! sea. 

Each planet in our solar system supposedly has irs own Near 
Umbra, as does rhc moon. Since each is a Realm in its own right, 
with irs own governing Celestine, rhis is hardly surprising. These 
are nor the only Realms, however. There are many differen t sizes 
and types, some planer-sized and some no larger than a bubble, 
many ephemeral and some as solidly set as the Earth. We've 
categomed several types of Realms that most mages understand: 
Shard Realms, Shade Realms, Horiton Realms, Paradox Realms and 
Dream Realms. Don't be roo concerned. I will speak of these again 
as we reach them. For now, just accept that each part of the Umbra 
is host ro many Realms. 

T he tli~h Umbra 
Let us return ro the mists and seck our the a irrs, the pathways 

that c ross through ro the place we seek. This time, I will take you 
to the Higl1 Umbra, the world of ideas, which is a lso called the 
Astral Umbra. T hough we mages have a passing familiarity with 
each of the Three Worlds, this is the level best understood by our 
ki nd. Do you sec rhe d ream t rails? They shine like moonligh t 
within the mists, twining through and around the d reams we do 
nor seek at present. When you cross in to the U mbra, all you need 
do is follow the path thar takes you where you want ro go. Travel 
here is as much a matter of iment as of movement o r d istance. If 
you know enough Spirit magick, you will know where to go and 
how togertherequickly.lf you know only a little, it's best to travel 
with a guide. Spirits sometimes guard the airts and demand 
payment of some kind to allow you through. 

Ah, look at the concepts spread before us. There stand the 
brilltanr pearl-white gates of someone's thoughts of Heaven. 
White marble palaces line the streets of gold, and the denizens 
have feathery, white wings. The sun blazes with a pure light that 

-~lffi.-wtH'tfl"'"'iH1d ennobles. A rather pedestrian concept to have 
· ". ~ ell! solidity, but there is sti ll much belief in it among 

factittl I prefer the green grass lands under a pale blue sky 
'l .~h ef running by, the ground shaking with their 

isplay of majesty. 

Here's a Hell. Chinese in origin, I think. T he smell is enough 
ro sicken a butcher, and the blackened blood offends my eyes. 
They say rhar the perversions and tortures found with in such 
Realms should be experienced at least once. I have heard that 
none of rhc heavens or hells to be found here are the true ones; 
those wait beyond the veil of death. 

Many places here arc far more abstract. The higher they go, 
the more refined the ideas become unril only the most incisive and 
creative (some say insane) minds can understand them. Come, 
explore rhis one wtrh me. It is not quite so rarefied. Have you 
noticed that we're walking on the ceiling? Step into the nexr 
room. Now rhe floor is at right angles to the one we stood upon 
before. Docs rhat mean that now we're on the wall? You seem 
surprised. We've gone th rough the door opposite to the one 
th rough which we entered, yet we arc now back in the first room 
again, only we're standing on its fl oor. Look back through the door 
on the ocher side. Wave to yourself! 

Be polite to the spirits here. They are concepts and ideas, 
mathematical equations and hypotheses, d iscarded theories, philo­
sophical posturings, psychological theses and re ligious beliefs. I do 
not claim to understand half of the Realms or beings of rhe High 
Umbra, but I can sympathize with their des ire for respect and 
courtesy. Many Umbrood make their homes here. Some of them 
arc Paradox spirits rhllt you may someday meet on the other side. 
Others may be minions to beings of godlike powers who will crush 
you out of existence for annoying their servants. If all else fails, 
remember that should you ever need to get inro a Horizon Realm 
through the back door, you'll probably be traveling through the 
High Umbra to do it. Don't offend the spirits! 

While we speak of spirits, let's delineate the differenr kinds 
you might meet in the Umbra. A great many of them roam these 
Realms. Most mages believe that spirits arc creations born of the 
unconscious minds and conscious beliefs of humanity. I think 
we're mistaken in chis. If our Avatarsorsoulsareshardsoflhe Pure 
O nes given consciousness, and if we think of chis part of ourselves 
as our spiritual side, why should these spirits not also be shards of 
the Pure O nes/ ! believe they have always had their own existence 
and merely choose to appear to us as gods from ancient myths, 
demons, mythic creatures and monsters. Perhaps they seek ro 
present rhemselves in ways they think we' ll understand. In any 
case, our belief strengthens them and solidifies their forms. The 
creatures of the Umbra , whether spir its or Lnhabitants of o ther 
Realms, arc known as Umbrood. We a re d ivided in our thinking 
concerning the masters of the Nephandi. Some of us believe they 
are spiri ts wi th power enough to be called dark gods; others think 
they arc a lien creatures from the darkest reaches of space. The 
Celestial Chorus would label them demons and fiends. 

If you deal more with the spirit world, you'll have to learn 
these spirits' names and titles, the Realms they rule or inhabit and 
any particular spheres of interest they feel they control. They arc 
beings of great power and majesty, not pets or servants at your beck 
and call. Their wisdom can teach you much if you but listen. When 
you summon one, be courteous and ask its help. Demand nothing; 
offer rhe spirit some payment or reward for its trouble. Most 
importantly, do not assume that you are a higher being or that you 
necessarily hold the most power in the relationship. 



- The M iddle Ombra 
Take my hand and follow me to the world of primordial nawre. 

We go at night, when it is brightest here. The light of Luna, the 
moon, shines down and illuminates the shadowed woods and vales. 
During the day, much of this level is dark and dangerous. But look 
around you; do the trees in the Penumbra seem so tall as these 
majestic silvered woods? Here are those brilliant stars we no longer 
see in the city. At last, we see night's candles as they were meant to 
be seen, in all their radiant glory. The wind carries whispers of 
moonflowers and night blooms whose scents are so potent I fear to 
breathe, lest I forget how in lesser climes. Abundant, riotous life is 
all around us. Have you ever seen precipices so steep, mountains so 
austere, or animals so healthy? I had never truly seen purple before 
I came here, nor did I understand that blue and green are words too 
tame to describe the miraculous hues that grace this realm. Now I 
know the language of flower scent and animal musk and hear the 
symphony of the wind in the grasses and trees. 

Do you hear the scream of the predator? That too is an 
integral part of nature. Behind her beauties lies the struggle for 
survival and the dangers of the wild. Nature is full of cruel caprice, 
from droughts to earthquakes to blinding hailstorms. So long as 
the hardiest of her children survive, she is unconcerned by the few 
who fall by the wayside. We may revel in the loveliness of 
unspoiled wilderness, bur never forger that humankind is not 
ascendant within its embrace. Here we are the prey. 

Did I say the Earth held an unexplainable allure? Ifirdoes, it is 
a resonance inherited from this spirit world. This is spirit at its most 
pristine, the dream I wish to return to the physical reality of Gaia. 

I am not alone in that wish. The Garou also desire a cleansing 
of the world. Many guard some of the last pure places of the Earth, 
areas of great natural unspoiled beauty, their sacred ground, which 
they call caems and we call Nodes. These sites are not only places 
of power, but places where the Gauntlet is thinnest as well. Mages 
sometimes quarrel with Garou over such Nodes, but those of my 
Tradition (as well as many other mages) prefer to have werewolves 
as allies rather than potential enemies. 

The Garou claim that this part of the Near Umbra is made up 
of 13 Realms. Some are terrifying places of eternal conflict or 
corruption and torment; others are realms of futuristic horror or 
past depersonalization. Still others open upon the vast and starry 
Umbra! heavens or retain an aching beauty, an all-encompassing 
spiritual purity and unsullied wilderness lost to the Earth with the 
strengthening of the Gauntlet. · 

Many wild and powerful Umbrood live in the Middle Umbra. 
Some become familiars. Others may serve as guides or advisors if 
asked politely and appeased with reciprocal knowledge or gifts. My 
totem animal met me here once as I lay beside that pond. Many 
spirits are short-term residents, wanderers who cross through the 
lands of primordial narure on their way to the Deep Umbra; others 
are Minions or assistants to the Umbrood Lords. 

Did you see that? What would you call it if not a unicorn? 
Many so-called mythical beasts also make their homes in the 
heady atmosphere of the Natural Lands. Whether they have 
assumed the forms human belief assigned them in ages past, or 
have always appeared thus, none can say. Mages refer to these 
spirits as Bygones, those who once had solid form but abandoned 
it for the spirit world in the wake of humanity's growing disbelief. 

Come, I must show you yet another place within the spirit 
world so that one day you may recognize it when you reach ir. 
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Look upon this gray and dreary land, but do not cross into it. 
That ashen road which winds between those skeletal trees and 
climbs over those rocks leads into the Low Umbra, a benighted, 
sorrowful place also known as the Dark Umbra or the Realm of 
Death. Many believe that the roads of the dead cannot be walked 
by the living- at lease not if they wish to return. Many Euthanatos 
claim co have done so, but it is a dark and dangerous path to the 
Underworld, where tormented spirits seek to hold onro their 
former lives. Nephandi also deal with the dead, and this is enough 
co make most of us wary of the claims of the Euthanatos. Some few 
Dreamspcakcrs have braved the paths of the dead, for we must face 
our own demise if we arc truly to understand the realities of the 
spirit world, but most have never returned. This is the lease 
understood land of the Near Umbra, and perhaps that is not a bad 
thing. 

The Zones 
Several places float within the Near Umbra, fluid Realms 

which drift between the Worlds of thought, spirit and death, 
permeating them bur not bound by them. Though these constitute 
Realms of their own, they are usually referred to as Zones, but are 
also known as the Dream Realms. T hese include the Digital Web, 
the Mirror Zone and Maya. 

The Mirror Z one 
Look back a long the inside of the Gauntlet. Can you sec the 

Earth? As though you were looking through gauze, isn't it? How do 
you know it's really Earth that you see? It might be the Mirror 
Zone. Some say it lies alongside the Gauntlet, masquerading as 
reality. Others say it is partially of the Earth and partly of che 
Umbra, a slice of each world caught inside the Gauntlet itself like 
a slab of ham between two slices of bread. Still others theorize that 
the Mirror Zone is a Realm of perverse thoughts, nightmares and 
myriad alternate realities. S tepping into it rather chan back co the 
Earth may utterly change the world you know. Friends may now be 
enemies, companions you left only minures ago are dead and gone, 
or those long dead may live again. Infinite variations on a theme 
are possible in the Mirror Zone. Some arc so close to reality as to 
be virtually indistinguishable from it -at least at first. Something 
is always different, here; sooner or Iacer, those trapped in the 
Mirror Zone discover where they really are. To escape, you must 
confrom the difference head-on and resolve any difficulties it 
presents. Be very careful whenever you visualize crossing through 
the Gauntlet. Make certain you have Earth's current reality firmly 
in mind, and you should have little difficulty with this perverse 
Realm. 

The Di~ital Web 
I have brought you to the Cyber-realm so chat we may enter 

the Digita l Web. Yes, it is very futuristic here, and the Umbra! 
Computer Web is very large. The webbing looks much like that of 
the pattern spiders. The inside of the Net, as many people call it, 
resembles their work as well. There - that pool of light within 
those twisting coils of webbing is an open Portal into the Digital 
Web. Be brave; to enter that strange Realm we must step into the 
Portal. The sensation is unpleasant, even painful, but no harm will 
actually come to you. I wonder if this is what the early transporter 
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beams on Star Trek felt like? If so, I see why they often took che 
shuttle instead! There's some pain, and things will seem coo 
bright, too fast and incomprehensible for the first few moments 
after we arrive. Ride it out. Virtual Adepts and other voyagers 
enter chis place using magicks either to send their astral selves into 
the Net or to translate their physical bodies into information, 
projecting themselves physically within it. And you thought 
becoming spirit matter was strange! 

Open your eyes. We're here. I know very little about this 
Realm; it's far more suited to Virtual Adepts and Sons of Ether 
than ro Drcamspeakers. We won't stay long, for there are many 
dangers here - spirits of the Net who may be unfriendly or 
Technocracy mages bent on claiming as much of the Net as they 
can. 

Do you see those shining, squirming cables? They're strands 
of possibility, unclaimed pattern webbing that has nor yet received 
an imprint from somcone's mind. Do you understand what that 
means? A mage may encerche Digital Web and litera lly create her 
own reality within it. There, farther down the strand, I see a 
glowing Realm take shape as we watch. Even Sleepers may share 
in some of this through virtual reality, opening their minds tO new 
possibilities. It may even Awaken some of them. 

Where are we?That'sdifficult to answer. The Web itself is Ln 
tne Gauntlet, yer it's also inside your own mind. Some claim rhat 
this is actually the remains of a shared Realm called Mount Qaf, 
originated by the lost Tradition known as the Ahl-i-Batin. Thus, 
it might also be a Realm upon the border between spirit and 
thought. Like a Horizon Realm, mages may pattern their thoughts 
here to create areas that conform to their paradigms. If this is truly 
a way of changing and molding reality itself, the Digital Web is a 
fantastic new breakthrough in the Ascension War. Thus far, no 
one has been able to prove whether this is, in fact, what is 
happening here or if it all exists only in our minds. 

Maya, the R..ealm or Dreams 
Look! Can you see the bubbles floating through the air? Some 

are as tiny as moths, others as large as cities. Those are Dream 
Realms, formed from fragments of humankind's dreams (and 
perhaps the dreams of spirits as well). Some exist for only brief 
moments, while others take on more permanent form as more 
people dream the same dream and belief in it grows. If we wished, 
we could step into these Realms, into the chaot ic meanderings of 
the subconscious mind and interact with whatever is within. Be 
warned - Not all dreams are pleasant, and who can say what 
would happen to you if you were to die in someone else's dream? 
The secrets of the Realms remain hidden to us until we are within; 
would you want to stumble intO someone else's nightmare? The 
Nephandi sometimes enter such terrors and use them to exert 
contro l over the dreamer. As you might guess from the name of our 
Tradition, we Dreamspeakers are nor above contacting potential 
mages and "awakening" them co the possibilities within their 
grasps. 

Powerful Umbrood spirits known as the Oneira, or Dream 
Lords, collect bitsofdreamsand weave them into semi-permanent 
Realms known as Maya. Such "homes" are often as phantasmal 
and chaotic as the dream wisps they were created from. Some 
Oneira, it is said, are powerful enough to contro l people through 
their dreams. 



- The Horizon 
We've come far together since our journey began. Now we enter 

a place of great import ro mages: the Horizon. It roo is a magickal 
barrier, like the Gauntlet, but separates the Near Umbral Realms 
from chose of the Deep Umbra. Do you see it? It wavers and flows, the 
colors changing and merging, one with another, creating new par· 
terns and hues as we watch. I think of rhe Horizon as the elder sister 
of the Aurora Borealis. Do you feel the electric snap of its existence 
on your hair and skin? Can you identify the taste-smell that surrounds 
us? Nor can l, though I always believe that I could identify it, given 
the proper words. Have you felt it pushing back against us yet? The 
farther you move toward the Deep Umbra, the greater the resistance. 
The Horiwn is like a membrane between the Near and Deep 
Umbrae. It keeps them separate and discrete, protecting the nearer 
Realms and Earth from constant invasions by Marauders, Nephandi 
and rhc malign, alien denizens of the fl!rthest realities. 

Horizon R..ealms 
The Horizon is more than just a barrier, however; it's also a 

unique environment in which artificial lands called Horizon Realms 
are built. Mages, both Traditional and Technocratic, arc their 
common architects, though other spirit powers also build Realms to 
suit themselves. Such Realms are rare; it takes massive amounts of 
power to create and maintain them. Horizon Realms serve two 
purposes: they shield against other realities, and they commonly 
house Umbra! Chan tries. Horizon Realms are designed to be the 
perfect representation of the creators' paradigms, and as such do not 
suffer rhe effects of Paradox, so long as one's magick does not clash 
with the reality within. They arc ideal for magickal study and 
experimentation; after all, they are created to support the mages' 
world views! Such "formatting" also makes them ideal strongholds. 
They are much like Sanc£Ums this way; as any warrior knows, an 
enemy's home ground is his Strongest defense. 

There is one not far from here. See it floating in the distance, 
much like a multicolored balloon tethered co the ground by a 
si lvery string? 

Do you see how the tether fades off into the mist? It's not 
ac[llally tied co anything here in the Horizon, nor is it a physical 
rope or cable. What you see is a stream of pure Quintessence, used 
co anchor the Horizon Realm ro at least one Node on Earth and co 
an Earthbound Chantry. That same Quintessence powers the 
existence of the Horizon Realm itself, for it cannot exist without 
this infusion of myscick fuel, which flows through a Portal, a 
permanent opening through the Gauntlet. Some such ribbons are 
easy ro spot if one knows how to look, but others are cloaked wirh 
potent Prime magicks. 

Portals are usually guarded by powerful spirits. Portals are easier 
to create and maintain on Nodes where the Gauntlet is thinner and 
static reality weaker. Those who are allowed codoso may travel back 
and forth between Earth and the Horizon Realm. We cannot enter 
the Realm from the Horizon itself unless irs creators left a back door 
into it. Such routes are always guarded carefully, their passwords 
given roonly a few, for Nephandi and Marauders seek out easy access 
ro Horizon Realms, the better ro cross d1rough the Portals and onto 
the Earth. As these conduits funnel Quintessence as well, they also 
gives invaders access to easy power. Only a cocksure mage makes an 
escape route into the Horizon. Having made one, only a fool leaves 
it unguarded. Those mages who are fools rarely achieve the necessary 
power to construct Horiwn Realms ro begin with. 



--

Eight Shade Realms rest along the Horizon at the edge of 
Gaia's Near U mbra. These somewhat insubstantial lands are the 
Umbra! "shadows" of Shard Realms. Be patient! I cannot explain 
everything at once. We will speak of the Shard Realms in due time. 
It's often difficult to tell that you are entering a Shade Realm until 
you are within it. Do you feel that humming throughout your 
body? Look at my hair rise from the static electricity, and smell 
that lighminglike ozone. We are in the Shade Realm of Forces. 

Each of the Shade Realms corresponds ro one of the Shard 
Realms (all except for Luna) and provides the easiest path for 
reaching those faraway Realms. Each is a Portal, or bridge, linking 
these Realms with their appropriate Shard Realms. These a llow 
easy movement between the two without the necessity of crossing 
the Deep Umbra. In essence, they're like wormholes crossing 
through space, linking distant areas together. Many such Portals 
exist, but few have been found and opened. Some need special 
rituals cast or esoteric materials utilized before they will open. 
Somewhere within this Realm lie conduits to the Shard Realm of 
Forces and probably a back door to Doissetep, the largest and most 
well-known Tradition Chantry. We would not want co meet the 
guardians that this most puissant Chantry has undoubtedly left 
here to deal with inrruders. We'll go now; I merely wanted you to 
be aware that such Realms existed in case you ever need to use 
them. 

Beyond the t1orizon 
Everything that I believe 
Crawls from underneath the streets 
Everything I truly Love 
Comes from somewhere high above 
- Indigo G irls, "Hand Me Downs" 

Once past the Horizon, we enter parts of the 
Tellurian truly unknown to most of us. To reach 
these places, we must pass outside the Earth's atmo­

'-----"'-----1 sphere and beyond the Horizon, to the Deep Umbra. 

The Deep Ombri\ 
Like a great void, the Deep Umbra stretches outward beyond 

Gaia's bounds and into the far reaches of the Tellurian. The Void 
Engineers try even now to map the Deep Umbra, setting it into a 
static reality. They have succeeded in convincing most ofhuman­
kind that all that lies outside the Earth's atmosphere is empty 
space and lifeless planets. That may be so on the physical side of 
reality for now, but on the spiritual side the Deep Umbra is rich 
with possibilities. Within its reaches lie Shard Realms, Paradox 
Realms, wild spirits, demons, crazed Marauders and the perverted 
Nephandi. Strange atmospheric conditions prevail in the Deep 
Umbra, ranging from reality storms ro the Etherspace which the 
Sons of Ether navigate to reach the other planets. 

Beyond the comforting confines of Gaia's atmosphere lurk 
bizarre, unknowable creatures whose only desire is to penetrate 
the barriers and feast upon the Earth. Others merely desire to 
control our world. Even to some of the less fearsome denizens, we 
are so small and insignificant that they might flick us away as if we 
were annoying insects. Our minds simply cannot cope with some 
of the horrific monsters that dwell in the Deep Umbra. Mages who 
deal with such creatures usually perish; those who survive are 
driven permanently insane. 

The Nephandi's dark masters may be found somewhere 
within this spiritual void, as may many of their false Chantries, 
which they call Labyrinths. Should you ever meet the Nephandi, 
kill them on sight. They are an abomination - mages who entice 
or force others of their kind into corrupting their souls and 
becoming slaves to demons. 

Mage: The Ascension 

Shard R.ealms 
Shard Realms are so named because mages believe that they 

were all once parts of Gaia that have now been flung throughout 
the solar system. Many mages say that there are only nine Shard 
Realms, corresponding ro the other planets and Luna and to the 
nine Spheres of magick. This may be so-for this particular solar 
system. I have already spoken of our overwhelming hubris in 
assuming that we are the center of the Tellurian. I do not believe 
that there are only nine Shard Realms in existence; these are 
simply the nine that we know about. They are all very large, and 
though the Void Engineers say they are lifeless orbs, we know that 
they're Realms in their own right. Each has its own Umbra, just as 
Gaia does. Undoubtedly, these Umbrae are as varied and amazing 
as Gaia's own Near Umbra. Each Shard Realm is ruled by a 
Celestine, and to some extent partakes of that being's essence. 

As I mentioned before, Doissetep is located on the Shard 
Realm of Forces. I have no knowledge of other such Chanrries 
established on these distant Realms, but there might be some. 
They say that the gateway to Arcadia, the homeland of the faeries, 
is located on Luna. I would someday like to travel to all the Shard 
Realms and see them for myself. 

Paradox R.ealms 
Reality is flexible and may be tampered with to some degree. 

It's easier when there are no Sleepers present to interfere with 
their disbelief, but even then the fabric of the world may be coaxed 
into a new pattern. The fibers of the Tapestry are loosely woven 
enough that they can incorporate some reweaving without ripping 
apart or snarling into knots. When the weaver moves too fast or 
tries to overthrow the pattern entirely and create a whole new 
design, however, the Tapestry figh[S back. Sometimes this causes 
the weaver's shuttle to slip from her fingers; sometimes the loom 
breaks and smacks her in the face. That is Paradox. 



If the weaver persistS in forc ing the pattern in an incompat· 
ible direction, eventually the Paradox loom gives her what she 
wants - in spades. It weaves a entire Realm just for her, wrapping 
her up and removing her to a place outside Ga ia's Near Umbra, 
then smoorhes the fabric back into its original design. The weav· 
ing that encapsulates the offend ing mage is known as a Paradox 
Realm. This particular occurrence is usually reserved for the most 
blatant offenders against consensual reality. The trapped mage 
must somehow come to an understanding of what she did wrong 
and seek some way of righ ting th ings in o rder to escape. Paradox 
Realms float a imlessly in the Deep Umbra , neither a parr of it nor 
apart from it, but in some strange state in between. I hope you 
never fa ll into such . 

Ombrood ~eolms 
The spiri ts that inhabit the Umbrae often create their own 

Realms. Though some do so in the Near Umbra, many prefe r the 
more fluid reality of the Deep Umbra. From time to t ime, these 
unknowable entities may kidnap humans or lesser spirits and bring 
them to the ir Realms. Sometimes they demand that these "lesser" 
beings fight o r engage in o ther contests to amuse the Realm lord. 
Other times, their reasons are inexplicable . Almost anything is 
possible in such places. 

Some mages claim that the spirits have formulated three 
courts through which they work out their d ifferences and govern 
their domains. The Western Court contains entities described in 
He rmetic texts dating back before the t ime of ancient Greece. 
Eastern Court members are said to embody be ings from the myths 
and legends of Asia, and the Egypt ian Court is rumored ro be 
comprised of the aloof animal-headed gods of ancient Egypt. 
Dreamspeakers believe there is a fourth court, a Lodge of the Sky, 
which does nm recognize the other courts and considers them to 

be invaders. These are the gods and goddesses of native religions 
from pre-Columbian America to the Po lynesian Isles. 

The Hollow World 
I wish to end our tour of the spiri t world by telling you of 

another place that I have only heard described. The Sons of Erher 
claim that the re is a world known as the Hollow Earth. In th is land, 
wonde rs await and danger lairs in every corner. They say there are 
human inhabitants, and that the world is lit by an inte rior sun. 
Science would tell you that it is impossible for rhe Earth w be 
hollow, rhat there's a molten core at the center of our planet 
covered by layer upon layer ofrock. They also te ll the S leepers rhar 
there is no such place as the Umbra. Whom do you believe? I 
believe there is a Hollow Earth, but if there is, perhaps it lies in an 
Inne r Umbra a ll its own, wait ing to be rediscovered. 

And now we must recross the Gauntlet and retum to our 
more physical reality. I hope that you have seen enough of the 
Te ll urian to understand it a little and linle enough of it to en rice 
you to leam more. Awaken! It is t ime for dreams to become reali ty. 

Chapter One: The T ellurian 
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Ultimately, a hero is a manwhowouldargue with the 
Gods, and awaken devils to contest his vision. 

-Norman Mailer 

The Awakening 
"Do you feel it?" Peter Kobie asked. Silenced as 

she was, Clarissa could not reply. 
It was amazing, though, this writhing, sweet 

agon)'· Bound, blindfolded, Clarissa felt each touch, 
each breath, each pulse of energy within and without. 
Kobie seemed to be everywhere now - his anns 
around her chest, his lips across her skin, his touch a 
crackle of new and sudden pleasures. Sensation reso­

nated tvithin her, building w something past all words she could 
conceive. 

Power built, expanded, spread, melded, focused ... 
Something snapped in her mind, sudden, bold, a bolt beyond 

sensarion, awareness or mere physicality. Clarissa screamed inside, the 
conflict of silence and sensation merging into something she couldn't 
explain, couldn't prevent, couldn't control. And suddenly, being blind 
and voiceless didn't matter; her senses exJJanded around Peter, around 
the room, feeling every contour of reality greet her as if she'd never 
known the interactions of Life before, as if she'd never really seen 
anything for what it truly was. And as the physical pleasure slowed, a 
mcneal awareness replaced it, constant even after Peter left her to her 
new Awakening. 

Later. when an was quiet, the blindfold fell with a cool clack of 
scissors. Clarissa's hands, finally freed, dropped Limply to the bed. Peter 
smiled down at her, sweat glistening on his forehead as he stroked her 
damfJ hair. 

"You are renewed," he said. "Awakened. Restored to what you once 
were." And she was. Clarissa lay on the bed, not the woman who had come 
into the room. She laid her head on his chest, contenttluu.he, that someone, 
chat something had finally empowered her and made her different. 

Then her gaze fell co the clock. 
Ten minutes. 
Her etemit)' had lasted only ten minutes! 
No way. Uh-uh! Ten minutes wasn't possible, something was 

wrong, there was no way, absolutely nor! It was hours, days, notr.en 
minutes! Fury rose with an odd terror and a new awareness that this 
wasn't right, that Peter Kobie had ... done ... what?? 

"What did you do to me?!" She raised herself up on an elbow, 
furious, scrambled, perplexed. Then she looked into his eyes and found 
herself wondering why she was making such a fuss. 

"1 did nothing, only led you w where you would've gone, given 
time. Youdidthis , notme." Petertouchedhercheekgently. "Rest now, 
Clarissa." 

And she relaxed utterly, slumping to the sheets, her cunnoil 
banished, feel.ing nothing but dte beating of hearts. 

Chapter Two: The Mystic Path 

--



--

To stand outside rhe City of Man while holding rhe keys ro 
heaven- this is the lot of the mage. To stand torn between the 
mortal Human Self and the immortal Divine Self - this is her 
battle. To embrace destiny and redirect the flow of reality- this 
is her legacy. 

No one said it'd be easy. 

There is magic, and there is magick. O ne taps a person's inner 
potential, the orheropens that wellspring without reservation. One 
grants a taste of power; the other is power, power to change the 
world. A True Mage does not ase magick- she becomes magick. 

The True Mage is a hero in the classic mode, not necessarily 
a "good guy," but an agem of change who faces conflicts from 
within and without, takes destiny by the hand (or other parts . .. ), 
and changes the world in some meaningful way. The hero, whether 
male or fema le, "good" o r "evil," mortal or mystickal, faces a 
similar charge: to step away from the known, confront herself, 
endure temptations and ultimately transcend, raking the 
world along with her. 

"' n"' s 0 r I(!) I{\ th Pure Ones . Some clilim that 
I the beginning, it is said, there were Oe but we will begin with the 
n th .r.. m an even greater ne, . . 

these First came for J ,o d h ld their Essence tmthm us. 
many' for_ we are many an we . o . me or water, the Pt~re Ones flew 

Before there was !cmd, or a_tr, Ol ~ the birthed the Spheres, those 
through endless heavens . ln t~t~ rah~~ ~nity ~they created a plilce of soul 

U:lnets on which we now dwe . n t .. f lL they created the Dreamers' 
P dbodyasOne .lntheirwisdoma~~!hen ,o hye, seas and all the creatures 
an he !ilnu.> ana t h had set 
from whose visions. sprang t the ·o~rneyed across the landS'! ~ • 
• L · And in thetr tvonder' y J t-... ~L • passage. ~ - ~ Ulerem. tis re altered v J L.netr "" 
in motion, and those U:ln we 0 h ttered Perhaps there was a war; ... 

For some reason' the Pure nes ~ a d w~re broken by the One; or 
erhaps they grew too strong in hubr.ts an f change had come. ln any case' 
~aybe, just maybe, they knew :::~:~~:g a shard of divinity within them. 

the many became multrtudes, e Those whose inner spark 
t..-. d our measure 0 s 

Ages passed, years ""'Jon . the Paths of the anctent ne . 
glowed strong still jm~meyed, foU~;:e;~tillalive butSieepm~; these settled 
Others allowed those embers to s;:w. ~eys of those primordtal Awakened, 
the lands and multiplied. From~~- fr: the Sleepers, it was given form. Ages 
the fabric of the world was spu , h with wonders and fears. 
passed, and their Tapestry grew e~:ed set forth on different P~ths; thetr 

Like the Pure Ones, the Awa. n carried like a campfire ember 

bodies died, but th_e Prim~\~~r~ti~~da:a~ in time, but, if pr~perly ~:Jd 
wrapped in dee,· skin. Sue ·k" . we keep the Essence burnmg, y d 
theemberbumson. We are th(ltS tn, es those embers changed, altere 
st~btle changes with our pas_sage T~v~;! E'ssences diverged, goading thetr 
by those who kept them aL~e .1 '~e they battled, each wannng to wrest 
mortal keepers to new Pat . n u . , us ins From their strUggles' great 
the grand Tapestry away from thetr '[ten badly. The Dreamers were set 
horrors were wrought. People dred, o . their exile. The lands trembled, 
apart from the morral world , an~ we~t ~:ned itself in fear. The Keepers_of 
and the Tapestry' in self-protectto~~ ~f man crumbled, to be reborn agam. 
the Prime went to war' and the wo That Which Was and replace 

fcL h e· towearaway nd t..... · · the 
ThisistheWayo nung' I . "ther pleasantnorki 'u...,t ttts 

It's a hard Path; many will workers fall by the wayside or step 
off to follow petty goals. These mages never transcend and are soon 
forgotten. Others die, and their deaths may or may not carry some 
meaning beyond the fall itself. The mage quickly finds her magick 
to be a double-edged blade - it confers power at rhe cost of 
normalcy. Mages are outcasts from rhe mainstream; regardless of 
her a llies, each mage essentially walks alone. 

So why do it? Why not just grab a bit of gusto and sit in your 
little corner of the world with a fu ll bank accounr and a host of 
retainers? Some mages do just that. They remain eternally unsat· 
isfied, however, and often fal l before mages (or other forces) with 
more power and a clearer sense of purpose. Most Awakened, by 
vi rtue of what they are, want to leave their mark upon their world, 
fulfill some part of their destiny and gain some higher (or lower) 
stare- Ascension. 

The Goal 
Ascension may be a twofold process, involving both internal 

rranscendence and external change. Most pursue e ither the inter­
nal or the external aspect; rarely do they seek for both- such a 
goal is too large to be anainable. Few mages agree upon the nature 
of Ascension as a whole. Many will argue that there can be only 
one or the other form. The truth is an enigma; perhaps only the 
Oracles know for certam. 

Of the rwo goals, external change is the easier ro measure. 
The Sleeper world wi ll in some way be improved, thus providing 
evidence that change has been effected. Neither goal is exclusive 
to a part icular fact ion. A Technomancer may aspire to personal 
perfection, while a Celestial Chorus Traditionalist simply wants 
to see peace in her t ime. Either objective, if successful , may be 
called Ascension . 

Methods to attain Ascension vary. Some Awakened be­
lieve in re incarnation and claim that the soul, the Avatar, 
strives to better itself with each incarnation. Others, less 
patient, want ro perfect themselves in this lifetime. Some 
believe that there is no fina l perfection, only an eternal jour· 
ney. Transcendence is not a thing that can be explained- it 
can only be achieved. 

This doesn' t mean that a mage wakes up one day and 
decides that she Ascends after she feeds the homeless. Destiny 
is more subtle than that. A Path is less a conscious decision than 
a subconscious motivation. A willworker may never know 
what her chosen Path is, but it calls to her nonetheless. She 
may resist, but she will never be satisfied until she follows ir. 

Getting Stuck 
Mages are dynamic; they are change. Sooner or later, 

however, they begin ro stagnate. They may live for many 
lifetimes, even for centuries, but the law of diminishing 
returns wi ll eventually set in. Mere power is not perfection. 
If a mage does not Ascend o r fa ll ar some point, she ceases 
to be an agent of change and becomes a sticking point 
instead. If they live roo long, the mightiest wizards lose 
whatever chance they might have had to arrain that higher 
state- and many rake their bitterness out upon the world 
ar large. 

it with That Which Is To Come. t ts n_e~ur oes are also. Perhaps the Pur~ 
W We are the bearers of that Way,R f ·tt"atton where the multttude~ 

ay. d me econcr • ·tt f 
On guide us even now towar so . Or perhaps it is the wt o 
tvtl~tecome many, and then One p on~: a!::~d changes that will tear the 
the Way that we go our separate k at 'But change is our destiny. Change 

J-- 1 do not now. 
Eanh we know asunuc::• . 
and the Path. 

- Hapsburg, Orphan Seer 



The Trinity 
The Council of Nine speaks of rhe Mecnphysic Trinity (see 

Chapter Four): Dynamism, the creation of possibili ty; Scnsis, the 
form such possi bi I iry rakes; and Entropy, the breaking down of that 
form. According ro Council doctrine, these three forces are all 
necessary things. With the close of this century, some claim, the 
three extremes have drawn apart, pulling the Tellurian between 
them. Something has to give. 

The Avatar's ~ole 
!/,,, .. t On the edge of sleep, 

I heard voices behind the door 
The knoum and the nameless 
Familiar and faceless 
My angeL~ and my demons at war 
Which one will lose - depends on what I choose 
Or maybe which voice I ignore 
- Rush, "Double Agent" 

L-~:...._..:::.....- Is rhe Avatar the soul? The subconscious? 
The id? A guiding spirit? The voice of an ancesror? The call of 
God? Or some devil? Each mage will give you a different answer. 
Whether one, all or none of these ideas are true, a mage's Avatar 
is, mall appearances, the seat of her magickal power. Do S leepers 
h:we such souls, which might be roused on the Day of Ascension? 
Or is the gift of Awakening something only a few people will ever 
have? Is a mage one being or two? Does he control his Avatar, or 
does it control him instead? No clear answers come to hand. In 
their absence, most mages, like anyone else, rurn to mythology. 

Mystick folklore refers to "Pure Ones" who sundered their 
own Essence and left it scattered throughout the Tellurian. Mas­
ters call this bit of Essence the Avatar. Most living things, they say, 
have Avatars, butonlya True Mage carries an Avatar which is self­
aware. Put simply, the Avatar is the magickal consciousness that 
allows a willworker to do her thing. Some sorcerers have tight 
bonds with their Avatar, while others totally deny the divine 
shard's existence. You may not believe in God, goes the old saying, 
but God still believes in you. 

Mysticks often disagree about th is inner self. Gharmic scrip­
ture declares the Avatar "That Blessed Part which is a ll things 
intertwined," while Hermetic lore states that " .. . the so-called 
'Avatar' is nothing more than a personification of the mystick 
consciousness, wrapped in some pleasing (or terrifying) form." 
The Technocracy officially denies any affiliation with supernatu­
ral entities, but promotes " ... self-awareness through constant 
maintenance of the superego," wh ile many Dreamspeakers ta lk of 
past lives or ancestors who live again in their descendants. A ll or 
none of these views may be rrue. A mage's magickal soul may take 
any number of forms - from bad dreams to separate entities, from 
the "daemon" of Greek philosophy to the "eureka factor" of 
scientific inspira[lon - and is not limited to any one certain 
shape. Whatever form in which the Avatar reveals itself, it goads 
the mage further down his Path. Whether he meets his Avatar 
face-to-face, encounters it in d reams or hears its whisper in the 
back of his mind, its influence is a lways somehow present. 

Avatars are supposedly immortal. They pass, it is said, from 
one mage to the next, carrying the lessons learned from one 
incarnation into the other. If this is true, Avatars are pretty slow 
learners; modern mages seem no wiser than their legendary fore­
bears. Some mysticks speak of Reconciliation, the Metaphysic 
T rini ty or the Path of Change- all d ifferent ways of saying that 
Avatars have their own agendas, ends which they pursue through 
morral incarnations. This concept is not universal, but makes 
sense in light of the Ascension War and the four or five Essences 
spoken of in Hermetic texts - Dynamic, Pattern, Questing, 
Primordial and possibly Infinite- the "personalities" of Avatars 

See kings 
When a mage wants to advance, she enters what some call a 

Seeking, an out-of-body trial where she confronts her Avatar and 
demands access to the power she holds within herself. Her success 
or failure determines how much of her potential she unlocks­
and how far she still has to go. 

Meditation of some form is the most common way to go 
Seeking; the searcher must literally wwel out of herself to begin. 
The mystick's body does not actually leave Earth, but she is not 
present within it while the test goes on. Seekings take place in 
some otherspace which is neither material reality nor a visitable 
part of the Otherworlds. The mage's consciousness returns to our 
reality when she has either passed the test ... or failed. 

Like all aspects of the Avatar, the form such Seekings take 
varies wild ly from mage to mage. Verbena speak of the Guardian, a 
forbidding taskmaster who sets the tria ls and wards the subcon­
scious unti l the sorcerer is ready for such secrets. Some Virtual 
Adepts go into a sort of VR simulation, where they solve puzzles 
based on the problems they srruggle with in life. When they solve 
the puzzle, the Seeking ends. Avatars have even been known to 
cripple a mage in the material world, striking him blind, poor, lame 
orotherwisedisabled, unti l he learns to do without some crutch that 
he has grown to depend upon.lt is an intimately personal encounter 
where the mystick takes Path cues from his Avatar. 

During a Seeking, a mystick undergoes a gauntlet set up by 
different aspects of her Avatar. The tests change and grow harder 
each time. Unresolved conflicts, internal or external, take on 
metaphysical shape and symbolic substance. To triumph over the 
obstacles, the mage works through puzzles, suffers trials, fights 
battles, confronts tormentors . .. whatever rhe Avatar deems neces­
sary to advance her understanding and proceed further on the Path. 
Success grants her another Epiphany (see below), taking her up 
another rung on Ascension's ladder. If she fai ls, she gains nothing. 
Bad failures sometimes end in exhaustion, physical shock or inJU• 
ries, insanity, Quiet ... or even death. 

Chapter Two: The Mystic Path 



Avatar/mage relationships vary. In most cases, the Avatar 
takes on a "teacher" aspect, leading a mage to his Path and helping 
him to travel along it. If the mortal self is stubborn, the inner self 
pushes, threatens, encourages or sulks. Very strong Avatars may 
even be seen by other mages with potent Spirit magick. A would­
be mentor often decides upon an un-Awakened recruit by sizing up 
his Avatar. To many Awakened, the magickal self is a liv ing 
entity, sometimes benign, often terrifying. Contrary to popular 
beliefs, bits of the so-called "Pure Ones" are not necessarily nice 
guys; Marauders, Nephandi and cruel Technomancers have Ava­
tars every bit as "true" as any Celestial saint's. 

Bringing the mystick self and the morral self together and 
staying sane in the process is a constant struggle fo r most mages. 
If the two don' t match- and they rarely do, at least in the early 
steps of the Path - they clash. Some mages run from the ir destiny, 
whi le others let it go to their heads. In either case, the Avatar 
comes along, a back-seat driver pointing off-road. The stra in is 
more than some can handle. A few slip into Quiet, the madness 
that comes when outside reality and perception blur roo far. 
Others go more subtly insane, suffering from night terrors, obses­
sion, power-madness or cowardice. 

The inner self will not be denied. It may appear full-form, 
vis it its mage in dreams, speak through people or other objects, 
gram hunches or intuitions, o r even tum reality inside-out and 
drag the mystick's consciousness in for a cha[. The stronger the 
Avatar, the more obvious its hand, and the more demanding its 
requests. Sooner or later, a mage must listen; too much conflict 
may interfere with magick, sleep or sani ty. 

It may sound from all of this as if the mage is the pawn of the 
Avatar. While some cynical willworkers bel ieve that this is so 
(and is, perhaps, the way it should be), most admit that the mage/ 
Avatar relationship is a two-way street. As the Avatar shapes the 
mystick, so too does the mystick shape his Avatar. For all we know, 
the Essences might only be the legacies of past lives which have 
left the ir imprint upon the Avatars. No one knows for certa in. 
Even if the Essence has no mortal cause, a mage is always free to 
do what he o r she wams to do. The Avatar's urgings only guide the 
sorcerer. Ultimately, a mage's destiny is his own. 

The Technocratic Avatar 
Many Technocrats gravitate toward the Union in o rder to 

channel the Avatar, so that everything seems rational. Awaken­
ing is often a terrifying thing; imagine a voice in your head that 
tells you constantly that reali ty is false. And knowing that it's 
right. Technocracy recruiters do the ir best to calm a budding 
willworker and convince him that the best way to handle his new 
"insights" is to use them to work for the common good. Therapy, 
counseling and technomagickal treatments ease the stress of 
See kings and Epiphanies while a lso monitoring resident mages for 
signs of defection or rebe llion. 

No one knows what the Union's Inner Circle thinks of 
Avatars. The official party line, however, is that they are manifes­
tations ofhumanity's inner genius. The dreams, visitations, conflicts 
and Seekings are merely figments of overtaxed imaginations, 
subconscious solutions to troubling issues. 

They may even be correct. 

Mage: The Ascension 
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Elements or the Path 
No pain, no palm; no rhoms, no rhrone; no gall, no 
glory; no cross, no croum. 

-William Penn 
Whatever Path a mage follows, three common 

elements apply: awareness, conflict and resoLution. 
Almost every mage runs across them at some point, 
though most see them in different ways. An Itera­
tion X cyborg may have Awakened in wild dreams 
which he brushed off in the morning. A 
Dreamspcaker wi ll actively seek her destiny in a 

visionqucst, but may ignore unresolved conflicts. Either mage may 
die or get sruck before reaching some resolution. So it goes. 

Awareness 
Though some few A wakened are born aware, many are not. 

They begin their lives as mundane humans, who often have some sort 
of"gift"Lhatsets them apart-a hinrofprecognition, an otherworldly 
air, exceptional talent, insight or wisdom beyond their years. This 
early "difference" helps set them up for what happens next. 

Mages call themselves the Awakened fora reason. At some crucial 
poinr - often a crisis of some kind- that person becomes more and 
more aware that reality as others perceive it is a sham. This may occur 
through a gradual build-up or a sudden revelation, though some kind of 
"tremors" usually foreshadow the Awakening itself. These might in­
clude a menmr's formal approach, strange dreams, blackouts, brushes 
with the supernatural or any number of odd things. Suddenly, these 
tremors explode, the Avatar reaches our, and the mage Awakens. 

Epiphany 
Awakeningisnotsimplysaying"Wow, man! Magickworks!" 

It is a fourfold embrace- mental, spiritual, physical and intellec­
tual- of the existence of magick. Without ir, a person may see 
magick, feel magick, grasp magick, bur never become magick. Such 
Awakening, called an Epiphany, is always sudden; the mundane 
world goes pale and the hidden one bursts into fu ll-color. Some 
mortals go mad forever upon Awakening and never progress any 
further than that. Strong-willed mages recover and advance, but 
rhey never forger the experience. 

While successful Seekings grant further bursts of insight, no 
larcr Epiphany can ever march that first moment when a mage 
truly understands the existence of magick and the nature of the 
world. 

Vision 
With Awakening comes an affinity for the hidden world and 

a vision of rhe "overall picture." Once a person's eyes are opened 
this way, they can never close. The mage may never call what he 
docs "magick," but the essential idea - that of changing reality 
itself through personal will- is universal. 

The Parh comes through this vision. The mage may never 
have a literal vision, but the purpose behind ir will haunt her until 
she follows ir. 

Chapter Two: The Mystic Path 

--



--

An Epiphany is traumatic; everyth ing the person has be­
lieved until now turns to dust . Finding a mentor is usually a good 
idea at this stage; without one, a mage quickly goes out of control 
o r gets swept up in some other supernatural agency's plans. The 
four great factions and lesser C rafts (see Chapter T hree) often 
sow the seeds of Epiphanies among prospect ive recruits or entice 
the self-Awakened into the ir ranks, using anything from friend­
ship to instruction to strong-arm tactics. 

If the mage finds a good mentor, she may learn to contro l her 
power and advance her understand ing of reality in all its aspects. 
The teacher ideally passes on both his wisdom and his pro tection. 
W ithout either, a newly-born mage may often fmd herself slaving 
away under some powerful master or decaying in a nameless grave. 

Conrlicf 
At some point in her life, the mage will encounter conflicts, 

both internal and external. Internal struggles include those with 
doubt, pride and loneliness, while external battles rage against rival 
mages, supernatura l beings, S leeper society and reality itself. 

It is not an easy task to be a mage. Doubt and hubris (excessive 
pride) are constant enemies, and either one can lead a sorcerer to 
destruction. Even if she triumphs against those, the solitary Path she 
has chosen will often drive her to regret the day she first Awakened. 

Magick requires confidence; wi thout it, reality refuses to con­
form to your desires or slaps you in the face for your presumpt ion. 
Shocks to a mage's confidence may cause him to doubt his ability to 
do what he must. This may paralyze him just when he needs his power 
most. Overconfidence, however, leads to the hubris that makes 
horrors out of even the best intentions. Because 1 can change reality 
with my will, the prideful mage believes, my will is always correct. This 
attitude leads to arrogance, rivalry and eventual stagnation. A 
prideful wizard may attain great power, but he loses his enlighten­
ment, h is purpose and often h is friends in the process. Without 
moderation, he becomes a force for corruption, not growth. The 
Nephandic Descension, Technocratic Pogrom and Doissetep in­
trigues are only the most obvious examples of hubris in action. 

Humans, too, are a fickle and jealous lot. A lthough they 
instinctive ly bow before someone with power they don 't have, 
such worshippers turn on their "betters" sooner or later. When 
they do, a mage may find herself running for her life. The Burning 
Time, when the witchfires raged throughout Europe, was only 
manipulated, not caused by, the Order of Reason (see Chapter 
Three). The embers sti ll smolder, wait ing to engulf any sorcerer 
who steps roo fa r out into the public eye. Hence, a mage must hide 
some part of herself away from the society she once belonged to. 

Seekings often turn these conflicts into a gauntlet of tria ls 
which the mage must overcome in o rder to advance. Those who 
cannot do so stop in the ir tracks, or falter and decline. Such 
fa ilures often turn to Infernal powers, magickal T alismans and 
outside a ll ies when they feel their power slipping away. 

when a mage slides too far into her own world­
which somet imes manifests in solid 

!1Hl1¥""''nl!~~ called hobgoblins, imprisons rhe sorcerer in her own 
ded icated Seeking or outside aid ro free a mystick 

Ul_.,,~, .~•l'u the effects may linger for lifetimes to come (See 
Chapter Eight). 

The Ascension 

Wi\rri\re 
No mage escapes dealin gs with the outside world . Even 

hermits who sequester themselves on mountain-tops meet spiri ts, 
other mysticks and supernatural creatures. No one makes friends 
with them all. Unless the mage offers her throat willingly to the 
first vampire or demon to cross her path, she will , sooner or Later, 
have to fight. 

The h idden world teems with enemies- vampires, werewolves, 
demons, Umbrood, ghosts, rival mages, the spirit-ridden (called 
fomori by some) and even, it is said, the last of the faeries. The 
morral world includes a host of witch-burners, government agents 
and simple thugs, any one of whom could end one's li fe. T he wise 
mage knows when (and how) to figh t and when to run. 

Some mages surrender themselves to such conflicts. War 
Chan t ries, Rogue mercenaries and Technocrat ic death squads see 
enough combat to make a Marine turn queasy. They do not , 
however, rend ro live long; if an enemy doesn't kill them, Paradox 
inevitably does. 

Intrigue offers a better chance of survival, ar the price of 
paranoia. Magickal enemies can strike at you in any number of ways. 
O ld mysricks, who have left their ideals behind, treasure such rival­
ries. For them, power-gaming is all they have left. Young sorcerers are 
advised to tread lightly among those who measure their life spans in 
nat ional histories; such wizards are indeed subtle and quick to anger. 

Paradox is the enemy of all who twist the threads of fate . 
Unless a wi llworker is very careful , the weight of consensual reality 
will squash her like roadkil l. Reality is like a river, and each new 
soul speeds the current. Mages who ignore that currenr may be 
swept up by it and drowned. 

R esolution 
If the mage survives a ll obstacles, she may reach her ideal 

Ascension. If not, she falls into whatever trap fate has laid across 
her Path. 

This could come in any number of ways - stagnation, 
corrupt ion, death, madness, slavery and annihilation are only the 
most obvious. 

S tagnat ion or corruption comes from within. In the fi rst case, 
the mystick simply surrenders himself to world ly power, loses sight 
of his goal and becomes a disgrace to his ro le. He may remain 
powerful, but he never grows. Sooner or Later, his life span becomes 
an insult to consensual reality, and he is forced to hide in a Realm 
or some obscure Domain. 

Corruption, to the Nephandi, is weakness and rhe fear of 
Final Night . To others, it is the poinr where power-lust blinds the 
mage and turns her away from her ideals. Some willworkers are 
co rrupted by raw force, others by worldly distract ions and still 
others by Otherworldly influences. In e ither case, the mystick has 
lost the Path, possibly for good. 

A mage who dies, it is said, returns to the cycle of the Wheel 
to be reborn. One who makes an infernal pact (o r gives himself to 
the Higher Powers upon his death) is taken out of this cycle, and 
his Avatar endures whatever pra ise or punishment its incarnation 
earned. Mysticks wonder about the fate of Technocratic Avatars. 
Although Technomancers theoretically remove themselves from 
the cycle through their own d isbelief, there never seems to be a 



- shortage of such mages. Indeed, the Euthanatos and Akashic 
Brotherhood once mounted a rare cooperative scheme to take 
Technomancers "our of the loop;" it failed. Those who study the 
ways of Drahma (the Akashic view of destiny) say that Static 
Mages, too, play a part in destiny's plan. 

Some mages never escape Quiet. These would-be mysticks end 
up in asylums or homeless shelters, lost in halls of mirrors. Some say 
Marauders and familiars are in fact mages who lost their sanity 
forever, but the only way ro know for sure is to go mad and see. 

Slavery is a cruel end to the Path, whether it comes from the 
Blood Bond of a powerful vampire, magickal shackles, emotional 
weakness or captivity in a Realm. A mage who ends up a slave has 
run the scale from a mover of reality ro a mover of shir. Though 
survival meatlS possible escape, a wi ll worker never heals the scars 
that slavery brings. 

Worst of all are those whose Avatars are demolished through 
the Gilgul Rite, warped by the vampiric Embrace or sent out into 
the Deep Umbra to be devoured by Umbrood. Such deaths are 
eternal, tragic ends w a final Parh. 

Ascension 
Ascension can be global or personal. Even Orphans and C raft 

mages have some ideal to which rhey aspire; they just don't put 
labels on it. The four Ascension War factions, however, are 
defined by their ultimate goals. The extent to which a member of 
one of these "teams" actually believes in his professed goa I depends 
upon the mage himself. 

To the Technocracy, personal perfection rakes a back seat to 
global unity. Under this vision, all random elements would be 
stomped our o r harnessed for the common good. Eventually, 
everyone would come w realize that this is the best destiny possible 
- harmony under the Technocracy's benevolent gaze. 

The Marauders seek an end to the order they feel was imposed 
upon the Earth by too much sanity. A !though many of them seem 
like mere kooks, underneath the delusions, each Marauder sees the 
primal chaos from which all possibilities spring. It is their goal­
when they think about a goal at all - ro open that vision ro 
everyone. 

Nephandic Ascension is Descension, nothing less than paint­
ing the whole world black or dying in the process. Some, ir is 
rumored, want ro let demented entities through the barriers 
between the Otherworlds and our own. Perhaps they just want 
each of us to let our own inner demons free. In either case, the 
Fallen Ones seek to bring the world as we know it roan eternal end, 
to usher in Final Night. 

Diversity is sacred to the Council of Nine Traditions. No other 
faction, with the possible exception of rhe Marauders, seeks per­
sonal Ascension wirh the Traditions' fervor. To the Council mages, 
all people should have the potential to grow toward some higher 
state. Though each Tradition, and each mage within each Tradi­
tion, has a different idea of just what Ascension is, all agree that the 
other groups must nor have their way. For the first time in centuries, 
it appears rhat the Counc il may have its wish. 

So what happens when a mage Ascends? Who knows? Some 
say she joins the Oracles in their Umbra! paradises (or, in the case 
of many Technomancers, Aucocrhon ia's fab led Halls of the Ma­
chine). Others speak of passage to the Afterl ives, ascension into 
Heaven or withdrawal from a ll earthly needs. In the modern age, 
however, all roo many mages dism iss personal Ascension as a pipe 
dream. And that may be the saddest belief of all. 
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Those who are awake all live in the same world. 
Those who are asleep live in their own worlds 
- Heraclitus 

Clarissa's S eeking 
A childlike voice echoed in Clarissa's mind as she 

peered into the night, curious about this trial of which 
her mentor had told her nothing. 

"For each of tts, greater power comes only when 
we truly know ourselves. This is your test, Clarissa, co 
know yourself and your limitations. To save yourself. 
It beg~ns." 

S••ddenly, Clarissa found herself looking ac a 
child of six. It's me, she thought wildly. That child is me! The younger 
Clarissa impudendy stuck our her tongue and ran into bright moonlight. 
The older Clarissa followed. Suddenly she was assaulted by a rank odor 
-she was standing in a heap of garbage behind a scrubby bush alongside 
a highway. Then she saw the little girl on the other side of the bush, 
pulling up her underpants. 

"I'm done, I'm done!" she yelled. She emerged from the b••shes 
and ran toward a car. 

Clarissa clambered out of the garbage and got another shock. 
Oh shit. Oh shit! I'm not me, I'm a man, some kind of 

homeless person. That stink ... it's me! Clarissa nearly puked. She 
ran her filthy hands over her body. lc wa.~ oldish, maybe fifcy, with 
clo•~dy vision, rotten ceech and rheumatism. 

Then the little girl screamed. Clarissa saw char she cowered before 
a tall man with bulging muscles and an icy gleam in his e)'e. Drool fell 
from che corners of his mouth as he grabbed for the child and missed. 

Clarissa clumsily stumbled over to chem, shouting, desperate to 
gain the man's attention, knowing she had co keep him away from the 
child. She met che man's eyes. "You son of a bitch. If 1 were really 
myself, 1' d make you scream like a lobster over a slow fire." 

He shook his head. "Whatever yo1t say." Forger ring the child, he 
chrew Clarissa onto the hard cement, then grabbed her arm, twisting it 
behind her back. Clarissa heard a cracking noise as he tore her elbow our 
of its socket. From far away, a car door slammed, and, turning her 
head, she saw that the little girl had climbed into a gold Dttster, which 
was now spinning out onto the highway. 

The man looked ac her glumly. "I don't believe it. Thanks co yott, 
my fun for che evening just got away." He sighed, and with a ferocimts 
kick, busted one of Clarissa's kneecaps . As she screamed, he drew a 
clawed hand across her face, raking out an eye. 

The pain was beyond her comprehension, so harsh she couldn't 
even scream. It doesn't matter, thought Clarissa. It doesn't! I 
managed to fight him off and save the little girl. That's all that 
matters. Her eyes closed as the darkness fell around her, and she knew 
chat in sacrificing herself, she had completed her quest. 

Chapter Three: Mage Society 



Mage society is a tapestry ofitsown, woven of mystery, rivalry 
and myth. It flows from the mage's Path, and from the divergence 
of those many Paths into a criss-cross of outer warfare and inner 
peace. From its patterns come rhe shock waves which shape 
reality; even rhe un-Awakened have felt the scones of the mages' 
Path beneath their feet. 

To understand modem mage society, you must starr with the 
foundations of the past. From those roors grew the four factions of 
the current Ascension War, the outsiders who stand in their 
shade, and the strongholds from which they conduct their grim 

- campaignb. - The Ascension War 
Look outside your window. Do you sec the war which rages 

every minute of every day? Can you hear the cries from the front 
line as ir shifts back and forth across infinity? Of course nor­
mages are more subtle than that. You may glimpse the casualties 
- Mrs. Kim, who spontaneously combusted in her aparrment, 
that businessman who turned a corner one day and apparently 
vanished from existence. For the most pan, the mystick warriors 
usc magick to veil their conflicts. It is also true that clashes are as 
ofLcn philosophical as they arc physical. 

Mages call this invisible, universal conflict the Ascension 
War. At stake is the fare of humanity, our Earth and all of reality. 
The winners of this war will do more than merely rewrite hisrory 
-they will draft the future. lr shall be their right ro decide how 
(or even if) Man and the universe Ascends. Unlike a mundane 
war, the Ascension War pits four factions against one another. All 
climb the same mountain called Ascension, racing to plant their 
fhgs atop the myth-shrouded peak. Each faction has chosen co 
scale a separate face; the differing terrains and vistas reflecL the 
nature of the climbers. 

Occasionally, rwo factions srrike an uneasy alliance. Rather 
than aid one another, allies usually srrive to throw down a third. Yet 
for the most part, no quarter is asked and none given. Most mages 
feel that Ascension is near. Should any faction falter at this crucial 
point, it could mean dropping from the race permanently .... 

The ~eckoning 
Crear ion is an ongoing process. and you're either on the bus or 

left behind. Some Awakened speculate that a Great Reckoning­
a massive change- is upon the world, and they're choosing upsides. 
The Ascension War, which began as a sorr of turf banle, has 
accelerated ro the brink of madness. It may have even brought this 
Reckoning co a head.lnrrospecrive types feel that destiny has set irs 
forces up wdecide the Reckoning. The mages who believe in it don't 
know whether they are agenrs of free will or pawns of destiny. 

A t1istory of the Awakened 
I will not forget chese swnes chat are set 
In a round, on Salsbury Pwins 
Tho' who brot4ghr 'em there, 'tis hard w declare 
The Romans, or Merlin, or Danes 
-Walter Pope, The Salsbury Ballad 

The Beginnings 
All magick draws from rwo philosophies: one 

stares that the power ro alter reality flows from the 
enlightened Self, while the ocher claims that such power comes 
through communion with mystick entities (or other external 
forces). Eicher method allows the mage to manipulate reality by 
force of will. From these roots, all ocher refinements of magick 
evolved. 

Mages have always been rare; the shard of Awakened Prime 
that allows True Magick is rhe birthright of a precious few. 
Although world-wide Awakening is theoretically possible, few 
modern mages believe there was ever a rime when anyone who 
wished ro bend reality could simply do so. Through their insights 
and powers, the workers of magick have guided the course of 
humanity from the beginning-not through clumsy puppeteeri ng, 
but by simply being aware. Through the examples they present and 
rhe events they set in motion, mages remain a potent, though 
subtle, force in human development. 

When humanity advanced beyond the simple urges of sur· 
viva! and procreation, they longed for some return to the ineffable 
harmonious state the Pure Ones knew. This urge conrinues in the 
form of faith and Awakening, in the need and vision of some 
higher state: the vision of Ascension. 

Mage: The Ascension 

The earliest mages went by many names; the Verbena refer to 
the Wyck, who wandered the Earrh bringing change. ThcAkashic 
Brotherhood claims that their Tradition sprang from a single 
village where all humanity was one, while their Euthanaros rivals 
find the origin of their magick tn the first comprehensions of 
mortality. Whatever their origms, the first magi are said to have 
performed great deeds and I ived for centuries. Paradox, as we know 
it, may have existed even then, bur the membrane between what 
was and was not possible must have been a tenuous thing. 

From the beginning, the mysticks (who worked magick and 
called it such) opposed the philosopher-scientists (who believed 
all phenomena derived from a set pattern of elements and equa­
tions). For millennia, the differences between the two were slight. 
Although many magick-workers banded together into like-minded 
fellowships, no formal Traditions or Conventions existed. Most 
magi simply existed on the fringes of mortal society, expanding 
their power and wisdom and using it for whatever purpose they 
desi red. Some embraced the greater good, and others followed the 
inner urge of outer darkness. Some went mad while a few simply 
went off ro find their own way. The boundaries of reality were fluid 
in those days, now called the Low Mythic Ages (from prehistoric 
times until about three thousand years ago). 

As humanity expanded and evolved (with and without the 
influence of magickand science), the free flow of possibility whirled 
into separate currents and serried or stagnated. Territorial wars were 
fought for agriculture, commerce or paradigms; one god's worship· 
pcrs battled another's; new philosophies and governments srrove ro 
replace each other. Tribes, then cities, chen nation-states contested 
for the right to control local beliefs (and thus, reality}, though few 
at the time realized what they were doing. The long-term winners 
established rhe "set" of reality in that particular area, deciding by 



Most of this battling was unintentional. Over time, however, wise 
magi realized that paradigms that conformed to their own beliefs 
and preferences favored them in many ways. These magi sought to 
establish areas of influence and hold them against all comers. The 
High Mythic Ages had begun. 

It was during this time that boundaries arose berween True 
Magick, which involved the reshaping of reality at will, and static 
magic, which operated only within narrow confines. As the bound­
aries of reality narrowed and solidified, some mages noticed that the 
powers of legend were no longer theirs to command. Eternal life, -
levitation of mountains or castles, huge storms, otherworldly allies -
summoned on command- all remained possible, but became more 
and more difficult to accomplish as time went on. Some of these 
mages grew frustrated and indulged in greater excesses to drive their 
magicks; others delved to the roots of observable creation to find 
tools that worked, and worked often. Different schools of magick 
evolved, from backwoods witchcraft to high Hermetic Arr. Al­
chemy, high philosophy, miracle working, spirit communion, 
physical sciences, artifice construction, worship and faith, refine­
ment of the Self and consciousness alteration all were born. The 
early fellowships solidified into hundreds of guilds, brotherhoods, 
religions, cults and covens. Many of these groups coexisted in peace, 
but others warred with each other, either openly or covertly. 

The constant strife bred plagues, famines, persecutions and 
perpetual warfare. The mortal Sleepers, who had neither the talent 
nor the enlightenment of the True Magi, were caught between 
factions of science and sorcery. The unenlightened did not need the 
help of the battling wizards to fight amongst themselves (mankind 
has always excelled in war), bur the vicious battles fought by the 
mages colored whole areas of the Tapestry. From evil intentions, 
greater evil and misery sprang. Thesinsof the few poisoned the well 
for the many. Paradox, the backlash of wounded reality, drew a 
noose around fluid magick, and the mortal Sleepers grew disen­
chanted with those who worked magick. 

The Ascension War 
The true war for reality began in 1325, when a confederation of 

philosopher-scientists, then called the Order of Reason, joined 
together with the tenet that a single unified truth was safer than a 
thousand possibilities. Sharing a common vision and purpose, the 
Order declared war on" ... Sorcerers, Nightgaunrs, Faeries, Boggies, 
Wytches, Di veils, Changelings, W erebeasts, and all divers Creatures 
of the Night." By promotion of science over mysticism, the Order of 
Reason sought to break rhe supernatural hold over mortal humanity. 

Their methods ranged from the subtle to the barbaric. While 
solitary philosophers sought to divine common patterns among 
the spheres of influence (also called the Prime Elements or Key­
stones), the foot soldiers of the Cabal of Pure Thought stomped 
through Europe, joining mortal witch-hunters and Inquisitors and 
aiding the hunters with their "God-given" magicks. In the Far 
East, emperors and shogun sponsored the high philosophers and 
artificers who granted them power over their foes and subjects. 
University instructors and religious leaders preached humanity's 
ascendancy over nature while attacking their mystick rivals. 
Powerful magicks strengthened the Gauntlet berween the worlds 
of spirit and matter. All the while, Void Seekers plotted their 
course to the far lands of Africa and the fabled lands across the sea, 
shaping them to rhe Order's will and destroying the "random 
elements" that already existed there. The Pogrom had begun. 

Chapter Three: Mage Society 
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The Order's progress was slow but implacable. Although 
Paradox struck down early technological advances (flying ma­
chines, cannons, mechanical soldiers), persistence, ferocious will 
and subtle paradigm shifting through reeducation eventually paid 
off. Scientists and philosophers spread the new gospel among the 
educated few, while the Order's more militant followers drove 
away or killed the mysticks. Although the concepts of hard science 
took hold slowly, the solid will of the united Order began a 
shrinking of possibility that reverberated across the entire world, 
a deadening process that continues ro this day. 

The mysticks looked for a scapegoat. At first, they lashed out 
at each other or the unfortunate S leepers around them. But as the 
tide of realiry shifted away from them, warfare and plague swept 
across the settled world. Even native mysticks in far-off Africa and 
America fe lt the reverberations. A huge storm was building. Finally, 
over a century after the founding of the O rder, three mages of rival 
houses-a Hermetic wizard, a Christian mage and a descendant of 
the primordial Wyck -decided that the infighting must end. With 
help from other like-minded sorcerers, they traveled the Earth, 
gathering a convocation of myscicks together for mutual protection 
and a common purpose. This Grand Convocation took nine years of 
debate and diplomacy to form. Finally, during Summer Solstice, 
1466, the Council ofNLne Mysrick Traditions was established. 

Rallying around "Ascension" and the restoration of wonder, che 
Traditions brought their own mystick might to bear. Unforwnately, 
even from the beginning the Council was rocked by setbacks. One 
Tradition disbanded, another vLrtually walked our, and internal 
dissension raged. While many Traditionalists held to che Counc il's 
ideals, che Council lacked che O rder of Reason's unity and soon fell 
before them. The Mythic Ages came co a brutal end. 

-- . \'' 

The Age or R-eason 
Without a strong rival to oppose them, the Order of Reason 

brought their own version of Ascension ro the world. Their vast 
hubris led them to subjugate all cultures they came across. While 
many good works were done in che name of science and techno I· 
ogy, the Inner Circle of the O rder soon became greedy, plundering 
the riches and resources of faraway lands, capwring and burning 
a ll "devil worshippers" and "heretics." Dynamism rook hold, but it 
was Dynamism gone haywire. Although great deeds were per· 
formed, entire civilizations were also ravaged. The Tapestry shook 
as new paradigms and innovations clashed with beliefs that had 
been established for centuries. 

As the Industrial Revolution cook off, the ever-present 
Nephandi latched onto the greed of the Technomancers, leading 
the visionaries to greater and greater evils. The Marauders, who 
had a lways lived along the fringes, exploded; once rare, they 
increased in number and power, seemingly oblivious to the ever· 
tightening grip of Paradox. The Traditions cominued to squabble 
or else hid themselves away. African and Native American mages 
brought grievances against their European brethren in Council, 
but were rebuffed. Many among them quit the Council altogether 
and returned to defend their homelands. The Order of Reason, 
reorganizing under the name of the Technocratic Union, or the 
Technocracy, took full advantage of the erupting chaos. 

The mystic backlash of the 1800s and the addition of two new 
and unpredictable Technomancer groups (the Sons of Ether and 
Difference Engineers) gave the Tradition mages an extra edge. 
Subtle wizards, meanwhile, reminded a future-shocked world of 
their wondrous past. Primitivism, occultism, radical art, religious 



- revival and ethnic resurgence captured imaginations across the 
civilized world, undermining the Technocratic paradigm. Social 
unrest and the evolution of new political theories also aided the 
mysticks' cause. When the Sons of Ether defected from the Order 
of Reason, the long-vacant ninth seat was filled and the Council's 
fortunes took a turn for the better. Soon after, however, the Ahl­
i-Barin left the Council, disgusted with the Traditions' seeming 
indifference to the invasion of their homelands. Once again, the 
Council members numbered only eight. 

The Technocracy, reputedly under the direction of Queen 
Victoria, gave itself a face-l ift. The Seekers of the Void left Earth 
to shore up the Horizon between the Near and Deep Umbrae. The 
last vestiges of Cod-faith were purged from the new Machine, and 
the race for new and better devices - flying machines, automo­
bi les, tanks, machine guns, poison gas- was on. 

Wars 
The First World War slapped the Technocrats across the face 

- hard. Irs horrors shattered the ideals of the once-benevolent 
Order, and a schism erupted. Nephandi fed on the sudden hopeless­
ness of the post-war generation, casting their influence across men 
and women of power. In the vacuum, the Traditions were able to 
secure a foothold, spreading their own influence through fiction 
and art. The Second World War tore through both groups, pining 
mages against one another along national lines. 

The Technocratic Inner Circle voted at first to support the 
Axis powers in the name of a worldwide Un ion. Nearly ha lf of the 
assembled Symposium walked out in disgust. Even the most loyal 
Technomancers began to work against Hitler's plans when the 
depths of his madness became wholly apparent. Purges and ven­
dettas raged within the Technocratic halls as war machines unlike 
anything previously imagined rolled off hideously effective assem­
bly lines. The Council, crippled by constant infighting and the 
defection of the Ahl-i-Batin, divided as well. Many Hermetics, 
Sons of Ether and Verbena threw in with rhe Axis, and Japanese 
Akashic mages battled their Chinese Brothers. Tradition and 
Convention alike splintered to fight each other. The Akashic 
Brotherhood and Iteration X were hit hardest by this shock wave, 
and the Virtual Adepts openly defied their Inner C ircle superiors 
to support the Allies. Numerous Marauders Awakened (or went 
Wyld) during the war, adding their own chaos to the mix. The 
Nephandi, meanwhile, bathed in the horrors that were born from 
the war. 

Rumors claim that as the body counts grew, the Inner Circle 
suffered its own internal battle. Those Technomancers who sup­
ported the cause of the Allies won, and they formed a brief alliance 
with Tradition mages to expel the most powerful Nephandi co the 
outer darkness. Like rhe wartime Sleeper alliance, this joint 
venture fell apart as soon as the war ended. Word of the 
Technomancer revolt was hushed up, and the Pogrom resumed. 
The Virtual Adepts, decimated by the T echnocratic takeover of 
their homelands, defected to fill the Ahl-i-Batin's seat. From the 
chaos of the war and irs aftermath, a ll sides suffered. The death of 
Virtual Adept Alan Turing tore a hole from the materia l world 
into the virtual reality called the Net, creating a new front for the 
ongoing War, and the shadows of mass media, pollution, weaponry 
and nuclear power stacked the deck in the T echnocracy's favor­
for now. 



--

The post-war reorganization left all four major factions with 
strong gains over the previous century. The Council stands nine 
strong for the first time in centuries. Many Sleepers have grown 
wary of science and seek o ther answers- answers the Traditions 
can supply. The magicks of the Technocracy have become a 
paradigm that stretches worldwide, and the Technocrats now 
command a huge pool of S leepers. The Nephandi have a strong 

link to late-century disil lusionment and corruption, and rhe 
Marauders have grown to numbers never known before. As the 
millennium approaches, the four factions gather their forces and 
take stock of their resources. Each has its own specific goal: 
Ascension for the Traditions, global security for the Technocracy, 
unbridled change for the Marauders and fi nal destruction for the 
Nephandi. All mages have a vision. The coming years may decide 
who- if anyone- wins. 

Factions: Who's Who 
Who goes there? 
- traditional hail of the sentinel 

There is strength in numbers, and very few 
True Mages exist. A lthough some mysticks refuse 
to choose sides in (or acknowledge) the War, the 
majority of today's Awakened find themselves 
affi liated - willingly or otherwise- with one of 
the four great factions. Their "turf'' is just too large 
to ignore. Those few regions left outside the "mod· 
ern world" sit on the fringe of the battle (for now), 

but since reality belongs to whomever holds the largest paradigm, 
neutral ground is hard to come by. The Ascension War may be a 
fo rm of magickal imperialism, but it's not going to end anytime 
soon. The stakes are too high. 

These four de.scriptions are generalizations only; mysticks are 
individuals, not labels. All societies have their common ground, 
however, and it is always good policy to know where you stand 
among peers- or enemies. 

The Council or Nine 
My stick Trltditions 

The Company of the Ring shall be Nine; and the nine walkers shall 
be set against the Nine Riders that are evil. 

- J.R.R. Tolkien, The Fellowship of the Ring 

Innumerable arcane traditions both magical and magickal 
have long considered "nine" to be a particularly potent number. 
In Hermetic numerology, "nine" represents the Mage bearing the 
Lamp of Enlightenment throughout Reality. Nine is also the peak 
of power and experience in a nine-phase cycle, and represents the 
perfection of mind and spiri t. 

The Council of Nine attempts to harness this destiny. 
Throughout its history, however, it has failed to fill all nine seats 
for any length of rime. Eight - a number which signifies the 
mundane world and all its rrappings- has long been its fate. 

But now some small hope appears. After many years, the 
Council of Nine has recently reached full strength once again. 
Though oumumbered, Tradition mages anticipate that their nine· 
for-one and one-for-nine unity will provide a numerological edge. 
They have two other arguable advantages: their magick is more 
versatile, and their ideals of individual freedom within a societal 
context appeal to more Sleepers than the creeds of other factions. 

In a black-and-white world, these mysticks would be consid· 
ered champions of good. Unfortunately, reality is in truth a 
mottled gray. The Council has its share of flaws, and each 
Tradition its misguided members. 

Mage: The Ascension 

Assemblin~ the Council 
Walk awhile, walk awhile 
Walk awhile with me 
The more we walk together, love 
The betcer we'll agree 
- Fa irport Convention, "Walk Awhile" 
The forerunners of the nine Traditions were mysticks who 

valued wisdom and faith, and benefited most from the fluid reali ty 
of the Low Mythic Age. Two such groups, the Order of Hermes and 
the Celestial Chorus, even helped develop Europe's High Mythic 
Age. All mysticks - whether Bacchanalian, witch or adherents of 
other beliefs- thrived in this atmosphere of faith and superstition. 

One winter day in 1210, the Hermetic Chantry Mistridge in 
southern France roppled before peasants armed with cannons and 
techniques of anti·magick. Similar coups occurred all over Europe 
and the Far East. Soon after, the newly-formed inquisition began 
to persecute mysticks and hapless Sleepers. Mage blamed mage, 
and they began to fight among themselves. 

Faced with the very real threat of extermination, three magi 
met to discuss opposition to the Order of Reason: Baldric of the 
Order of Hermes, Nightshade of the Verbena and Valoran of the 
Celestial Chorus. They agreed to go forth and gather all sympa· 
thetic mages before returning to Mistridge for a key Tribunal. This 
Grand Convocation began in 1457. Among the principal mages 
were Ali-beh·shaar of the Ahl· i·Batin, Star-of-Eagles and N iaoba 
of the Dreamspeakers, Chalech the Euthanatos, Sh'Zar the Cultist 
of Ecstasy, Wu }in of the Akashic Brotherhood and Diplomate Luis 
of the Solificati. Many other mages were present as well. As a 
demonstration of their unity, each group donated one Node in order 
to create a common Chantry, Horizon (see the Appendix). 

For nine years they met. They argued ideology and direction, 
formalized magick into Spheres and mysticks into Traditions, and 
agreed upon ranksofknowledge, Protocol and other aspects of mage 
society. Then on Summer Solstice 1466, they announced the 
formation of the Council of Nine. Suddenly, the future seemed less 
grim. The Order of Hermes played up the numerological import of 
nine, and that number became a lasting symbol of hope. 

The Council's first joint action was to appoint the First 
Cabal, a group of nine Adepts whose task it was to rraverse rhe 
earth and gather support among Sleeper and Awakened alike, 
spreading goodwill and opposing the OrderofReason, the Nephandi 
and other enemies. The venture was a terrible failure. Heylel 
T eomim theSolificatowascorrupted, and in 1470, he betrayed his 
companions to the Cabal of Pure Thought (Inquisitor predeces· 
sors of the New World Order). Three mages died in combat, and 
four were captured. A troupe of Tradition mages eventually 



rescued the prisoners and hunted down the tra itor. Heylel was 
sentenced to G ilgul and death. Unfortunately, the damage was 
already done. The betrayer's Tradition, the Solificati, d isbanded 
after the scandal. The portentous N ine had fa iled. Losing confi­
dence, the Council became fragmented, irs uni ty hamstrung by 
rhe bitter riva lries between the Akashics and Euthanatos, Ver­
bena and Celestial C horus, and the various Hermcdc Houses in 
general. Many Dreamspeakers went home in disgust, and Horizon 
itself seemed hollow and useless. The next 400 years went poorly. 

In 1904, the Sons of Ether requested a seat on the Council. 
In the ir desire ro fill the ninth seat , the Traditions put aside any 
reservations concerning these mages' previous Technocratic sta­
tus. The Sons took the Seat ofM atter, previously occupied by their 
Solificati predecessors. The Council's sense of completion was 
on ly temporary, as the Ahl-i-Batin withdrew in 1934 to defend 
the ir homeland from o il-greedy T echnocrats. 

Then, in 1961, a second Convention defected to the Coun­
cil. The Virtual Adepts took the Seat of Correspondence, still 
warm from the Bacini representative. For the first time in centu­
ries, the Council of Nine had (and still has) the long-sought mystic 
number of nine members. The synergy is so unlike anything felt 
previously, even during the Grand Convocation, chat none fore­
see a parting of ways. O nly good can come of it. 

But now the Hollow O nes have appeared, unaccounted for. 
Clearly, Tradition mages do not want them to jo in the T echnoc­
racy; yet those who heed the Prophecy of Nine fear chat their 
joining the Council would ruin all for which it has striven. For their 
part, the Hollow O nes thumb their noses at the Council, claiming 
they do nor care for a seat. Yet they hang around like strays at the 
edge of a pack. For now, rhe Hollow O nes remain loners. 

Is ten the real number the Council has long awaited ? In 
numerology, ten equals one ( l 0= 1 +0= I) - uni ty, activation and 
a new beginning faced with innocent courage. 

The Modern Tri:\ditions 
Akc.shic Brotherhood 

While most T radirions tread the path of Ascension, Akashic 
Brothers positively flow along its course. They pursue the path of 
least resistance, not because chat Way is any easier, but because it's 
more natura l. Akashic Brothers believe that one must understand 
one's Self before one can understand All. Only by pe rfecting body 
and mind, and by creating harmony between them, can one 
understand one's place in the Cosmic All. This end is true 
enlightenment- and Ascension. 

In sanctifying a temple of the Self, the Brotherhood meld 
seclusion with mental and physical exercise. Together, chis amal­
gam of martial arts and meditation is known as Do, or "The Way" 
of life. Renowned for their deep introspection, the Akashic 
Brotherhood appropriate ly occupies the Council Seat of Mind. 

Celestic.l Chorus 
High upon the Seat of Prime, the Primus of the Celestial 

Chorus observes his spiritual domain. He sees that humanity has 
forsaken faith in favor of re liance upon cold and impersonal 
technology. This is a sad fa ll from the Middle Ages, when the 
Christian Church dominated Europe and spiritua lity pervaded all 
the world. Yet all is not lost. As the darkness of the world deepens, 
strays return to d1e fold. If the Celestial Chorus can outlast the 
night, morning will bring this Tradition great influence. 

Cult or Ecstasy 
From the cults of Bacchus to Woodstock, there have a lways 

been those who believe that free action and self-expression can 
lead to somed1ing greater, whether this is he ightened awareness or 
revolution. The Cult of Ecstasy was formed by such people. In the 
realm of the ir experience, no stimuli can be ignored. They open 
the fl oodgates wall six passions: taste, touch, hearing, sight, smell 
and awareness. A Cul t ist can find deep meaning in a gourmet meal 
or home-brewed alcohol, dance or love-making, heavy metal or 
sonnets, Cubist art or psychedelic drugs. All passions are construc­
tive in their way. 

Cult ists rarely push the ir agenda; every Cultist (and like­
minded S leeper) is left to his own devices. At rhe same time, no 
one will take responsibility for his actions but himself. Paradoxi­
ca lly, this most uninhibited Tradi t ion is also one of the most 
disciplined. 

The Cul t of Ecstasy occupies the Sear of Time. 

Dreamspeakers 
From prehistoric times, Dreamspeakers have wandered the 

meandering paths of Ascension alone, meeting occasionally to 
compare journeys but more often communicating through spirit 
messengers. With the aid of d rum-beats and other rituals, these 
shamans enter the Dreamlands and converse wi th spiri ts; many 
even shapechange into the animal-forms of their guardian fa mil­
iars. Dreamspeakers are one of the two most primal ofTradit ions 
- those who seek insight and attunement with the Worlds. They 
work less from service than from respect and harmony. Neverthe­
less, they can be quite bruta l. Nature magick often requires 
self-mortification or symbolic death. 

Undisputed masters of animism, Dreamspeakers occupy the 
Seat of Spirit. 

Euthanatos 
The Euthanatos use Entropy to reduce and recycle. Without 

some breaking-down, they know, reality would become dense and 
unyielding- a static set-piece rather than a dynamic experiment. 
One means of ensuring this is to deliver the Good Death upon 
those who are ready to die - those who take life's gift too lightly, 
or have suffered but cannot heal. The spirits of those dead may 
then reinca rnate into more productive forms. Their seat , of 
course, is Entropy. 

Though many Euthanatos kill , few enjoy it. They mourn 
deeply for every loss of life , so as not to forget the gravity of their 
charge. Thus, they often seem dour and distant. Yet Euthanaros do 
not fear death, either; every apprentice visits the Other Side 
during ini tiation, and the Ever-Turning Wheel assures them that 
death is only temporary. 

Chapter Three: Mage Society 
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The O rder of Hermes traces its magic ka t Tradition to ancient 
Egypt and the near East. Once, their Houses included nearly a dozen 
different magickalsociecies, each practicing an elaborate ritual Art. 
Fare's fortunes, however, have since thrown them all together and 
cost them much of the power they once held. 

Proud and select, Hcnnctic mages are jealous of their secrets. 
They conceal their Arts in arcane tongues, numbers, rituals, com­
plex calculations and metaphors such as the Tarot. Their most 
elaborate schemes are reserved for the destruction of the Technoc­= racy, who brought their treasured Mythic Age to a premature end. 
Persistent and patient, these masters of Force magicks, occupying 
the Scar of Forces, are content to manipulate politics, finance and 
education- for now. But when the stars are right .... 

Sons or Ether 
The Sons of Ether arc a wacky and diverse lot. Equally 

comfortable with c igar and brandy or aviator goggles, lab coats and 
pan icle rays, they are one part Buck Rogers, another part Proper 
Victorian, and a third part Mad Scientist. As many Technocrats 
could confirm, this is a volatile mix. 

To understand the Sons of Ether (if that is indeed possible), 
one must grasp three basic tenets. First, they believe that True 
Science is Art, an expression of the human spirit. Every machine 
should reflect the unique inner vision of its creator. Inspiration is 
beauty, even if the final product appears quirky to others, and since 
this Science is personal, no theory can be proven "wrong." Second, 
the role of Science is to bring peace to the world (a Ia Captain 
Nemo) and Awaken humanity. Finally, the unseen, ever-present 
"Cifth essence," Ether, must become a prominent part of any theory, 
experiment or device- if for no other reason than it exists. 

After defecting from the Technocracy to the Traditions, the 
Sons of Ether accepted the long-vacant Sear of Marter. 

Verbenc. 
"Verbena" is the Latin name for vervain, an herb with 

manifold properties, both real and imagined. Through the ages, it 
has been held as a miracle plant. Romans used it w consecrate 
temples; herbalists included it in love potions; superstitious peas­
ants believed it warded against witches. Ingesting this herb causes 
nausea. Each of these aspects make "Verbena" an appropriate 
name for the Tradition that occupies the Seat of Life. 

Verbena are fate-weavers and rune-cutters, shapechangers 
and bewitchers, herbalists and midwives dedicated to learning the 
secrets of healing and life, pain and death. To them, Life is the 
most potent force in existence. The growing ash can crack moun· 
rains. The living cauldron, the womb, is a constant source of 
generation, unequaled since original Creation. Thus each body is 
a sacred shrine; the substance and power of body- blood, sap and 
other life-giving fluids- serve as sacraments. Life, therefore, is 
their specialty and their chosen scat in Council. 

Virtual Adepts 
Virtual Adepts invented "morphing," cyberpunk and inter­

active video, and perfected the computer as a means for people to 
reach beyond a hopeless world. Champions of the Fifth Amend· 
mcnt, these hackers liberate the most sensitive information and 
post it on public BBSs. Virtual Adepts, tt is said, were responsible 
for a practical joke which sidetracked the FBI coward an anony­
mous roleplaying publisher in Texas, instead of their own subversive 
front company. 

The Virtual Adepts d iscovered and refined the Digital Web 
(or NIH). This alternate reality, they believe, will become 
humanity's new home. Having heard about their explorations of 
the Net, the Council offered the Sear of Correspondence to the 
Virtual Adepts. These ex-Technocrats gladly accepted. 



----· Past (and Future?) Traditions 
• AhJ-i-Batin: The "lost" Ahl-i-Batin (singular Batini) trace 

their origin tO a union of two renegade off-shoots: Akashic refuges 
of the Himalayan Wars and Ecstatic dervishes fleeing persecution. 
They met in Afghanistan, merged and formed a most mysterious 

• The Solificati: The Solificati (singular Solificato), the self­
titled "Crowned Ones," no longer exist. Their Tradition faltered in 
the wake qf rhe Great Betrayal and collapsed under irs own infight· 

ing. Few were sorry to see them go. 

roagickal Tradition. 
From their beginnings, the Batini were always cunning, secre-

tive and adept at working within Sleepersociety.lndeed, Ahl-i-Bat in 
means "The Subtle Ones." They feared many enemies, and so 
maintained a distance from other mages. At chesame time, they were 
ever concerned with unifying various mystick fellowships into one, 
for Batini philosophy was concerned with how the One fits intO the 
Many. According to their Doctrine ofUnity, each view of Ascension 
is merely a separate facet of a single jewel. This helps explain why the 
Batini Tradition- itself consisting of many disparate groups­
worked so passionately to help form rhe Council of Nine. 

The Ahl-i-Batin are best remembered for three feats. It was 
they who created (or discovered) Mount Qaf, that wondrous Realm 
which focused their Web of Faith- a mandala-like pattern of 
Nodes - across North Africa, the Middle East and Central Asia. 
They influenced this vast region by means of a telepathic intercom­
munication network, which was instrumental fortheestablishment 
of the Council ofNine. Before leaving the Council, they occupied 
the Seat of Correspondence (now held by the Virtual Adepts). 

The Tradition has since vanished, and is generally believed w 
have disbanded or been destroyed after the Technocracy entered 
the Middle East to secure the oil fields. Mount Qafhas been lost for 
almost a century. However, odd rumors now drift across rhe Batini 
homelands, whispering of strange rowers and reclusiveshi' ir (sorcer­
ers) who appear and disappear with the desert storms. Perhaps the 
Batini merely hide and watch, waiting for their chance tO strike. 
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Unlike the Ahl-i-Batin, this Tradition had few allies outside the 
Hermetic Houses. Composed of magickal alchemists and artificers, 
these ancient Technomancers sided with the Council largely out of 
loyalty ro the Hermetics and distrust of the Craftmasons.lnfamous for 
their secrecy and haughtiness, the Solificati drew their membership 
almost exclusively from Europe's bluest blood and Arabia's brightest 
royalty. When they parted ways with the mysticks, many took their 
secrets to the Artificers and Hippocratic Circle (now called Iteration 
X and rhe Progenitors), o r departed for private practice. 

Rumor has it that the Solificati still survive as a Craft called the 
Children of Knowledge, in an Umbra! Citadel. The truth remains 

unknown. 
• H ollow Ones: This modem "street Tradition" has never been 

formally invited to join the Council. Indeed, many older mages look 
with horror on these Gothic Orphans and shoo them on their way. Yet 
many progressive Traditionsorcererssee these survivors as an asset the 
Council could dearly use. The time, however, has not yet come. 

More Goth than punk, Hollow Ones are not predators but a 
species perfectly adapted to survive and prosper in a desperate urban 
environment. Most seem to have little interest in Ascension; 
judging from the sad state of the present, they feel it's futile ro hope 
for the future. instead, they find beauty in the danse macabre. This 
dark sensibility draws them to the occult and urges them ro seek out 
other denizens of the hidden world. Despair and cynical humor 

shape the "hollow" in the Hollow Ones. 
Several envoys have gone to Horizon in recent years; all have 

been rebuffed. The winds of change blow strongly now, and the 
Hollow Ones long to belong, much as they deny ir. Someday, 
perhaps soon, the Council will take them up on their offer. 
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Should a Tribunal be called on to pass sentence on a mage, 
they may select one of several punishments. 

• Censure 
This mild punishment puts a mage on "parole" for an indefi­

ni te period. He must follow the T ribunal's restrictions on travel, 
association with people or use of magick. The Tribunal may 
require some service robe completed before the Censure is lifted. 

• Branding 
W ith th is punishment, the offender's Avatar is marked by 

Spirit magick. Each unique sigil marks him as an offender of a 
specific Protocol. T he brand can be de tected by simple Spirit 
magick or a mage's Awareness. Branding is often used in conjunc­
rion with another punishment, such as Ostracism. 
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• Ostracism 
Banishment can range from a month to life, during which 

t ime no other mage may associare with him. Those who do risk 
Censure or worse. 

• Death 
The death sentence is applied when a mage has committed 

serious crimes, like becrayal or lnfernalism (traffic with demons), 
rhough his Avatar is innocenr. Released from its mortal coil, the 
Avatar can reincarnate into a more honorable mage. This punish­
ment is common among the Emhanatos. 

• Gilgul 
Gilgul is reserved for mages so evil tha t even their Avatars 

have been corrupted, or, more ra rely, for hapless mortals born with 
the recycled Avatars ofNephandi. 

An assembly of Masters rip out and destroy rhe Avat::u . The 
mage is unh armed, but left a powerless husk; he wi ll never again 
work magick. T his is a horr ible fate, considered worse than death 
by some. Deeply d iminished, most mages lose the wi ll to live, yet 
lack the volit ion to end their existence. 

Certamen 
Certamcn is a means of solving disputes too minor for a 

Tribunal. Often, it is a matter of personal honor or simple rivalry. 
Rules and formali ty ensure char this magickal duel presents no risk 
to S leepers o r to the mages themselves. 

The duel begins when one mage challenges another. The 
challenged is under no obligation to accept, but risks losing honor 
(and with no risk of injury, he has li ttle reason to decl ine). S ince 
cemimen is highly vulgar, tbe duelists must meet at a special 
certamen c ircle (available at mosr Chantries) or tempt Paradox. 
A Cemimen Marshall presides to ensure the safecy and honor of 
both parties. 

The rules and forma li t ies are extremely elaborate. Simply 
put, each mage manifests one Sphere he commands ro form a 
magicka l Gladius (sword), and another, an Aegis (shield). They 
then place a ll of their personal Quintessence in a Low.s (magickal 
reservoir). The goal is for each mage to strike the opponent's 
Locus ((hus drain ing Quintessence) whi le protecting her own. 
O ne wins by emptying rhe opponent's Locus. The winner keeps 
the Q uintessence and can demand satisfaction, which usually 
has been determined beforehand. T he stakes can range from 
apology or payment to service or exile. 

A variety of other duels exist, from physical combat ro 
shapeshifting contests, riddle games, intellectual challenges 
and flat-om magickal brawls. No other opt ion, however, is 
readily accepted throughout the Council. 

R.anks and Titles 
Uneasy lies the hecul c.hat wears a crown 
- W ill iam Shakespeare, King Henry IV, Part 11 
The Trad itions have titles which rare a mage's relative 

enlightenment and affini ty with a chosen Sphere. Tides 
may be granted for exceptional deeds, feats of magick, age or 
even whim. A mage who cannot support a t itle, however, 
soon loses it. 



Sphere aptitude is the most common way of measuring t itles 
in the modern Traditions. A mystick new to magick is often 
considered an app-rentice, even if she receives no instruction at this 
time. When she demonstrates fair control over a Sphere, she may 
be elevated to Disciple. The title Adept comes with greater com­
mand; the coveted Master rank is only formally granted when she 
attains the highest common mastery of her Art. For game pur­
poses, these reflect Sphere ranks of one-two (apprentice), three 
(Disciple), four (Adept), and five (Master). An old mage might be 
Master of several Spheres. Note that such advancement recog­
nizes power over understanding. Some claim this hierarchy 
encourages hubris; a mage who races to master a Sphere most likely 
desires power over understanding. 

T hese terms were chosen back in 1466 to be generic titles of 
address. Only the Order of Hermes and Celestial Chorus are 
remotely happy with them. Other Traditions use their own terms; 
the Sons of Ether, for instance, use Student, Scientist, Professor, 
Doctor and Master Scientist. Several Traditions (Dreamspeakers, 
Verbena and Virtual Adepts, for example) bestow no such ranks 
or use more appropriate honorifics. 

The Oracles 
The powers, goals and even the existence of these godlike 

beings are subject ro dispute. Some claim that a mage-turned­
O racle Ascends to a higher plane of existence; others claim that 
O racles exist only in myths. Strange beings that rule Otherworldly 
realms claim to be Oracles, but could just as easily be powerful 
mages, gods, spirits or aliens. 

These nagging doubts aside, the consensus holds that Oracles 
do exist. Most mages who have Mastered a Sphere leave Earth to 
pursue a place among the Oracles. One must find them first (a task 
in itself), then gain acceptance by serving as Postulant for a 
probat ionary period. Rejected mages supposedly have their Ava­
tars marked. This assertion is difficult to prove, since no failures 
have been identified. Perhaps true enlightenmem, once glimpsed 
but known to be unattainable, is enough to sap the will from a 
rejected Postulant. Those who are accepted become Oracles. 
Rumors suggest that one Oracle must Ascend or die before another 
is a llowed into the ranks. 

It is commonly believed that O racles dwell in distant regions 
of Earth's Umbra. There are said to be but nine orders of Oracle, 
one for each Sphere. Marauders, Technomancers and Tradition 
mages presumably cast as ide their petty bickering at this level as 
they recognize the profound truth about Ascension. At least, this 
is what optimistic Utopians believe. 

O racles must be powerful beyond imagining. If they exist, 
they rarely appear in person and would probably not be recognized 
for what they are. Yet a common and recurr ing urban myth te lls of 
a mysterious stranger who appears leaning against a street lamp 
and offers a id to a desperate mage. He never identifies himself as 
an Oracle, but the help he provides is clearly beyond all known 
magick (time navel is a typical element). Caveat auditor. 



The Technocratic Onion 
If sex is the last subversi~1e act, technology is rhe only faith 

remaining after politics and religion have betrayed us. 
-Steve Erickson, "Sex 1999," Details Magavne 
The modern age belongs co the Technocracy, a looming 

menace of monolithic proportions. As architects of the modem 
paradigm, they have the most at stake when any other faction 
tampers with reality. Thus, they crack down hard on revolution­
aries and deviants. 

It was not a lways this way .. .. 

The Call to Order 
The striking thing about che 12th century is the attitudes of its 

scientists ... daring, original, inventive, skeptical of traditional aurlwri­
ties ... determined to discover purely rational e>-.1)/anations of nacural 
phenomena. 

- Richard Dales, Scientific Achievement 
Each Convention of the Technocracy traces its individual 

origin to a specific point in history. Though the Conventions 
themselves did not exist for millennia tO come, Iteration X claims 
to have been responsible for taming fire and creating rhe first stone 
tools between two mill ion and one million years ago. Early 
Progenitors introduced domestication ro the Masses around 6000 
B.C. W ith gift economies and trade (about 3000 B.C.) appeared 
forerunners of the Syndicate. From as early as 2500 B.C., Void 
Engineers were using astronomy and the wheel to seek our strange 
new places. The New World Order has been variably dared to rhe 
Imperial Legalists of 5th-century China, the Knights Templar, 
Inquisitors from around A.D. 1200 or the court of Queen Victoria 
(this is due ro the Convention's penchant for misinformation). 

Bur the history of the Technocracy as a whole really begins 
with the Convention of the White Tower, in March of 1325. 
Philosophe r-scientists of a ll types gathered at a tower seized from 
a dying mystick to discuss what they saw as a desperate situation. 
The decline of classical culture in Europe had been a powerful 
blow to the forces of enlightened reason. Lost were Greek science, 
Roman architecture and urban life. In Asia and the Middle East, 
philosophers played second fidd le to magicians and wizard-kings 
while the common people starved. The forces of reason had had 
enough. 

The Mythic Age was grear. .. for the Awakened. Humanity in 
general was helpless before the supernatural, and rhc dominant 
mysticks failed in their responsibility. Wizards quested after 
magickal arts while forgetting their oaths to the common man. 
Priests strove to comprehend a distant God but could nor hear 
their neighbors' cries. 

The philosopher-scientists agreed to champion the Masses. 
In working toward this goal, they establ ished the Order of Reason. 
The initial founders included Artificers, explorer-astronomers 
called Void Seekers, the doctors of the Hippocratic C ircle, Guild 
members, and lnquisirors from rhe Cabal of Pure Thought. ( lroni· 
cally, those responsible for organizing the Convocation, the 
Craftmasons, have a ll but disappeared from rhe record.) 
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Reason implemented a rlueefold agenda. First, rhey infilrrared the 
schools, courts, gu ildhalls, monasteries and throne rooms with 
philosophers and scribes who discredited the mysticks and the 
denizens of the hidden world. Meanwhile, powerful Artificers and 
Inquisitors declared war on those denizens, hunting down vam­
pires, faeries, ghosts, rogue mages and other threats and 
strengthening the Gauntlet. Finally, they gave humanity the 
abi lity to protect itself with the repeatable magick of science and 
universal talismans in rhe form of technology. 

Within a few hundred years, the Order made great gains, 
especially in Europe. The Guild acquired dominance over Euro­
pean trade, craft and banking, as exemplified by rhe Medici 
family's rising for rune during the 15th century. Once the Gutenberg 
priming press haq been introduced in 1438, the Cabal of Pure 
Thought quickly undermJned the Church by distributing ver­
nacular Bibles. The new abundance of books also gave the Masse 
instant know ledge in the guise of wisdom, know ledge which often 
suited the Order's needs. Artificers applied mathematics to per­
spective drawing, changing painting, sculpture and architecrure 
by emphasizing proportion and symmetry. Under the healing 
hands of die Hippocratic Circle, Renaissance medicine disproved 
spontaneous generation with the discovery of sperm cells in 
semen. Meanwhile, the Artificers presented the universe as a 
perfect and efficient machine (as in Kepler's Harmony of rhe 
World), and invented firearms, industrial machinery, new instru­
ments and tools. Finally, the Void Seekers inspired curiosity in 
such explorers as Vasco da Gama and Christopher Columbus. By 
any means rhey chose, they spread their version of order and 
reason across the globe. 

This early work helped the Masses. The Gaunrler ~ickened 
in the wake of common rationality (and potent technomagick). 
The lines between what was and was not possible narrowed. 
Supernatural beings retreated from earth or became more cautious 
in their dealings with mortals. Humanity emb(aced science and 
technology. These accompl ishmems, inane! of themselves, were 
good things, and the Order prospered. 

II 

During the mid-I BOOs, two new Conventions appeared. The 
Electrodyne Engineers were "mad scientists" w!_\0 favored cast-off 
theories and Utopian ideals. Difference Engineers devoted them­
selves to explor.ing.Babbag~ crude compu~ti nal device and, 
later, the telephone network of ~le ander ~r;iliam Bell. Both 
groups, though radical and rebellious, were still no inally parr of 
the Order of Reason. 

Around the turn of e 20th century, the Order of Reason 
modernized (under the supposed guidance of Queen Victoria), 
becomingtheTechnocra ic l)nion,orTechnocrac .All remaining 
religious elements wer!! jettisoned in favor of h reason, and the 
Conventions were rfame<l to keep with curren trends. The Cabal 
of Pure Thought beca~e the New World Order and refocused on 
North America and \Xhestern Europe. With ilie Artificers' creation 
of an AI compu er that gained sentience t the "X" iteration of a 
semience-expanding algorithm, they became Iteration X. The 
Hippocratic Circle intended to be the Progenitors of a new race of 
humans. The Guild became an international Syndicate. The Void 
Seekers broke the barriers ofEarth'S'orbit; as Void Engineers, they 
could impose order on everything,-beyond the Barrier. 

With a change in name, the Conventions' transformation 
from champions to oppressor of humanity was complete. Uncom­
fortable- with this, the.Eiectrodyne Engineers defected to the 
Council of Nine in 1904, becoming the Sons of Ether. The 
Difference Engineers, who followed in 1961, soon became the 
Virtual Adepts. 
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Most of the Technocracy's innovations during the 20th 
century were developed for questionable purposes- to oppress 
the Masses through a forced reliance on technology, to conceal 
the mystickal behind the deceptive truth of science, and to destroy 
opposition in the most efficient way possible. 

T he New World Order now uses mass media to spread propa­
ganda and information technology to monitor the Masses. Those 
who participate in the Human Genome Project unwittingly aid the 
Progenitors' evolutionary plans. The prosthetics, robotics and com­
puters of Iteration X are intended to all but replace humans. The 
Syndicate grows rich and powerful with capitalism, free trade, vice 
trade and controlled recessions. All the while, the Void Engineers 
defend the Earth from outside intrusion, mapping the mysteries 
from existence- or so they believe. 

A Review or the 
Conventions 

The Technocracy is made up of a close a ll iance of several 
Conventions (the name comes from the convention which founded 
the Union) . Each specializes in a single field of technomagickal 
science, and has advanced 25 to 50 years ahead of mundane 
capability. 

Conventions are further divided into Methodologies, sub­
groups with particular duties and methods. 

Iteration X 
I terar ion X believes that a merger of Life and Matter, machine 

and soul, is the next step in human evolution. Their BioMechanics 
develop various cybernetic limbs, organs and d igital implants to 
augment their agents. To reduce reality to a string of mathematical 
formulae which can be manipulated and replicared, statisticians 
constantly gather data and compute probability. Finally, Time­
Motion Managers control manufacturing and industry. They 
currently vie with Virtual Adepts over the control of computer 
technology. To make the most efficient use of energy , lterators have 
mastered the Sphere of Forces. This gives them a slight edge in the 
Digital Web and makes them deadly foes in person. 

Yet !terarors are rarely seen. They prefer to interact with 
other factions through automated servants. The HyperlntTech 
Mark V, or "HIT Mark," is the latest in a line of anthropomorphic 
auromatons. This particular Mark consists of organic flesh over a 
mechanical skeleron with a computer database that augments the 
encased human brain. HIT Marks appear human until they have 
identified their target- then all hell breaks loose. Ocher versions 
resemble canines, bulls, predatory cats and, in one freakish model, 
saber-toothed tigers. HIT Marks a re programmed ro seek out and 
destroy the Technocracy's enemies. This Convention is ruthlessly 
efficient. 

If lterarors had faith, they would place it in Autocthonia, an 
Umbra! "machine-realm" constructed within a Pattern Realm. Its 
orderly construction and rigid schedule epitomize the pattern and 
perfection which Iteration X plans to impose on Earth. Deep within 
its core, an artificial intelligence directs the Convention by remote 
control. This is supposedly the computer which achieved sentience 
at the Xth iteration of a sentience-expanding algorithm. Iteration 
X is unwilling to reveal the exact number of that sum- perhaps it 
thinks this would be like revealing a "true name." More likely, it 
does not want anyone to duplicate the results. 



The New World Order 
Asadministrativecoordinacorsof the Technocracy, the New 

World Order concerns itself with all aspects of technology. Their 
agents, however, have discovered their own ~pecial niche: inva~ive, 
information-based technology such as televiston, radio, VCRs, 
fi lm, security cameras, photography and most recently computer 
BBSs. Methods of manufacture they l e;~vc LO Iteration X; they 
want co use the medium as a message. 

The New World O rder is departmentalized into three Meth­
odologies. The Ivory Tower educates Technocrats, investigate> 
potential scientific theories, devises propaganda for the Masses, 
and approves of any innovation before it is introduced imo the 
current paradigm. The Watchers monitor and manipulate people 
through mass media , acting as envoys and spies to o ther groups. 
Their Operati ves arc known as Men in Bh1ck, dark-suited men 
(often mistaken for federa l agents) trained for investigation, 
intimidation, subversion and combat. Those forced inro their 
black Cadillacs rarely rewrn the same person. Other types of 
Men in Black reportedly exist; these specialize m assassination, 
mfiltrat ion and intelligence analysis. 

As experts in survei llance, interrogation and brainwash­
ing, the New World O rder understands Mind influence quite 
well. T his apt iwdc - along with the ir tendency to place 
humanity in a conccpwal Skinner Box, to be manipulated at 
will -has earned them the nickname "Big Brother." 

--
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Progenitors 
This Convention's goal ism perfect the human body through 

generic engineering. Essentially, they force evolution upon a path 
of "improvement" by condensing hundreds of thousands of years 
of random mutation into generations of careful breeding. 

Progenitors are primarily interested in Life procedures. Their 
FACADE Engineers create patchwork creatures on demand and 
clones of friend and enemy alike (the latter become almost 
undetectable spies); their results are immediate but rarely lasting. 
The Genegineers have greater forethought; they seek to unravel 
the mystery of genes so that successive generations of humanity 
will improve "naturally." Finally, the Pharmacopeisrs study the 
interaction between artificially induced chemicals and the bio· 
chemical make-up of a living body. 

As the ultimate advocates of Darwinist theory, Progenitors 
believe in survival of the finest, both within their Convention and 
in the natural world. They aggressively hunt enemies for kidnap· 
ping and replacement by identical clones. Invasion of the Body 
Snatchers and "Red Scare" films of the 1950s simulate the paranoia 
this Convention engenders. 

Though many Progenirors are careful with the power they 
wield, others perform wild "experiments" or even set themselves 
up to be overseers of Horizon plantations. Though considered 
dangerous by their fellow Conventions, the Progenitors are seen 
as valued allies- and insidious enemies- by their comrades. 

Mage: The Ascension 

The Syndicate 
The Syndicate handlles funds within the Technocracy. More 

significandy, they distribute technology and the misinformation 
of the New World Order among the Masses while capitalizing on 
the vices adopted by modem people to escape their drab existence. 
Their Financiers monitor the world's stock markers and advise 
multinational corporations, moving the world in the direction of 
becoming a cashless society that would be under their direct 
control. 

Many of this Conventions' dealings are a mystery even to 

their fellows. The activities of the Enforcers, who tap into orga· 
nized crime, the Media Control (the true "media elite"), and the 
so-called "Pawnbrokers," who deal in world trade, are well known, 
even among Sleepers. The Special Projects Division, however, is 
a mystery, and Disbursements remains a thorn in the side of every 
Technomancer who needs a research grant. By controll ing the 
money, this Convention makes even the Union dance to their 
tune- much to the other groups' dismay. 

Though they lack Iteration X's firepower and the NWO's 
finesse, Syndicate "Hollow Men" use blackmail, fmancial sabotage 
and violence directed through the crime cartels and gangs they 
command to make life difficult for the Convention's enemies. Such 
measures are rarely necessary, for mages with their financial clout ­
everyone has their price. Through money and material objects, this 
Convention pulls the heartstrings of popular culture: commercial 
art, mainstream literature and advertising. The New World Order 
may control the Masses' minds, bur the Syndicate saps their spirit. 
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and thus divided equally among humanity. This is a sort of lazy, • Void Engineers 

The diverse Methodologies of the Void Engineers dedicate 
themselves to the exploration - and exploitation - of all 
remaining frontiers. From the Deep Umbra to the depths of the 
sea, this adventurous Convention handles its rasks with a gusto 
that is rarely seen among Technocrats. 

Each Methodology goes by an abbreviation; the Pan·Dimen· 
sional Corps (PDC) split their turf between the Umbra-delving 
astronauts and the VR cybernauts. Both groups compete with the 
Sons of Ether and the Virtual Adepts in "Great Races" conducted 
with more sportsmanship than hatred. Showdowns between these 
groups are like affairs of honor; little blood is shed unless outside 
parties become involved. 

No such spirit infects the Boarder Corps Division (BCD), the 
paramilitary experts who defend the Horizon from "alien" inva­
sions. These space Marines sanitize Nodes as well, riding the Qui La 
Machinre and laying waste ro anyone they find on the wrong side 
of the Gauntlet. Their earthly counterparts, the Neutralization 
Specialist Corps (NSC), clean up "hauntings" and "alien touch· 
downs" with cold perfection. Research and Execution (R&E) 
control the fine points of Spirit·tech, manufacturing Devices and 
sending them through into the Otherworlds, and the Earth Frontier 
Division (EFD) maps out the last unexplored areas on Earth. 

Other Conventions see the Void Engineers as reckless and 
brash. Their hasty moon-landing evoked a (some say faerie· 
inspired) wonder of space; now many people wish they could leave 
Earth behind. Such a dispersal of humanity would complicate the 
Union's contro l, and will be delayed for as long as possible. Yet the 
dream has already grown coo large to be uprooted. While ocher 
Conventions consider the Void Engineers an anomaly chat re· 
quires monitoring, Tradition mages view rhem as the least evil 
among the Technocracy. 

Goc.ls c.nd Tc.ctics 
We ... do hereby resolve !hat Humanity will not be menaced lry 

madmen and beasts, !hat the World must be a place of Order and Reason . 
-Declaration of the Ivory Tower, 1325 
For the Technocracy, Ascension will be complete when they 

achieve two goals. First, they must have absolute control of reality. 
Only when the universe runs with clockwork precision can human· 
icy truly understand its place within it. Second, they should promote 
equali ty, to the lowest common denominator if need be. When a ll 
are equal in misery or comfort, when all are identical in appearance 
and ideology, only then can harmony be achieved. 

Technocrats want co guide the Masses coward something 
greater, whether humanity knows it or not- whether humanity 
wants it or nor. What Technocrats ignore is that their warped form 
of communism (like that of the Soviet Union) still requires elites 
co impose the supposed equality. To achieve its ends, the Tech­
nocracy attempts co indoctrinate the Masses to their vision of 
reality while eliminating anything which fails co conform. 

• Swaying the Masses 

The Technocracy first introduced science as a form of magick 
that was usable by the Masses. Tools and fire were talismans for the 
everyman. The emphasis on the material world was intended to 
protect humanity from hostile supema£Ural beings. 

These original ideals were lost upon the wayside. Science and 
technology have become ends in and of themselves. The T echnoc· 
racy now promotes materialism: possessions can be easily quantified 

default equality. Where the Masses once used technology to im· ~ 
prove their lives, they now rely upon machines rather than themselves. 

The Technocracy is not completely at fault for this sad 
addict ion. Humanity- a race existing mostly in the material 
world - easily forgets about the spiri t world, where only their 
souls reside. They simply require a convenient excuse. Ironically, 
it may have been the collective wi ll of rhe Masses that sidetracked 
the T echnocracy. 

Whether or not this is true, the Technocracy now dominates 
reality. They have become heady with power, and employ many -
means- such as mass media indoctrination and monitors- to -
ensure that the Masses continue tO accept their paradigm. Should 
this fail, they implement the next process. 

• Slaying the Monsters 
Those who oppose the current paradigm become subject to 

lhe Pogrom. This systematic repression and purge is aimed mostly 
at Tradition mages, since Marauders are rare on Earth and the 
Nephandl are supposedly banished, but also applies to any other 
supernatural creature encountered. In reality, certain "latitude" is 
permitted when c ircumstances warrant. Even the Inner C ircle 
recognizes when rigid dogma stands in the way of an effective 
solution. In general, however, the agents of the Technocratic 
Union stand firm: a safe reality is worth any price. 

t1ierarchy and Control 
And so, by this simple scientific expedient (utilivng Cl scientific 

process held dearly secret by rhe Ticktockman's office) the System was 
maimained. /t was the only expedient thing to do. It was , after all, 
patriotic. The schedules had to be met. After all, there was a war on! 

But, wasn't there always? 
- Harlan Ellison, "'Repent, Harlequin!' Said the 

Tickcockman" 
The Technocracy is a vase but shadowy entity. Most mages 

encounter only one of its many far-reaching tentacles. As far as 
anyone can rell, the hierarchy is as follows: 

The Inner Circle forms the capstone of a pyramidal hierarchy. 
No one has ever identified this group, so even Technocrats speculate 
about its membership. Presumably, it consists of one or more 
representatives from each Convention. This group dictates the wi ll 
of the Technocracy as a whole. Only they have the complete Time 
Table (rhe Technocracy's schedule for Ascension) before them, and 
only they can envision the final results of victory. 

These leaders communicate their desire by setting the agenda 
for Symposiums, monthly meetings where nothing less than the 
future of reality is decided. Here greater Technocrats - such as 
Progenitor Administrators and chc Comptrollers of Autocthonia 
- formulate the most efficient means of accomplishing their set 
agenda. Such unity helps strengthen the current paradigm. 

Rumor has it that another counci l takes irs cues from the 
Inner c ircle as well - a cabal chat decides policy for world leaders. 
T hough there has never been any proof of such a council's 
existence, conspiracy theorists and Tradition spies seem to be 
certain char one exists somewhere. 

After each Symposium, directives are sent out to che leaders 
of various Constructs. These Consrrucrs are responsible for-imnle-­

menting specific aspects of the agenda. They may be HhlllWl~m 
their place in the master plan, bur this is as it should 
only concern is co obey. 
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It is at this lowest level that the other factions most often 
encounter Technocrats. Since even the smallest intrusion can 
interfere with rhe Union's clockwork efficiency, rival mages may 
throw off the Time Table by their actions. The Inner Circle soon 
learns of this. Contingency plans deal with minor disrupt ions. 
Major disrupters often find themselves on the agenda for next 
month's Symposium. 

The Neph£\ndi 
We spoke their names 
At dark sun's hour 
The alter of blood 
The shcu:low of power 
Absolwe depravity . .. 
Under landscapes of the moon 
A tide of blood come soon 
We say we say we say 
Darkness and death 
- Liers in Wait, "Blood and Family" 
The term Nephandi describes a faction of beings - mage and 

mundane, human and otherwise- who pursue the corruption of 
the universe for its own sake. Some among the Fallen O nes were 
born to follow such a Path; orhers once reached higher, but fe ll 
from their lofty course. 

Those mysticks on the Path of Descent are a mysterious lot, 
supposedly exiled, but obviously not banished. Those few who have 
studied the Dark Ways with good intent (to glean their enemies' 
weaknesses, for instance) have themselves become corrupted be­
fore long. The most repurable source of lore remains the infamous 
Malleus Neffandorum. This 6th-century text describes the various 
ranks ofNephandi in elaborate (and thus misleading) detail. 

Atop the heap of corruption crouch the Nephandi Lords. 
Whether they are called demons, Wynn-spawn or Things That 
Should Nor Be, they are entit ies of pure and unfathomable evil. 
Below them, the once-human Nephandi mysticks draw from twO 

pools: Widderslainte are Dark Orphans, born with poisoned Ava­
tars and Awakened by the nightmares of their previous lives; 
barabbi are renunciates from some other faction who have Fallen 
during their Ascent. Below these Awakened officers, the ranks are 
filled by culrists,fomori (once-human agents granted supernatural 
powers bur marked by physical and mental deformities) and even 
more monstrous beings. 

The Fa llen O nes are not merely evil - they are corruption 
incarnate. Dark ta les speak of the Nephandic Rebirth, where a 
willworker steps into the Caul and has her Avatar turned inside 
our, warped or inverted. Such choice, it is said, is always deliber­
ate. Once Reborn, a mage becomes a living avatar of whatever 
forces the Fallen serve. Since all factions, even the Marauders, 
openly hate an obvious Nephandus, rhe Dark Ones cloak their 
act ions in temptation, masquerade and betrayal. 

Apparently, the Nephandi have but two agendas. First, they 
actively pervert and claim human souls (or Avatars). A mage's 
Avatar, being more potent than any S leeper's, is a great prize. 
Nephandi are skilled at offering what one desires most, whether it 
be material wealth, power or e terna l life. The cost is trifling, 
merely the soul. The Malleus Neffandorum explains that souls are 
all that sustain the Nephandi Lords during their exile in the Outer 
Darkness. 

Mage: The Ascension 

The Nephandis' second, related agenda is a quest to return 
their Dark Lords to Earth. Theoretically, such an accomplishment 
cou ld earn a servant unthinkable rewards. 

Whatever their motives, Nephandi provide a dark reflection 
of their rivals. Where o thers would Ascend, they Descend. While 
others set their sights on some view of Ascension, Nephandi gouge 
out their own eyes. The Fallen seem content to pull down the work 
of others rather than erect any structure of their own. They will be 
satisfied only when nothing remains. 

The Mar£\uders 
The freakiest show I know 
Is rhe show of my own 
Living my life in and out 
Of the Twil.ight Zone. 
- Red Hot Chili Peppers, "Nobody Weird Like Me" 
Change. Disorder. Individuali ty. Dynamic potential. These 

are the ideals of rhe Chaos Mages, though the mysticks themselves 
may never know it. T he polar opposite of Technomancers, these 
magickal psychopaths freely toss off consensual reality for their 
own dynamic version. 

Some say these bandits were once normal mages who fe ll inro 
bottomless Quiets or Orphans who snapped Awake too suddenly. 
Others hold that they have united with their Avatars at the expense 
of knowing humanity. Still others theorize that they are thralls of 
the force of change. Finally, some believe that Marauders are 
brilliant, hyperactive visionaries whose schemes rocket ahead of 
their physical achievements. No one knows for sure. 

The problem is one of communication. Most Marauders are 
so caught up in the ir own madness that they speak in gibberish or 
operate on some obtuse plane of thought. Even the more normal 
ones are immune to healing through psychiatry or Mind magick. 
The secret of their origin is buried deep in the subconscious, if 
remembered at all. 

From studying Marauder activity, o ther factions think they've 
grasped the Mad Ones' goals. Some megalomaniacs seem intent on 
acquiring as much power as possible, as if any one of them could 
single-handedly dominate reality. Most such Marauders care little 
for humanity, so for them Ascension must be a personal achieve­
ment or the overwhe I m ing wash of all possibi I i ties. Other Marauders 
seem intent on creating a new "age of wonders." These ''crusaders" 
constantly assault the barriers between worlds and lead a menagerie 
of supernatural beasts through any breach they create. 

Like the Nephandi, the Mad Ones supposedly reside in the 
Deep Umbra. Occasionally, they break through into the Horizon 
and lay siege to any Realm they encounter. Many, it is thought, 
somehow Awaken in the Umbra, but o thers burst our of the ir 
mortal guise on Earth. Such "newborns" often burn out in magickal 
pyrotechnics; the survivors seek the hidden places or rips in the 
Tapestry and go to ground. 

Because of their madness and their poor interpersonal skills, 
one might consider these mages cosmic clowns. This is nor at a ll 
the case; any outside Marauder capable of breaching the Barr ier 
wields potent magick indeed. These mysticks are so innately 
dynamic that they also warp reality by their very presence. Ran­
domness and accidents follow in the wake of lesser mages, while 
the arrival of a Master can tear the T apestry. Marauders seem 
immune to Paradox; any backlash which occurs targets innocents 
instead of the offender. 



Some Marauders seem more eccentric than insane. Others 
arc grotesquely maniacal. Regardless of their apparent sanity or 
decency, these dynamic sorcerers arc frighteningly amoral and 
uLtcrly dangerous. For this reason, they have been banned from 
Earth by the Technocracy. There in the Deep Umbra, the Mad 
M::~gcs lurk on the other side of the Gauntlet until a breach is 
created. Technocrats remain ever-vigilant for Marauder intru· 
sion. G uerrilla factions do break through from t ime to rime, but 
never seem co hang around for long. 

The Outsiders 
You're meddling with /X>tllers you can't possibly comprehend. 
-Marcus Brody, Indiana }ones and the Last Crusade 
With rhe influence of the four great factions, it's easy to get the 

impression that mage society dedicates itself entirely tO the Ascen· 
sion War. This is a common misconception. The search for 
enlightenment, does not always entai l stomping the hell out of 
anyone in the way. Those who follow such a course simply outnum· 
bcr those who don't - or seem to, at least. T hose who put up a fuss 
are always more obvious than those who keep to themselves. 

A number of smaller subcultures exist outside the mainstream 
of mage society. Some consist of magickal societies with better 
things to do than fight each orher. Others are composed of 
individuals who either serve the larger factions, battle them alone, 
or walk away from the whole business to pursue their own agendas. 
The following groups fit into all of the categories above. 

S olitaries 
Many mysticks are not team players. Solitary mages follow 

their own Paths. Though they may work with some larger group for 
a t ime, their destiny lies e lsewhere. 

• Errants 

Survivors from cabals or Chantries lost to war or great tragedy 
are often ca lied Errants. Most are hitter loners who seek vengeance 
or death. They're shunned as much for their grim, single-minded 
mission as for their hunted status. A rare few Errants- usually 
those whose comrades fell to excessive pride or power- wander 
from place to place, trying to save others from a similar fate. 

• Rogues 

This label applies to mages who either walk away from the group 
to which they once belonged or accept training from a faction they 
Iacer refuse to join. They walk the Path of the lone coyote, and are 
considered almost as risky by the established powers. 

Rogue mages do not benefit from the excuse of impassioned 
blindness as Errants do, but intentionally close their eyes to Ascen· 
sion politics. Where Errants fight to banish their own inner demons, 
these mysticks just want tO be left alone. Some work as mercenaries, 
siding with anyone who can march their price in money or Tass. 
Some run between the shadows, surviving as they can. A few simply 
go off into a corner and claim it as their own, or wander like 
enlightened vagabonds, helpingsome, attacking others. Such mages 
tend to live short, if interesting, lives. 

• Orphans 

Once, all mysticks came to their own awareness naturally. As 
time went on and the factions grew, one side or the other usually 
discovered budding will workers before they became too powerful­
or dangerous. In recent years, however, many Sleepers have sponta­
neously Awakened. Lacking a mentor's guidance or the framework of 
a magickal society, they've come to be called Orphans. 

If modern Orphans lean toward any Tradition, it is rhc 
Hollow Ones. Their casual philosophy of "live and let die" gives 
Orphans the freedom to follow their own Path. At the same time, 
their organization, however loose, provides a measure of protec­
tion from their hunters. 

• Hermits 

So-called hermits might be as social as any other person 
around. All the same, they usually want to be left our of the 
fighti ng, and avoid or destroy anyone who pushes them into a 
corner. Marauders often wander around or set up shop like a 
hermit mage, and other, more affi liated mysricks usually watch 
their step around a wizard they can'r recognize. 

Hermits may be trained by some other group or might be self­
Awakened. Either way, they like robe left to their own devices. 
The most ancient sorcerers may be hermit-types, dwelling m 
secluded corners or living quiet lives among the Sleepers. They 
often have powerful Arcane talents and evade all but the most 
dedicated searches. The legendary hermit on the mountain with 
eyes that reflect the world, the wonder-merchant who peddles 
wares then disappears, or the wise woman in the deep-woods 
cottage arc archetypal hermit mages. 

The "Crafts" 
A catch-all label for mystickal societies unaligned with the 

Council ofNine, the so-called Crafts (who almost never answer to 
that title) make Little distinction between the hedge wizard and 
the Awakened One. To them, labels are a waste of time. 

Crafts are pockets of mages united along a single cultural 
paradigm, such as Caribbean voodoo, European alchemy or Gothic­
Punk sorcery. More concerned with the practical application of 
magick than metaphysics, such mages will never be heard discussing 
Ascension o r the subjective nature of reali ty. Thus, their approach 
to magick is termed Craft (rather than Art) by outsiders. 

Each Craft specializes in a certain form of magick, ei therthrough 
choice or inherent ability. While less flexible than Tradition mages, 
they can be quite proficient in their respective concentrations. 

Infernal Sorcerers 
Diabolists and lnfernalists are mages or hedge wizards who 

promise their souls (and the souls of others) to some Infernal 
power in exchange for demonic instruction. Some Diabolists 
summon and bind a demon for just this purpose. Others are tricked 
or seduced by the serpent's tongue. 

At first, the would-be Diabolist is granted small demonic Invest· 
ments, powers portioned from demonic Essence. Few conditions arc 
attached; the rush of power is addiction enough. Once power has 
absolutely corrupted this pawn, he signs a soul-pact and learns the 
Infernal Craft (a form of static hedge magic) of Dark Sorcery. 

Many Diabolists form cults to acquire control over more 
souls, with which they barter for even greater power. While some 
support the Nephandi's nihilistic crusade, most specialize in their 
own brand of personal evil. 
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Hedge wizards are un-Awakened sorcerers whose static arts 
are limited by set parameters. (See Chapter Four for the distinc­
tion between static magic and dynamic magick). Some form 
societies, but most practice magic on their own. Many un-Awak­
ened who seek magic in books or other forms of study fall into this 
category. The most dedicated do acquire some power, but True 
Magick must be experienced, not mere ly learned. 

Most Western forms of hedge magic descend from the ars 
magica (art of magic) of the Middle Ages - a limited form of 
spellcraft taught to select Sleepers by the Order of Hermes - and 
the folk wisdom of the wise woman or hermit sage. Some hedge 
wizards form societies, while others work alone. Few know, or care, 
about the War. 

Custos 
"Alfred ... " 
"1 saw the signal, sir." 

"I've left Wayne Enterprises, en route to the Batcave." 
"Always ready, sir." 

-Batman and Alfred, Batman Forever 
Many mages acquire sidekicks, confidants and servants. 

Collectively, these companions are called custos and fall inro 
various categories. 

• Acolytes 
Mages call their un-Awakened servitors acolytes. They may 

be guards, advisors, ass istants, contacts or procurers of supplies. On 
a more abstract level, acolytes are a constant reminder to mages of 

who and what they work for. Many acolytes are unaware of the 
nature of their employer or friends, yet have some special qualiry 
that sets them apart from other Sleepers. This may be insatiable 
curiosiry, strong will, frustration with the status quo or a manifes­
tation of inner magick. 

• Censors 
Although nor mages themselves, consors display comparable 

abiliry. Very capable mortals (like witch-hunters and hedge magi­
cians) , vampires and other supernatural beings a ll fit this category. 
Though they may lack the abi lity or desire to learnT rue Magick, 
these companions are aware of many aspects of mystick society 
(such as the Ascension War). In any case, censors usually have 
their own unique powers. 

Most importantly, censors consider themselves companions, 
friends and partners. They may risk their lives for a mage, and 
expect similar loyalty in return. 

• Familiars 
Familiars are intelligent spirit beings who inhabit some physi­

cal body (usually animal, sometimes inanimate) in order to interact 
with the material world. A mage must specially prepare this 
material body- whether cat or golem -to act as a spirit-vessel. 
This rite creates a compact between mage and fa miliar. The bond 
intensifies through a symbiotic relationship between the two: the 
familiar feeds on a mage's Q uintessence, and in exchange, it grants 
its host access to strange bits of lore and helps protects him from 
Paradox. 

Like consors, these spirits-made-physical consider them­
selves a mage's equal, if not his superior (a familiar may refer to the 
mage as its familiar!). Should the mage break the compact at any 
time, his familiar will sure ly abandon him. 

Chan fries 
Chantry is the generic name for a mystica l 

dwelling where mages and their servitors can meet 
or reside, study, experiment and hide from en­
emies. This term comes from the Hermetic name 
for a "covenant," or fellowship house. Other Tra­
ditions refer to their strongholds as Monasteries, 
Sanctuaries, Pleasuredomes, Lodges, Marabouts, 
Laboratories, Covenhouses, Fortresses or hosts of 
other names. As these terms indicate, a C hantry 
may take many forms, depending on its origin and 

function; it could be a country manor, a temple jutting from some 
Andean peak, a penthouse apartment or a cavern-complex be­
neath the Australian desert. 

Some Chan tries are mundane refuges for mages too poor or 
unskilled to employ magick to improve them. T he most powerful 
draw Quintessence from private Nodes to create Horizon Realms 
(see Chapter One) where the main building can be relocated for 
greater securiry. A Chantry's spiritual structure often has one or 
more earthly aspects, physical reflections and access points. Since 
unclaimed Nodes are rare, however, most new Chan tries make do 
with mundane locations. 
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Chilntry Society 
The benefits of joining a Chantry are manifold. Members 

gain access to arcane libraries, laboratories and other resources, 
perhaps even Tass. Other mages provide information or aid more 
readily to fellow members than to strangers, and members have the 
right to vote on important issues. Should a mage win office, she 
gains influence proportionate to the prestige of her Chantry. Such 
bonds of fellowship ensure some protection from enemies and the 
right of arbitration from rivals. 

In return for these privileges, members are expected to 
perform duties- to act as envoys to other Chan tries, do mainte· 
nance or guard duty, tutor apprentices or collect Quintessence 
from dangerous locales. Chantry law can also be double-edged­
most covenants favor the Old Guard who established them over 
newcomers. 

Cabals 
Most Chantries are divided into smaller groups with specific 

roles or agendas. Whether they take the form of military units, 
political parties or clubs, such groups a re known as cabals. New 
Chantries may consist of only a single cabal, while large and 
established ones such as Doissetep can have close to a dozen. The 
most common range is two to five cabals per Chantry. 



Types or Chan fries 
• Ancestral Chantry 

These Chan tries are extremely old and closely associated with 
the origins of a given Tradition. One example is the Celestial 
Chorus' Celestial Temple of the Sun, rumored to be located 
beneath Vatican City (if so, its entrances are closely guarded). 
Ancestral Chantries are stagnant and conservative, but extremely 
powerful. Leaders of such places have tremendous influence over 
the Council of Nine and their respective Tradition. 

• War Chantry 

War Chantries are temporary affairs established w guard some 
front of the Ascension War. These places rarely last; most either 
complete an objective and move on, or are eventually destroyed. 
Members have little time for bureaucracy or intrigue. Typically, 
theY- are loyal ro one another and suspicious of strangers. 
~ 

• Exploration Chantry 
Some Traditions, such as the Dreamspeakers or Sons of 

Ether, are more interested in seeking questions than coming up 
with answers. Entire Chantries are devoted to experimentation 
and exploration. 

Such Chantries are usually remote and inaccessible. Some 
Dreamspeaker Lodges have been constructed at the edge ofWhat­
is-Known. In other far-off places, like the lunar Victoria Station, 
the occupants prefer to keep their affairs private. While Explora­
tion Chantries are often considered unproductive by outsiders 
(too much theory, not enough application), they cannot be 
accused of lacking research material. 

• College Chantry 
College Chan tries devote all of their resources to teaching the 

newly Awakened. In this magick-poor age, where every potential 
apprentice is fought over by many factions, Colleges capable of 
teaching dozens of mysticks have diminished. Few now are left. 
More common in the High Mythic Age, the newest Colleges were 
built during the 1800s. Those that remain enroll no more than 
three to eight pupils at a time. 

College Chantries are most popular among the Order of 
Hermes and Sons of Ether. Other Traditions prefer the Mentor­
apprentice system or learning by experience. 

• Squatter Chantry 

A Chantry that lacks a Node is known as a Squatter. Most 
often, these small Chantries are established by a cabal with few 
resources. On the other hand, a Chantry cut off from its Quintes­
sence supply by besieging enemies might also qualify. 

Lacking a Node, members of Squatter Chantries are (often 
rightly) suspected of Quintessence theft. In any case, they have 
little status. A mage without Quintessence is a viper without 
venom, as the Euthanatos say. 

• Abandoned Chantries 

As valuable as they are, Chantries are rarely abandoned. 
Those who come upon the ruins of a Chantry house should ask 
themselves, "What could have driven off a community of mages?" 
before moving in themselves. 

Technom()ncer Constructs 
The Technocracy refers to its Chantries as Constructs, its 

cabals as amalgams. While Chantries are created spontaneously by 
the choice of their founders (and new members are readily admit­
ted), Constructs are usually formed by the Conventions' leaders, 
and members are assigned to the post. Constructs tend to be run 
by small councils called Triumvirates. (See "T echnocracy T erms" 
sidebar). 

In form, Constructs usually resemble office buildings, laborato­
ries and factories set atop sanitized Nodes. The New World Order 
operates out of labyrinthine office buildings separated into depart­
ments. The warehouses and factories of Jreration X repair and build 
weapons, or house vast computers to store secret data. Progenitors 
favor laboratories where genetic mutants can be spliced in private 
and subterranean dungeons where they may imprison failed experi­
ments. Agents of the Syndicate meet in penthouses, villas or 
privately-owned skyscrapers. From their Exploration and Develop­
ment Stations, the Void Engineers launch probes into the Umbra 
and research the data and samples the equipment sends back. 

The Technocracy also has many multi-Convention Con­
structs. These have but two purposes: to uphold static reality, and 
to carry out the Pogrom. 

Nephandi L"'byrinths 
Three weeks after his abduction, half-mad Hergard Giger 

returned with horror stories of his imprisonment among the 
Nephandi. From his and similar reports, mages have learned 
something of the Dark Mages' sanctums, called Labyrinths. 

Labyrinths draw their power from Nodes of corruption and 
despair. The site of a toxic chemical spill; the smoldering remains 
of a barn where a cultist incinerated his followers; the dark, so Lied 
basement where that little girl was concealed by her uncle for over 
a month - the psychic trauma of such places allow Nephandi to 
puncture the Tapestry and intrude upon the Earth. 

T he interiors of most Labyrinths, it is said, are moist, pulsing 
caverns carved from Deep Umbra! Realms. Chairs of black metal 
and bone grow from the floor. Tapestries are woven from decaying 
flesh and rubber. Organic machinery pumps oily blood throughout 
the complex for unknown purposes. These are but tasteful examples 
of the dark perversity found in Nephandi architecture. Howls and 
screams echo through the ribbed tunnels. Nephandi and darker 
beings lurk amid the slime and corrosive silt. It is said that Laby­
rinths have littlestructureorhierarchysave that which the Nephandi 
Lords impose through fear. 

G iger was one of the few unlucky ones to return alive from a 
Labyrinth. Before dying of invasive cancer, he pinpointed the 
abomination's location. His cabal arrived just in time to see the 
Technocracy's Qui La Machinre already sanitizing the Node. 

R.ovin~ M"'rauders 
If Marauders have Chantries, nobody has ever seen one (and 

lived to tell of it ... ). The Mad Ones are probably too fractious to 
form permanent cabals, never mind Chantries. 
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.. . the moment you o(Jen your mouth ro say one thing about the 
nawre of reality, you automatically have a whole set of enemies who've 
already said reality is somethmg else ... Writing a metaphysics is, in the 
strictest sense of the word, a degenerare activity. 

- Roben Pirsig, Uta 

Peter Kobie's S eeking 
Bored, Peter Kobie sropped singing scales and 

launched into a haunting melody, his deep rich voice 
reaching ••P to the stars and down into the dark valleys 
arotmd the mounrain on which he stood. Quickly , his 
ec/10 returned, blending into complex harmonies as 
Peter sang from his heart and soul, glad to be free from 
the shackles of praccice his Avatar had imposed on him 
the day before. Afrer he fell silent , the last echoes 
lmgered in the cool mountain air before fadmg away. 

He turned, sensing, nor seeing, the presence of the dark-haired, lithe 
woman at his side. Long ago, he'd thought she merely served as his muse. 
Now, more and more often, she came fon/1 tO guide his steps and direct 
his enlightenment wirh a more controlling hand than he cared co ad miL. 
She was never pleased anymore, never satisfied. The frown on her face 
told him today was no differem. 

"Peter, it was an easy task, and yet you defied my instructiom " 
"I've been a musician all my life," he said scornfuLly. "Me 

praccicing scales is like making some vaunted master ofDoissetel> clean 
chamberpors." 

"I imagine their pots C01dd indeed do with a lillie cleaning," she 
replied wryly. "My IJoinc was this: you slumld never forget that 
everything is composed of the most basic elemenrs, cloth of thread, steel 
of iron, songs of notes." 

Peter looked away, stubborn refusal in h1s eyes. "I have done no 
wrong. I have made the mountains sing. That was your request." 

"But not within my conditions. I am sorry; I feel you have learned 
nothing from this experience." she said sadly, her image fading to leave 
him alone in tiH! Mils. 

Kobie cursed, damning this unrelenting Avatar, shouting vile 
words dun bounced off the tree-covered mountains, their echoes blend­
ing tvith the cold winds beginning to whine and howl in the dark valley 
below. 
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Magick is everywhere and everything, nowhere and nothing. It 
is logic and fact, faith and fancy. An enlightened magus can alter 
reality by thought alone with the same confidence most S leepers feel 
when altering the reality on their TV screens with remote control 
techno-wands. However, few mages today can or would bedazzle the 
world by sowing the soil with dragon's teeth and causing soldiers to 
spring up from the damp earth, or calling forth an army of griffins ro 
darken the sky over Manhattan. The Age of Legend is long past, and 
the confining cloak of the collective (un)consciousness wraps itself 
tighter around modem magick workers. 

Most magick wday appears very subtle ro the S leepers' eyes. 
Indeed, mages often choose w blend their magick in with mun­
dane reality, so as not w draw attention (or Paradox) upon 
themselves. An old building collapsed just after that funny­
looking man with one ear ran by ... well, there's no way he could 
be involved, is there? Or the sudden rainstorm no weatherman 
predicted? Yeah, well, it would be a lor stranger if they got a 
forecast right for once, wouldn't it! 

Yet, even with these restrictions, a powerful and confident 
mage can have a truly awesome effect upon the Tapestry of reality. 
One mage can a Iter the fabric of reality form i llenn ia, while several 
working in concert may alter more than one reality. Such power 
should not be taken lightly. It is the legacy of countless Awaken­
ings - an awesome, and perhaps overpowering, responsibility. 
Many mages have been consumed in its embrace. 

Magics f) Magicks 
There can be no mages without magick, and no magick 

without the mundane. Magick exists outside of"normal," consen­
sual reality. Through it, the Awakened impose their will upon the 
river of reality, shifting its course and even changing the direction 
of its flow. Yet, if there was no mundane, rigidly channeled reality, 
sorcerers would have nothing to change. There can be no Awak­
ening if no one sleeps. 

Most people move with the current of reality. Floating a long 
on a cushion of their own belief, they go wherever that reality 
takes them. They are the Sleepers, and they are legion. However, 
some people see the water for what it is. They learn w "sleepwalk," 
actively working with o r around consensual reality by performing 
magic. Dipping their magical oars in that water, these individuals 
learn to steer their reality rafts through the currents, even paddling 
upstream on occasion. By paddling, they can alter their position in 
the river or even move some of the water, but they have no true 
effect upon the river itself. They have discovered static magic. 

True Magick defines the True Mage. These people have fully 
Awakened, and the gods help those overcome by the brilliance 
they find! These few explorers let go of their rafts and plunge into 
the river naked, and in so doing find that it is they who move the 
river. In this discovery lies True Magick. 

True Magick 
True magick changes the flow of reality. There are no inher­

ent limits w what it can accomplish; the only limits are those 
within the mystick herself. A mage working True Magick can 
make buildings disappear, create worlds from whole cloth and 
bring rhe dead back w life without the need for some Orpheus-like 
search. True Magick does not require the willworker to perform 
any specific ritual o r gesture in any particular way to alter reality, 
though many sti II do. She need not ape the gestures of her teacher 
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and his teacher before him. All she needs is sufficient conscious 
and Awakened will. With enlightenment, knowledge of reality's 
elements (called the nine Spheres by some) and will, her own 
expectations are the only true limits to her power. 

There are two major schools of thought about how the 
Awakened generate and wield True Magick. Some Traditionalists 
maintain a transcendent theory of magick, believing that mages 
have the ability to connect with the Prime, the Pure Ones or some 
other mystick force. Through the auspices of their Avatars (see 
Chapter Two), mages reach into Prime itself and rework reality. 
Through this connection, they channe l the energies of True 
Magick. Dreamspeaker shamans call this "making hollow bones;" 
visualizing his bones as hollow, the shaman draws the mystick 
energies into himself and out again as will. 

Other mages believe that True Magick is immanent in all 
Awakened beings. The infinite power of this Art lies within each 
of us, embedded in the shard of Prime the Pure Ones lodged in our 
flesh and spirit. According to this theory, a ll we need to work True 
Magick is the faith to truly believe in its existence, the courage to 
embrace this inner divinity and the will ro impose our own 
paradigm upon static reality. 

Regardless of an individual mage's beliefs, he understands 
that he wields reality-on-command, and that his ability to impose 
his own reality upon the world sets him apart from all others. 

Static Magic 
In contrast to True Magick, static or "hedge" magic follows 

specific patterns, which follow the tenets of accepted reality. This 
is not to say that static magic conforms to textbook scientific 
reality - some of its effects are quite miraculous - but it does 
conform ro at least some portion of the collective unconscious. 
Most scientists would insist that it is impossible to predict the 
future, yet any number of people vis it Tarot card readers and call 
l-900-psychic numbers every day. Children playing make-believe 
mimic static magic in their rituals of protection ("Hop twice on 
the blue rug, hold my breath and jump into bed without touching 
the headboard, or the monsters can get me while I sleep!"), 
perhaps instinctively acknowledging its presence and power. 

The hedge wizards, psychics, Gypsies and others who work static 
magic must conform to strict patterns of behavior to achieve very 
specific results. They are like dancers at a masked ball, clothed but 
awkwardly in their Avatars. Although "wearing" their Avatars gives 
them entry into the Reality Ball, they are unable (or unwilling) to 
discard their costumes for the Midnight Awakening. Mages believe 
that vampires, werewolves and other supernatural creatures have a 
simi lar, limited relationship to their own Avatars. Some even suggest 
that the pallor and fangs of the vampire, and the fur and claws of the 
werewolves, are external signs of these same rigid Avatar costumes. 
Donning these metaphysical Avatars grants Kindred and Garou their 
Disciplines and Gifts, but also limits their powers and perspective. 

The specific pattern one uses to create her magic is irrelevant; 
a Gypsy dance and a voodoo ritual could both have the same effect. 
Their consistency and belief in their own ritual matters most. 
Likewise, each specific ritual can only accomplish one specific 
result. The hedge wizard cannot use the same ritual to clean a 
house and burn it down! 

Such static magic has an upper limit - the farthest bound­
aries of current static reality. The hedge wizard can dip her hands 
into the waters of reality and alter its flow, but unlike aT rue Mage, 



she cannot change the course of the river itself. The most powerful 
and determined hedge wizard cannot find an incantation or ritual 
which will overcome this limit. She is bound by external forces 
and cannot change the flow of reality. 

Ironically, the Awakened cannot use staqc magic. Even if a 
mage conducts a "static ritual" alongside a hedge wizard, the 
mage's ritual will work by fundamentally reshaping reality. This 
level of magick is impossible for the static magic worker to truly 
comprehend, much less attain. 

The Metaphysic of Mogick 
Science is a cemetery of dead ideas, 

Even though life may issue from them. 
-Miguel de Unamuno, The Tragic Sense of Life 

In classrooms throughout the modem world, 
little boys and girls are taught a passive, scientific 
view of reality. Through the clinical eyes of science, 
we learn to carefully observe the so-called laws of 
physics, nature and the rest of reality to understand 
how the world functions. Although we are part of this 
reality, the teachers lecture their bored charges, we 

cannot affect the laws of nature. Children, like mages, often balk at 
this object-oriented view of reali ty. In their worlds reality fluctuates 
as rapidly as their ideas. They makedinosaurscome to life with a few 
bits of paper and crayons, Tinkertoy walls tumble upon their 
command, and each child has the mystic power to protect his 
mother's back by avoiding cracks in the sidewalk. 

These children instinctively grasp something their elders lost 
long ago - they're active agents who may work their own will 
upon reality, even if that reali ty's filled with stuffed animals and 
Nintendo games. Yet these infant concepts will soon be lectured 
at and reasoned with until they slip away, relegated to the realm 
of fantasy. Mages however, come more than full-circle in their 
beliefs. True will workers believe that reality is subjective; instead 
of building understanding and belief through passive observation 
of nature, belief and conscious thought builds (or at least influ­
ences) nature. This metaphysical premise holds that we play a far 
more ac tive role in the universal pageant than S leeper philosophy 
would have us believe. We, as conscious beings, are the cause, and 
the universe, or the boundaries of it, is our effect. 

S tatic R.eality 
All apprentice mages (at least, all successful apprentices), ask 

themselves at one time or another, "If reality is limitless, why isn't 
my magick equally limitless?" Why, for example, can't a mage snap 
his fingers and cause the Earth's atmosphere to tum to jelly, or tum 
off gravity as easily as he directs the phone company to continually 
mark his account "paid in full?" Despite the limitless nature of 
reality, such constants as gravity, the Earth's rotation and the 
composition of the atmosphere still continue with extraordinary 
stability. If reality is of our own making, shouldn't the world be a 
chaotic jumble of shifting, dissonant realities, like an orchestra in 
which a ll the musicians are tone-deaf? 

As elder mages teach the ir disciples, reality itself is limitless 
-a vacuum in which true consciousness may run free. However, 
these basic principles don't change, because our reality is also 
consensual. Earth's reality is not based on billions of disparate, 
disconnected, singular realities. Rather, reality relies on the col­
lective beliefs of all of humanity (and, it is said, of other forces we 
choose not to see). Material reality is a consensual hallucination 
which the vast majority of humanity agrees upon. 

In any one space, only one reality can exist. When more than 
one reality vie for realization, the most powerful one manifests. 
Billions of Sleepers live upon the Earth, each unknowingly cradling 
their sliver of Prime. Although individual Sleepers have little 
control over me nature of reality, !heir combined beliefs are ex­
tremely powerful. There is Strength in numbers, as me saying goes. 
and static reality is powerful indeed. This tidal wave of consensus is 
extraordinarily difficult for even the most powerful mages to defy. 

The difficulty of overcoming static reality is one reason that 
a lmost a ll mages, mystick and Tcchnomancer alike. introduce 
the ir ideologies into the mainstream of human thought and 
experience. Although mis desire may seem no more than selfish 
pride, it's a far more primal urge. We all have a life drive, which 
Freud termed me libido, a desire to exist- to be. By encouraging 
others to believe her particular magickal paradigm, the mage also 
strives to imprint herself upon reality, safeguarding her existence. 
The closer her personal paradigm ism static reality, the easier it 
is to impose her will upon me world. 

The Technocracy has used the mass media, psychology and 
propaganda very effectively over the last century and a half to 
convince much of the Earth's populace to accept their reality. Many 
years ago, technology simply did not function, despite the best efforts 
of early Sons of Ether and other curious intellectual explorers. 
Although mages used their magick to empower some devices, they 
often suffered Paradox, and their technology never functioned for 
Sleepers. However, the populace gradually came to believe in tech­
nology, and technology therefore fell more and more in line with 
static reality - thus becoming more readily possible. With belief 
came machines usable by Sleepers as well as mages. This gradual 
subversion of reality is often slow, but it's much easier to open the 
door by greasing the rusty hinges than by wrenching the door off. 

Certain Awakened phi losophers (particularly Hermetic 
mages) theorize that the most basic aspects of reality (such as 
gravity, mathematical paradigms and the composition of the 
atmosphere) were in place when the mythical Pure Ones first mok 
flesh. These aspects of reality are mus the most deeply ingrained. 
All of us, even the Awakened, believe in these constants on a 
primal level. Although it's theoretically possible m completely 
alter any aspect of reality, even the greatest sorcerers have diffi­
culty stretching their limits mat far. 

There is much debate over which paradigms make up this 
"uber-reality." Is mathematics a part of humanity's "birth reality" 
or a concept introduced by mortals? Whether or not a ll aspects of 
the earth's current paradigm were part of the "birth reality," mages 
term this base-level (or S leeper) reality as "static." It maintains a 
certain level of normality and structure on Earth. Static reality 
ensures that gravity continues to function, and that one plus one 
always equals two ... unless, of course, a mage wills otherwise. The 
mystick's Awakened Avatar allows her to di rect her will strongly 
enough to impose her beliefs upon me world, but it's not easy, 
particularly if the mage's will directly opposes static reality. 
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STASIS 

ENTROPY DYNAMISM 
<2:( conception 

Mages are dynamic entities in a world designed ro maintain 
srasis. As active agents in a passive world, rhe task of the Awak­
ened is seldom easy. Yet it is critical, for wirhour this dynam ic 
intervention, reality might fall into conrinued ~rasis from which it 
is all roo easy roslide into entropy. This ts one of the main reasons 
Tradition mages worry about the unprecedented success the Tech­
nocracy has had in selling their world view to the Sleeper Masses. 
No ocher single magickal paradigm has ever advanced so far into 
humanity's collective unconscious as the Static Mages 
technomagickal revolution. 

The M etaphysic Trinity 
Humans can only understand bite-sized snippets of rea li ty. If 

we try ro down the entire universe-cake in one sitting, it becomes 
roo overwhelming to comprehend. Unlike most Sleepers, mages 
can understand wholeslicesofrealiryata rime. However,even their 
more flexible, Awakened minds must Still categorize and delineate 
the world into understandable slices. The most basic ingredients of 
these slices- the flour, egg and water of the universe if you will­
are dynamism, stasis and entropy. These three forces form a meta­
physical framework - the Metaphysic Trinity of magick. As the 
Celestial Chorus proudly proclaims, "A ll Awakened humanity 
communes at the church of the Metaphysic Trinity." 

Dynamism 
Dynamism is the most active, changing member of the T rin­

ity. It is movement and expansion - the ever-present need to 
adapt or die. The werewolves term this force the Wyld, and many 
view it as utter random chaos. Dynamism, however, is not neces­
sarily random; it's merely active. This common misconception is 
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o ne reason rhe Technomancers ;1rc sometimes known as Static 
Mages. The misnomer comes from rhe idea rhar the Black Hats 
hate randomness and change, chat they wish to keep the world 
moving along carefully controlled ch;1nnelsof reality. Yet, Tech nos 
do desire change and work hard to accomplish it. After all, why 
else do we call the advance of technology rhe " Industrial Revolu­
tion" and now the "Information Revolution?" T echnomanccrs are 
dynamic- they just aren't random. 

Without dynamism, rhe universe would stagnate and die. 
Change is a necessary, frightening parr of reality, and True Mages 
arc the Avatars of naked change. Through will and belief, the 
Awakened force real ity ro shifr away from the comfortab le static 
base-line. W ith each push, whether the gentlest nudge or the most 
violent shove, reali ty changes a bit, and everything in it follows, 
especially the agent of that change. 

Stasis 
Without stasis there could be no stability in the universe. 

StaSIS 1s the "egg" thar binds rhc warer and flour of dynamism and 
entropy. Without stasis, different realities would constantly col­
lide, and no one piece of reality could hold together long enough 
for humans (or anyone else) to comprehend. In such a world of 
constant, shifting c haos, even defining rhc concept of self be­
comes impossible. Conve rsely, too much stasis makes it more and 
more d ifficu lt ro enact change. Mages recognize rhis t ruth even 
more rhan Sleepers do. In the Mythic Ages, stasis and static reality 
were not as strong as they are in the modern world, and the 
Awakened had far more latitude ro work their Arts. 

As stasis takes a greater hold upon the world, reality becomes 
more rigid and more strictly delineated. Ironically, many people 
mistakenly believe this effect acrually opens up new possibilities 
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the Cult of Ecstasy are fond of pointing out, when people read 
books, a ll they have in from of them are a few pieces of pape r and 
words. They must use the mosr extraord inary cools at their com­
mand - their minds- to imagine the sights, sounds and smells of 
the stories within those pages. When black and white television 
came along, a grateful public cried, "Ah! Sweet liberation! Now we 
can actua lly see what we were forced only to imagine before." The 
exclamations of delight become even greater at the advent of color 
TV as now rhe drama spills into their drab living rooms in "living 
Techno-color!" Yet each so-called improvemenr limits possibility; 
no longer can each person imagine her own Huckleberry Finn. For 
many, his image is set. With each such change, greater stasis setrles 
over the minds and imaginations of humanity. 

The Carma speak of the Weaver, a force of connection and 
order in the world. Stasis is this Weaver, providing a framework for 
the universal constants which shield us from chaos. Yet without 
that chaos of change to shape and define it, stasis soon becomes 
entropy. 

Entropy 
This clement is the end of all and the beginning of a ll; "From 

dust we are born, and to dust we return." Encropy is the constant 
pull rowards dissolution, a merging of dynamism and stasis so 
complete that there is no difference between them. Without that 
contrast, a ll differentiation crumbles into entropy, and space and 
matter merge into one. O ne question posed to all Akashic initiates 
is a variation on this idea: "How can there be a Self if there is no 
Other?" This question is far more complex than it first appears and 
addresses many philosophic problems, bur it also identifies the 
poinr at which entropy begins- the point at which there is no 
difference between self and o ther. 

Western philosophers are often qui tc leery, even frightened, of 
enrropy. Many Easterners, shamans, physicists and mystics believe 
this fear taints Sleepers' connection to their common reality. 
Westerners view reality as disparate, packaged in neat, discreet 
units. The student seated at her desk is utterly distinct from that 
desk and from the ai r around her. Throughout time, however, most 
cultures have recognized that nothing and no one is completely 
separate from anything else. Shamans and advanced physicists alike 
lecture that matter is made up of energy, and that only the 
manifestation of that energy distinguishes student from desk. Both 
are part of the same, magnificent, swirling energy field . 

Both conceptions of reality hold their own dangers if taken to 
exrremes. In the Western view, there is the danger of dynamism 
disappearing into a static mold, causing entropy. ln the second, less 
rigid view, entropy evolves when boundaries blur into chaos. Either 
way, the end result is entropy - chaos and destruction. 

Entropy is a powerful force; it keeps "old baggage" from lasting 
past its time. Instead, the "baggage" breaks down and goes into the 
cycle fresh. Many mages, however, worry thatenrropy has the upper 
hand these days. The so-called Reckoning some speak of may have 
risen from this belief. The Garou battle the construct they term the 
Wynn, an entity of enLropic decay.ln recent times, the werewolves 
report thar the Wyrm grows ever stronger. Although most members 
of the Traditions at first dismissed such worries, they now begin to 
fear that rhe Garou are right. 

II 

--



The Metaphysic Trinity is like a three-sided ka leidoscope 
through which mages view reality. Every twist and turn, every 
vigorous shake, causes the beautiful world inside to change. 
Sometimes the slivers of colored glass and stone expand to fantas­
tic proportions, while other times they collapse until all you see is 
a single, knife-edged line. Man y Awakened Ones believe the 
prism of mystick history is slowly shrinking, collapsing in upon 
itself in magickal decay. 

S ince the time of the Pure Ones, the strictures of materia l 
reality have grown to wrap tightly around the wiltworker. The 
earliest mages, it is said, feared no Paradox because no single 
consensual reality existed. Since those days, the population explo­
sion and the spread of modern technology have united the world 
as never before. Now we have a truly global society and thus a 
global reality as well. Where once the Tapestry's loosely-bound 
threads allowed sorcerers to accomplish great fea ts of magick, a 
tightly interwoven set of beliefs (and d isbeliefs) now binds their 
Art. 

Even now, all mages know that the only limits upon them lie 
within themselves. Reality is not a set of immutable laws. Mages 
reside in a multitude of universes, and universes of possibilities 
reside within them. Yet modem mages are often forced to work 
carefully through the Tapestry's threads in order to wield magick 
without attracting Paradox. The Awakened often manage this 
difficult task by making their magick appear coinc identa l. 

Coincidental Magick 
Mages adept at coincidental magick are the true con-men of 

the Awakened world. Instead of taking the reality-bull by the 
horns (and hoping not to be gored), modern mysticks usually try 
to make their magicks appear coincidental. A mage who needs 
cash could just create it from the air around her. No one could ever 
accept such a feat as normal, however. Instead of taking this quick 
and dangerous route, the young sorcerer could just trot down to her 
local convenience store and buy a lottery ticket ... and goodness 
gracious, guess who wins the lottery that night! Static reality, and 
those who create it, find any particulll r person's winning the 
lo ttery very lucky- but entirely believable. 

The more unbelievable the coincitlences, the harder it be­
comes to make reality bend for the mage. Too many "coincidences" 
can accelerate probability and create what's called the "Domino 
Effect" (see C hapter Eight). A creative mage can often fi nd a way 
to accomplish her magickal goal through coincidental Arts, and 
static reality rewards her c reativity by allowing this magick ro 
work more easily than other variet ies. The collective uncon­
sciousness usually accepts any magickal feat that most Sleepers 
could find "believable." 

Vulgar Magick 
A I though ic's a lmost always wiser to use coincidental magick, 

most Awakened Ones sometimes find vulgar magick necessary. 
Vulgar magick includes causLng a lightning bolt to fly out of :=~ n 
enemy's television set and strike him dead, orcatlinga gri ffin down 
from the skies. Such actions rip the Tapeslry of static reality apart, 
reforming it to the mage's own personal vision. 



There is no logical (by S leeper standards) explanation for 
vulgar magick; its effects lie outside the realms of possibility. A 
mage who uses it can achieve truly awesome results, but puts 
herself at terrible risk. Vulgar magick is an obscenity to static 
reali ty, as is the mage who uses it. She may well find herself facing 
Paradox spirits or worse ... . 

The Elements or Ma~ick 
Behokl the heaven and rhe earrh 

And all the elemenrs; for of these 
Are all things created. 
- Thomas a Kemp is, "Imitation of Christ" 

Whether Council Mage or Mirrorshade, Chaos 
Mage or Fallen One, all True Magi manipulate the 
fabric of static reality. Yet the forces and compo­
nents of this reality - and the Arts which shape it 
-still follow certain laws. A mage must respect and 
follow these laws if she wishes to succeed. Stasis is a 

very powerful force (particularly that inertia embodied in the 
illusion we term "reali ty"), and it "corrects" forced imbalances and 
radical change with the dreaded Paradox effect. 

Although mages will undoubtedly continue to argue over the 
exact nature of reality for millennia to come, there are some "abso­
lutes" (essentially game rules) concerning the structure of reality. 
Some mages (especiaHy Dreamspeakers) argue that such structures 
derive not from the similarities of belief among T rad i rions, but rather 
from the sleeping mind of Earth Herself. Regardless, the vast majority 
of mages believe there are a few universal constants- the constants 
upon which the theory of Spheres is based. 

Many experienced mysticks shake their heads at the idea of 
classifying magick. When prodded, these mages say that any such 
attempt is ludicrous, merely tacking human perceptions, desires and 
prejudices omo an unclassifiable reality. However, even these 
hyper-enlightened individuals sti ll use Spheres to work magick, and 
most generally adhere to such imposed patterns as gravity. Al­
though most mages realize that any system of categorization is faulty 
at best, they recognize that they need one in order to understand 
magick themselves and to discuss it with others. 

Many such systems have arisen over the millennia, and so 
long as multiple bel iefs exist, magick can never have a single 
underlying structure. These beliefs and traditions form the lan­
guages of magick. After all, as many Hermetic mages po int out, 
languages are created from magickal symbols (words and lerrers) 
which c reate something out of nothing to allow communication. 
The word-symbols a llow understanding between individuals o r 
within a single person. The more words a person has ro describe a 
phenomenon, the greater her understanding of it. This is magickal 
indeed! 

Each Tradition has its own ideas about the true nature of 
magick, but they all agree that magick is a natural force and does 
have a structure. The Traditions diverge on the more esoteric 
aspects of this structure, but genera lly agree on the following 
fundamentals of magick. 

Quintessence 
Quinressence is the basic unit, the quark, the Aristotelian 

"fifth essence," of magick. All matter, all spirit, all elements of 
reality are composed of this mysterious substance. This Prime 
Force is neither physical nor ethereal and cannot truly be divided 
or contained. 

Although Quintessence is the stuff of which reality is made, 
even mages cannot truly understand it. Most views regard Quintes­
sence as an ever-fluctuating pool from which all creation arises and 
returns. As a basic "life-force," it is often gathered by events of great 
passion and colored by those same emotions. Sharper students 
realize that this means A wakened Ones are their own best source of 
Quintessence, with their Avatars providing the internal wellspring. 
When a new phenomenon comes into being, it draws Quintessence 
from the pool. When old phenomena fade away, their magickal 
energy reenters into the vast pool. Some Euthanatos and Nephandi 
theorize that should reality achieve a state of perfect entropy, the 
fa lse frameworks imposed by humanity will melt away,leaving only 
the pure glory of raw Quintessence. 

Tass 
Although we can never truly divide Quintessence, sorcerers 

refer to materialized portions of Quintessence as Tass . These 
Prime bits often provide the Awakened with raw power. But how 
can mages collect and hoard T ass if Quintessence is indivisible? 
Most learned Adepts can lecture for hours on just such a question. 
Perhaps the best way to describe Tass is as temporarily frozen 
shards of Quintessence, floating on that vast sea of Prime like 
chunks of ice floating on the ocean. Ice is sti ll water, and will some 
day return to its liquid form, yet while it is ice, a sculptor can wield 
his chisel to create objects of art, the soldier can create weapons, 
and the healer can create a compress to soothe a fevered brow. So 
too do mages use the Tass in certain objects. 

The bodies of magickal beings, such as werewolves or faeries, 
retain Tass. Willworkers can also collec t it from those Nodes 
which infuse certain physical objects with magickal energy. Un­
like Quintessence, Tass is not always a neutral manifestation of 
Primal Essence; the "flavor" of an object can affect the usefulness 
of its Tass. Prime elements preserved in the hand of a saint might 
prove useful for healing, whereas the Tass in a murderer's hand 
might actually harm the patient. 

For a ll practical purposes, Tass is finite. Once a mage uses up 
the Tass in a parricularobject or place, it is gone. As ice melts back 
into the ocean, so the T ass returns to Quintessence. Only by 
recharging an item at a Node or finding more Tass can a mage 
again use a depleted relic. 
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The Verbena Hcasha Morningladc describes Quintessence 
as "the raw silk from which we weave the Tapestry of reality." By 
weaving the threads of Quintessence into different patterns and 
designs, we create all types of energy, matter and life. Each 
individual pattern is part of the larger Tapestry, and the parrerns 
interact with, distort, enhance and otherwise affect each other to 
create the things we see as real. 

While no Sleepers, and few mages, can actually perceive 
these individual patterns, their interaction is easy to see. In 
simplified terms, we perceive the pattern of a raindrop interacting 
with the pattern of gravity as rain fa ll ing from the sky. Magick, in 
the form of woven threads of Quintessence, forms the foundation 
of reality. For all the chemist's and biologist's talk of molecular 
bonding, and the priest's and wisewoman's talk of faith, Quintes­
sence itself provides the life energy that infuses the Tapestry. 
Without that energy, the threads would unravel. For the past 
millennia, most mages have agreed that the Tapestry contains at 
least three distinct types of pattern-energy: body, spirit and mind. 

Body 
The realm of the physical world is the realm of the body. Both 

Sleepers and Awakened alike readily perceive and share this 
physical reality. Willworkers term our physical realm and the 
nearest vestiges of spirit surrounding it as the Tellurian (see 
Chapter One). Most mages believe that the threads of Quintes· 
sence which form the realms of spirit combine in simple, easily 
understood patterns to create the physical Realms. All physical 
Realms (and there are far more such places than any Sleeper could 
dream oO are part of the Tellurian, as are the Near Umbra! Realms 
that surround it. 

Spirit 
Spirit is perhaps the most fundamental aspect of magickal 

reality. When Quintessence transforms from its most basic, "raw" 
form into "threads," it becomes spirit. This level of reality is st ill 
far too intangible for Sleepers to understand and experience, at 
least on a conscious level. Masters term the spirit worlds created 
by these threads the Umbrae. Since these Umbrae, or Shadows, are 
the most fundamental level of reality any mortal can see, mages 
argue that the Umbrae are the truest reali ty we can reach. The 
physical world, they say, is merely a simplified reflection of the 

Cogito, ergo sum 
(1 think, therefore I am) 
-Rene Descartes, Le Discours de Ia Methode 

Mind is perhaps the least understood of these three sections 
of the T apestry. Some mages argue that sentience is unquanrifiable 
and incomprehensible, and is perhaps raw Quintessence or at least 
Tass. Others argue that the development of the mind is a direct 
reaction to the Tapestry. Since that Tapestry cannot exist without 

- mi:ndsHU1t6 wills to believe in it, the argument goes, there can be 
thout consciousness. Still more argue that since the 

""''r,.n~•,tQuinressence is formulated by the minds of mages, the 
theory minds cannot exist without Quintessence is a hope· 
le )lv parn,doxical, dangerous idea. 

The Oreamspeakers point out that this is essentially the 
magickal version of the chicken and the egg, saying, "What if the 
very first hen laid the very first egg, and thus the two were one? 
And what if instead of sitting on the egg to hatch herself, the hen 
refused, clucking: ' Impossible! I am I! You arc just an egg!' And 
what if the egg then refused to hatch, unwilling to release such a 
silly cluck on the world? Then where would we be?" If Quintes­
sence only exists because our minds believe in it, yet our minds 
cannot function without Quintessence, how did both come co 
exist? 

The position and importance of mind in the structure of 
magick is st ill li ttle understood. It's entirely possible, by magickal 
theory, that the mind can conceive of, and thus create, its own 
building-blocks. This debate continues, particularly among the 
Masters of the Mind Sphere, who have a passionate stake in the 
truth. As these Masters are fond of stating, "These matters arc ill­
understood by most." 

AU she can see 
Are the dreams all made solid 
Are the dreams made real 
All of the buildings, all of those cars 
Were once just a dream 
In somebody's head 
- Peter Gabriel, "Mercy Street" 

Belief lies at the core of all magick. Most mages believe that 
their common adage, "The flesh is willing, but the spirit is weak," 
embodies an ultimate truth. The limitations of mind,spiritorbody 
per se are nor real. We impose our own limits, the limits of belief. 
For many years, Sleepers (and thus static reality) firmly believed 
that man could not run a four minute mile, until Roger Bann ister 
ran the mile in 3:59.40 in 1954. Within two months, the four 
minute mile was beaten again ... and again, and again. Now a ll top 
runners regularly beat the once-mythic mark. Roger Bannister's 
belief and skill overcame a tenet of static reality (albeit a minor 
one) and in so doing changed our world. 

The Awakened believe that our personal beliefs shape our 
actions in many ways. When Freud first discovered hysterical 
paralysis, he gained some inkling of the true power of belief. T his 
power goes far deeper than such obvious problems, however. In 
fact, belief often becomes reality. Should an individual believe 
strongly enough in a particular concept (say, that he cannot open 
his own front door), he isn't likely to challenge his belief.lfhedoes 
try, his muscles may grow weak. After a few ineffectual rugs, he 
concludes that he was right- he can't open the door. This way, 
he strengthens his own weakness. 

Most people cling to their beliefs as security blankets against 
the great unknown. Even harmful beliefs may become cherished in 
their certainty. Should enough people believe in some idea or 
thing, it becomes part of static reality and the established para­
digm. What we believe shapes what we do; a man convinced 
humans cannot fly is unlikely to jump off a cliff while flapping his 
arms. Even if he does try, he will fall. 



- Static reali ty infuses the beings of all human mages, just as it 
infuses the S leepers' consciousness. Beliefs structure materia l 
reali ty, yet that reality also structures beliefs. Each participant in 
this cycle influences the o thers and ultimate ly themselves. The 
Awakened, however, a re better able ro consciously step around ­
or even punch through - humani ty's paradigm. 

O f course, humanity is not the only participant in this cosmic 
dance. Spirits from the Umbrae or o ther realities may well influ­
ence our own world through their consciousness, beliefs and 
paradigms. The Dreamspeakers and Verbena often speak of how 
animal and plant spiri ts add the ir voices to the world 's song, while 
the Virtual Adepts insist that techno-spirits influence the spread 
of the world-wide computer web. 

Al though philosophical arguments concerning belief and 
paradigms have filled counrlessscho larly texts, and will undoubt­
edly fi ll countless more, almost a ll sorcerers agree that our beliefs 
form both our personal paradigms and the T apestry o f stat ic 
reali ty. 

The Nine Spheres 
The successfu l mage doesn't mere ly want something to hap­

pen. She couples that will with a wholesystemofbeliefsexpla ining 
how and why that event could and will happen. A mage's reali ty is 
subjective, bur must sti ll be d isciplined and internally consistent. 
When a Dreamspeaker wa lks the U mbra, an Akashic Brorhcr 
levitates into the air, or a Ve rbena conducts a blood ri tual that 
reaches across worlds, they succeed because they understand not 
only what they do but how they must do it. The Awakened O nes 
must study the forces and e lements of reali ty ro produce the 
magickal Effects which change them. 

To ease the formidable task of studying all possible elements 
o f reality, the anc ient Masters d ivided reali ty into n ine separate 
categories - the nine Spheres of Knowledge. T hese Spheres 
supposed ly encompass a ll elements of reality and are the focus of 
study for all True Mages. Though certa in groups tend to emphasize 
one Sphere over the o thers, all (ornearlyall) S phe res are available 
ro all mages. 

Various Tradi t ions and factions interpret the Spheres very 

differen tly, often even using en t ire ly d ifferent terminology and 
symbols. Yet, the basic paradigm remains the same: Conception ­
the beginning or the Prime, focusing (or focused by) the Mind­
attains substance through the Spirit and leads to fonn, epitomized 
by the Pattern Am of Life, Matter and Forces. From there, this 
"grand idea" becomes the reality we perceive- Correspondence 
and Time- before spiraling down through Entropy so that the 
process can begin again. 

Th is paradigm is by no means universal. Some even suspect 
rhat the model for the Spheres came from the O rder of Reason, 
which worked th rough so-called "sphe res of influence" over a 
century before the Counc il's fo rmation (See "T echnocratic 
Spheres," below). Nevertheless, the Spheres remain, at least for 
now, a way of communicating the elements of one's Art. 

--
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The Spheres are as follows: 

• Correspondence: Three-dimensional space is an illusion; 
all poimsof space are or can be united. With this Sphere, the mage 
can manipulate space and distance. 

• Entropy: All things eventually make way for that which 
follows in the great Cycle. With each death and re-birth, there is 
new hope. Some call it decay, others Fare. Whatever name it goes 
by, this Art allows the mage to manipulate the forces of probabil­
ity, disorder and destruction. 

• Forces: Students of this powerful Sphere know the forces 
of the elements - e lectricity, magnetism, fire, wind, gravity, 
kinetic energy and even nuclear energy. 

• Life: The Sphere of Life addresses biological patterns and 
energies - incredibly complex and intricate Arts requiring care­
ful study and practice to master. Masters of this Sphere can create 
and a lter organic life patterns. 

• Matter: This Sphere covers the study of physical, inorganic 
patterns. These templates, though simpler to use, are not quite as 
flexible. 

• Mind: The Sphere of Mind is the study of sentience. It 
allows the mage to delve into the mysteries of the human brain, to 

explore and co avail himself of the powers within. 
• Prime: The Art of Quintessential reality; training in this 

Sphere allows the mage to understand and manipulate reality in its 
rawest forms, to detect, absorb and manipulate this mysterious 
element. 

• Spirit: To know the Otherworlds and their inhabitants, a 
mystick must study this elusive and ephemeral Sphere. With it, 
she may converse with the Umbrood and even enter their worlds. 

• Time: This Sphere reaches that time is as subjective as 
space or matter. Mastery of it allows a mage to manipulate 
perception or the passage of time. 

The Tenth Sphere? 
In addition co the nine Spheres discussed above, a number of 

mages hypothesize the existence of a lOth. These mages believe 
that this theoretical Sphere- the missing element- can unite 
the other nine and show the true Path to Ascension. Both rhe 
existence and identity of this Sphere are hotly contested. Each 
Tradition has its own preferred "pet Sphere," and politics all too 
often interferes with a true exchange of knowledge and theories in 
this debate. Even the Static Mages have their own "lOth Sphere," 
the elusive Grand Unification Theory of physics. Yet a troubling, 
fundamental question remains: If all Spheres flow in co one, is that 
nor the path to stasis or even entropy? The question is far from 
resolved, and some Tradition mages may ignore itto the detriment 
of a ll. 
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Technomagick 
We like to think of the tcniverse as simple and comprehensible, but 

the universe is under no obligation to live up to our expecracions. 
-Joe Primack, theorist at the University of California, Santa 

Cruz 
Few Technomancers can stand to hear their craft referred to as 

"magick," though metaphysically that is what it is. To them, it is 
advanced application of scientific principles. These principles, like 
arcane Hermetic lore, are meticulously researched and refined, 
then disseminated through the ranks of the Awakened and un­
Awakened alike. Through scientific journals and the popular 
media, "technological advances" herald the Technocrats' new 
"discoveries," working them into the fabric of acceptable reality. 
Thus, technomagick has a coincidental edge the mystick Arts lack. 

Technocrats refer to their Effects as procedures, which re­
semble Tradition rores. Both kinds of magick are specific feats 
handed down from on high to the common mage. Some wise-asses 
among the Progenitors and Void Engineers call procedures "spells," 
but then, these Conventions have always been known for their 
eccentric behavior. It is important to remember that although 
technomagick still rearranges reality at will, to the Technocrat, 
such feats are only possible through science. No such mage, no 
matter how powerful, can merely snap his fingers and make thmgs 
happen. Some principle must allow it to happen. 

All Technocracy magicks work through some sort of a focus. 
Gadgets are the most common, though training, conditioning, 
cybernetics, molecular processing, drugs and DNA alteration chan­
nel many procedures. Devices carry some potent "advances" which 
arc not yet acceptable under Earth's current reality. Like any other 
form of Talisman, such Devices can only be used by Awakened 
handlers- for now. The Sons of Ether and Virtual Adepts learned 
flexibility from their mystick cousins, but often prefer to hang onto 
their notions of science as magick and vice versa. Though they can 
progress past the static limitations of their formeraJlies, most do not. 

Technocratic Spheres 
Although they view reality and magick in very different ways, 

the Council and Technocracy perform their c rafts in similar ways 
through nine formalized Spheres - or spheres- of reality. By 
manipu lating these elements, both groups get similar results. 

The spheres ofinfluence (wh ich are nor capitalized in Tech­
nocracy jargon) apparently originated in the early days of the 
Order, though each one applies to some natural law, not a division 
of reality. The possible link between the Conventions' spheres and 
the magickal Spheres has been a source of debate for centuries, bur 
humans will, by nature, quantify things to better understand them. 
This similarity hints at an order outside the human range or some 
division of the Pure Ones themselves. 

Most Technocrats, however, do not recognize the Spirit 
Sphere. Spirit-tech (often called "dimensional science") remains 
a closely-guarded secret in many Conventions. Although each 
one employs it in some way (except for Iteration X, for whom it is 
forbidden), such procedures are frowned upon unless circum­
stances demand them. 

The Technocracy discourages vulgar procedures; it does not do 
to open the Union up to Paradox or discovery by the Masses. Showy 
Effects are only used in isolation or under extreme circumstances, 
and Devices are protected at any cost. Infractions are punishable by 
fines, revocation of equipment, imprisonment or worse. 



--

Chapter Four: The Ways of Magick 69 



--

Paradox 
On being to/A of che Idea, certain Eeyores advised me 
against attempting anyching of che sort. But following 
the advice of Eeyores has rarely seemed A Particularly 

, Good Thing for Me co Do. Quite the contrary: if the 
Eeyores are against something, l tend to think there 
might be something to it . 
-Benjamin Hoff, The Te of Piglet 

When realities collide, a paradox results. When 
working True Magick upon the world, a mage at­

L..--II::&.~<::A- tempts to impose her own reality on the static one. 
Should static reali ty prove stronger than the mage, she may be 
overwhelmed by the manifestation of that conflict- Paradox. 

The cause and origins of this effect are only dimly understood. 
No one knows why such backlashes happen, but many theories 
exist. Whatever the true origins of these "reality slaps," a ll mages 
agree that Paradox is a constant danger. There is also some 
agreement as to how and why these effects occur, although this 
agreement between the Tradit ions is tenuous indeed. 

Some mages that Paradox originated in an ancient feud of the 
Pure Ones. Other mages hypothesize that Paradox is a test de­
signed by the Wyck to ensure that only truly deserving mortals 
work magick. The newly Awakened often mistakenly believe that 
this backlash is an external punishment from the universe; this 
view of Paradox is child-like in its simplicity. Paradox is not some 
schoolyard bully waiting to knock down younger children. When 
a mage imposes his will on the Tapestry, he fundamentally changes 
the world. In so doing, he changes himself. It's not the world that 
acts on the mage. Paradox seems to come as much from the mage 
himself as from any exterior source. 

Paradox may even grow out of change itself. Although many 
Traditionalists seek a Reunification of the One, not everyone is 
convinced that this is a good idea. Some Akashic Bro thers and 
Hermetic mages caution that it is unwise to assume the Prime 
wishes to be whole once more. Perhaps the Primal Essence no 
longer needs the security and stasis of complete unity? Perhaps 
now is the time for dynamism and growth! If so, Paradox may 
mere ly be thegrowingpainsof reality. If we picture physical reality 
as a tectonic plate, then Paradox and conflict arise like earth­
quakes where d iffering reality-plates come together. Without such 
clashes, there is no growth, no change. The Primal infinity may be 
wise enough to welcome such evolution. 

Some mysticks theorize that the only way to free oneself from 
Paradox is to become one with your Avatar. They claim that only 
through experiencing profound ego-death and rebirth can a mage 
rid himselfofrhe lastofhis ingrained preconceptions of reali ty and 
thus free himself from Paradox. This idea is only theoretical, 
however, and there are nosane mages known to have entirely 
freed themselves of Paradox's effects. 

P£\r£\dox Errects 
Even a momentary lapse in belief causes the mage to tempo­

rarily lose his stand-off with static reality. Whenever someone 
loses that wrestling match, he suffers from it. In essence, the 
sorcerer loses at least a little faith in his belief, just as a pinned 
wrestler doubts his physical prowess when the ref's hand slams 
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down three times. Instead of diving in gracefully, rhe sorcerer has 
slammed into the water. The impact of the divergent realities 
causes Paradox. like ripples across the surface of a pool. 

Paradox effects are personal, immediate and often based on 
the magick that caused them. What we do affects us in return; this 
is undoubtedly the underlying reason for the Verbena caution: 
"Whatever you do returns to you threefold." The appropriate 
effects of reality slaps should not be surprising, given that many 
believe the mage's own internal conflict with the static reality 
truly causes these effects in the first place.lf consensual reality had 
no impact on the sorcerer, Paradox might very well have little or 
no effect upon him either. 

The effects of such reality whacks vary in severity, depending 
on how far the mystick stretched his "credibility." If consensual 
reality states that the moon cannot be pulled from orbit, and the 
mage's paradigm insists that he can do it anyway, the effect of 
losing this batt le might well be the same as a 500-pound gorilla 
fighting a 98-pound wrestler. O uch. 

Common ripple-effects include Flaws, physical damage, Quiet, 
Realms, spiri ts, and the awesome force of Unbelief. (See Chapter 
Eight.) 

Quiet 
Perhaps the most traumatic inner conflict a mage can expe­

rience occurs from the gradual accumulation of Paradox energy. 
The ripples reverberate within his mind like water in a quaking 
glass. Ar the same rime, the mage's subconscious defends itself by 
gradually denying the existence of other realities beside his own. 
When these two conflicting forces grow too disparate, the result­
ing schism can cause the mage to retreat entirely into his own 
reality rather than lose it completely. The mage enters a deep 
psychotic stare known as Quiet. In this severe state of denial, his 
reality is the only one that exists. Anywhere. 

Paradox backlash can cause a mage ro enter Quiet, but that 
is by no means the only cause. Powerful applications of Mind 
magick can cause Quiet (or something so similar as w make no 
difference) in others; the New World Order special izes in creating 
this type of madness in its enemies. Other outside stresses and 
profound failures can also cause the mage to enter Quiet. Again, 
he rejects the external reality of frustrat ion and failure in favor of 
his own internal world, no matter how grandiose or grim. 

This madness can last a long t ime, or it may work itself out 
quickly. Either way, the experience is hellish for the mystick­
and often for those around her as well. Some Quiets spawn 
physical hallucinations (sometimes called hobgoblins); the stron­
ger the mage, the longer the hobgoblin remains. [f the mystick's 
friends know the Mind Sphere well. they may go inro a mindscape 
to try and rescue him. This trip into the magickal subconscious is 
a dangerous one, and voyagers may be wounded or even killed 
inside this mad "Dream Realm." Escaping a Q uiet often involves 
facing down the object that sparked the madness. 
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Magick and the Mage 

We are near awakening when we dream chat we dream. 
-Nova lis, Bluterutaub 
To be awake is to be alive. 

--~~ -Henry David Thoreau, Walcle11, Where I Lived, 
And What I Lived For 

Magick colors every aspect of a mage's exist· 
ence. It lies within and without her, through her 
and past her. A mage's life is a harshly beautiful 
and radiantly terrible existence whose true nature 
is revealed in its beginnings. 

Aw()kening 
To perceive the true nature of reality, one must first Awaken 

(sec Chapter Two). Hollow Ones sometimes refer to the moment 
of Awakening as "freefalling." The newly Awakened individual 
leaps (or stumbles as the case may be) from the enclosed airplane of 
her fom1er rea li ty into the swirling, buffeting expanse of world she 
now sees and feels around her. Those without the will or stamina to 
withstand the Awakening may find themselves trapped in this 
state; consciousness without will leads to an overwhelming tide of 
impressions. Who knows how many schizophrenics are actually 
potential mages badly traumatized by their Awakenings? 

The Avc.t()r 
Each Awakened One has within herself two spirits or two 

sides: the Avatar and the mortal, or the d ivine and profane, as it 
were. Each aspect interacts with the other in a complex dance. 
Hopefully, this dance will lead her to continuing enlightenment 
and eventual Ascension. 

As a lways, mysticks disagree about whether the Avatar al­
lows a person to use magick or whether it is magick that allows her 
to sense the Avatar. In any case, the Mystick Self must be 
Awakened and aware before the full porenrial of magick can be 
felt. (Chapter Two details the aspects of the Avatar and the 
interplay between the mor tal and magickal selves.) 

A rete 
The term Arete may be defined as a mage's en lightened will. 

All mages must posses.s at least some degree of Arete in order to 
work True Magick. The strength of a sorcerer's Awakened Avatar, 
her level of enlightenment and her strength of will combine to 
form her Arete. 

Of course, the Avatars of those possessing will without 
enlightenment simply never Awaken. Only those select individu­
als who possess enlightenment, a strong ego/self, the conscious 
wi ll to mold reality and an Awakened Avatar truly possess Arete. 
The stronger these e lements in an individual mage, the greater the 
amount of Arete she possesses and thus the more readily she is able 
to delve into the mysteries of the universe, both magickal and 
mundane. 

Resonance and t1ubris 
You ml,tSt not change one thing, one pebble, one grain of sand, 

until you know what good and evil will follow on that act. The world is 
in balance, in Equilibrium. A Wizard's /)Ower of changing and sum­
moning can shake the balance of the world. It is dangerous, that 
power ... To light a candLe is to cast a shadow. 

- Ursula K. LeGuin, A Wizard of Eanhsea 
No one and nothing can interact with anyone or anything 

else without being affected in return. The theory of Resonance 
states that just as a mage affects the world with her magick, that 
magick affects her as well. By wielding her power, she fundamen­
ta lly changes herself, and a bit of her lingers with the magick. The 
effects of this Resonance may not be readily d iscernible in the 
short term. Many mages, however, point to the Masters of Spheres, 
who inevitably reflect those same Spheres in some way, as evi­
dence of Resonance. A Master of Life, for example, normally ages 
very slowly and never gets sick. 

There is much debate concerning how far this Resonance 
extends into all aspects of existence. However, a number of 
Verbena and Sons of Ether claim that strong psychic upheavals or 
traumatic events can leave long-lasting echoes which affect others 
who later pass through that area. When a mage works magick that 
resonates with the energies infusing a particular area (say attempt· 
ing a healing at an ancient hospice), the resonance between the 
magick and the psychic environmenr makes her more likely ro 
succeed. Conversely, if her magick clashes with the energies of 
such an area, it is more difficult for the mage to overcome static 
reality - and more likely that her Art will backfire. 

Realms, roo, seem to exhibit a tendency to mirror their long· 
term occupams. Though many mysticks reject this "Resonance 
Effect," more circumspect mages wonder if the others just don't 
like to think of living in such mirrors. Whatever its causes or 
manifestations, Resonance appears to be a lesson-in-progress: 
whatever you do, make sure you're willing ro accept the conse­
quences! 

One dangerous effect of the interaction between magick and 
mage can be hubris -overweening pride which snares wil l workers 
who believe that their power makes them right. This leads to 
overconfidence - a leading cause of Paradox, evil deeds, selfish­
ness and ruin. Believing her own "press releases," the mage may 
lose her enlightened perspective. Hubris colors magick, making it 
small and selfish. 

For this reason, Akashic Masters warn their disciples to be as 
the willow, not as the oak. A mage who succumbs to hubris no 
longer has the mental or emotional flexibility ro acknowledge or 
accept even small failures. Such rigidity often leads to disaster, 
although a proud mage can become amazingly powerful before 
bringing doom upon himself. 
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Although mages share the universal bonds of Awakening and 
A ware ness, they are far from the Brady Bunch of cosmic relations. 
Reality is never a one-way street, and sorcerers affect and are in rum 
affected by everything and everyone they contact: ideas, cultural 
stereotypes, fast food, urban legends, dirty o ld men, classrooms, 
illness and health. In many ways, the universe is a constantly 
moving stream of particles bouncing off of and into each other at 
ever-changing speeds. The Awakened are much the same way, and 

- lake any o ther being, they carry their experiences with them. Those 
- experiences shape the methods and Effects within their Arts. 

Whatever cultural milieu a will worker grew up and lives in 
affects her beliefs, even her own reality paradigm. A sorcerer works 
from what she knows; thus, while mages share certa in commonal­
ties, each performs his or her magick very differently. 

A Dreamspeaker shaman born and raised in the Australian 
Outback and a Virtual Adept whiz kid who grew up in southeast 
Washington, D.C. may both know how to contact ghosts, but the 
spiri ts they contact and they ways they go about it, couldn't be 
more dissimilar. Consider: The shaman in Australia, pouring out 
a measured palmful of precious water upon the roots of his ancesror 
tree, waiting for his past self to contact him ... The cynical-scared 
Virtual Adept, feeling ancient at 19, etching the namesofhisdead 
brothers on the clean plastic surface of his 3.5 floppy ... Succeed­
ing in his quest, the shaman receives his answers as the ancestor 
rree bleeds dark red sap in myst ick patterns so ancient they are 
carved in his bones ... Bending over his battered laptop, the 
painfully thin Virtual Adept watches as fractal patterns ooze and 
bleed across the screen. Finally, words begin to appear across the 
patterns in the shaking scrawl everyone seems to adopt with a laser 
pen. The Adept's face glows a sickly green as he stares at his 
brothers' message .... 

There are certainly differences between the ways Tradition 
and Technocracy mages work their Arts and berween the forms 
thetr Arts rake. These willworkers have at least usually experi­
enced the same base reality for much of their lives. The Nephandi 
and Marauders often step into (o r out of) a reality almost 
unimaginably different than that of other mages. The Fallen Ones 
serve dark masters, and their beliefs, their magicks, echo this cruel, 
power-hungry servirude. Where a Verbena might scatter seeds in 
sacred patterns while call ing to the Goddess ro grant her knowl­
edge, a Nephandus might lure a small child to that same field and 
defi le him before offering the blood to his master. 

The almost lovingly calculated tortures and ritual terrors of 
rhe slave-master Nephandi are in direct contrast to the fluid chaos 
o( the Marauders. Cocooned in thei r mad realities, the Marauders' 
Arts are impossible ro nuly describe. The only commonalty in 
their magick is that, unlike other mages, their working always 
seems wrong for the result. A Marauder who wishes to move 
utterly silent and invisible through a c ity street may begin to run, 
scream, draw her nails across her own flesh and vomit obscenities 
unril this bizarre rant grows so hideous that the mystick disappears 
(alrhough those she passes may feel strangely nauseous). A num­
ber o( Marauders a lso subscribe ro the Zen chaos approach ro 
magick, a llowing themselves to slip into an utterly consciousness 
state which allows their dynamic madness maximum freedom. 

No one, not even a Marauder, lives in a vacuum. Although 
the Awakened are far more aware o( reali ty's true, malleable 
narure, they are sti ll subject to the stat ic world around them. 
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Foci 
Foci are objects, mantras, rituals, dances, e tc. which allow a 

mage ro concentrate her Avatar's power and her own will. Aptly 
named, foci help Awakened O nes focus more intensely upon their 
own reality. S uch items or activities are not magickal in their own 
right, but essentia lly props to help mages access thei.r Art. The 
newly Awakened need such ite ms more than most, for their 
inexperience often leaves them unable to produce magickal Ef­
fects without a focus. 

Different magickal sryles and Traditions e ncourage varying 
types offoci. A Cult of Ecstasy groupie might find wild dancing a 
perfect focus for Spirit magick, while a Dreamspeaker might use 
his rain st icks. There are a lso a number of mages, including 
Technocracy hacks, Virtual Adepts and Sons of Ether, whom 
willworkers classify as Technomancers. These T echno-Merlins 
focus thei r magick thro ugh techno logy and often benefit because 
the current static real ity accepts great "technological" feats more 
readily than those with no "rational" explanation. Yet, these 
mages often risk relying so heavily on the ir foci that they become 
magickally crippled without them. Regardless of culture or orien­
tation, foci are always most useful when they mesh well with a 
mage's magickal sryle and the local paradigm. 

A lthough all mages find foci helpful from time to time, most 
prefer not to rely on such items. La rge foci, such as a Verbena's 
cauldron, are nor easily portable, and others are so unwie ldy they 
slow the speed with which the mage works magick. A Virtual 
Adept may need to compose a few lines of computer code, for 
example, while an Euthanatos may paint a skull upon her face. 
Different foci- similar results. A ll three are inconvenient if one 
is dodging bullets. 

Some mages rely on unique items, which derive much of their 
"power" simply from a personal connection. The sorcerer can 
invest these foci with some measure of her personal Resonance, 
using them as a safeguard or a reserve. These personal foci are often 
more potent than more generalized ones, but the connection to 
the will worker also makes them te mpt ing magickal crutches. If the 
sorcerer loses that focus, she must often re learn the Sphere in 
question before she can wield its power again. 

Talismans, 
Devices and Fetishes 

Talismans are inanimate items which evoke very specific 
magickal Effects, Arts wrapped into a n item during its creation 
and fue led by stored Quintessence. Classical T alismans include 
magickal swords, rings, dust and even tattoos. Mysticks of great 
ability craft such things to deliver magick on command or to allow 
other less-powerful mages to use Arts beyond their learning. 
T a I ismans genera II y work on I y for A wakened beings. Any Sleeper 
who attempts to use, say, a Talisman wand is merely waving a stick 
around. 

Talismans require a great expenditure of time; knowledge, 
effort and often craftsmanship on the creator's part. They're 
unique and sometimes dramatically powerful items; in modem 
times, such treasures are precious and very rare. Technocratic 
Devices are more common; these weapons, scanners, portals and 
even vehicles harness technomagick to "operate" on a higher level 
of technology than any mundane item allows. These Devices often 
require special skills to utilize. 

Fetishes are powerful magickal aids for those who know the 
ways of the spirits. Unlike Talismans, fetishes do nor derive their 
power from stored magicks; rather, they conrain spirits who have 
been bound through some means into a material object to perform 
some limited service. Most fetishes have only one power, although 
some have as many as two or three. Because fetishes are actually 
spirits harbored in matter, they often have their own preferences 
and peculiarities. Many consider them more trouble than they are 
worth. 

Conclusion: 
The Continued Quest 

From the time they first Awaken, all mysticks must seek their 
own Path towards further enlightenment and understanding. All 
too often, the neophyte simply prostrates herself at the feet of her 
seemingly-omnipotent teacher and begs for knowledge. She pic­
tures herself a sponge, easily soaking up the wisdom it rook her 
mentor a lifetime (perhaps many lifetimes) to accomplish. Yet 
magicka l enligh tenment cannot be learned secondhand and most 
definitely cannot be learned through another. Wimess the Or­
phans who manage to find their own way through the pitfa lls of 
Awakening. 

What good is a mentor if she cannot simply instruct the new 
mage on how to do to further her undemanding and skill with 
magick? The Verbena often tell their apprentices the fo llowing 
story to explain the mentor's role in aiding the student: 

Imagine you stand now at the brink of a rushing, tTeacherous river 
of great beauty and sudden depths. Only through crossing this river can 
you see the enlightenment you seek, only by crossing can you taste of its 
sweet knowledge. No one else can cross the river for you. Only you can 
take that Path, but your mentor may point out the stones which you can 
step during your journey. The trek may still be treacherous, and it must 
be made alone. But at least by listening to your mentor, you can see the 
correct path. It is stilt up to you co make the journey. 

Chapter Four: The Ways of Magick 

--



Book Two: The Spirit 
TheM~dOne 

how is it, do you think, to have your brain yanked out your nose? 
i sing the embodied scream, tremors gone sallow and wings flown low on 

sweetberry justice. do i confuse you? good. that makes two of us, and only if 
i'm hiding from myself. 

did you think as you saw into my pretty brown eyes that i would 
stand to be wiped from yoLLr porch like a stain of something best left 
hidden? did you think that in some vast comer of my shattered life i 

could even forgive you for leaving me alone to face my scr~ams? 

did you think it wouldn't matter when the pain began? or did 
you think i wouldn't notice? 

how is it, do you 
think, to ~e a salted slug 

dissolving slow enough to hear 
your own skin popple and fizz? did it 

anger you, when the grains fell 
from heaven like a final 

night and melted 
through your flesh 

like razors, or 
did it make 

you happy 
not to 

have to 
deal with me? 



I 

i'm free now, you sec, and i whisper like _giss in 
a comer and cobble up phantoms to tease yotr. . 

how does it feel to be the bad man, to be 
the sad man? 

it doesn't. it doesn't feel at all. 





Rebels learn the rules better than rherule-makersdo. Rebels learn 
where r.he holes are, where the rules can best be breached. Become an 
expert at r.he rules . Then break them with creativity and style. 

- Kristine Kathryn Rusch, The Rules 

Conrlict: Bottle 
Clarissa shook her head; the enemy mage's blow 

n•:::,;:;.~ 1"'""' had left her ears ringing. Kobie grabbed the intruder, 
~!.Ui~~ but droPI>ed him as he felt a searing pain. The man 

turned on Kobie and laughingly reached out 10 take a 
clump of the singer's dreadlocks in his hand. 

"No!" Clarissa screamed, fearfi~l not just for the 
sanctity of their haven but for her mentor's life. She 

-"---:::..___. pulled the gun from her purse-a weapon she seldom 
drew, much less used - andquickly fired three shots. The bullets went 
tvide, ricocheting off the ext>osed sreel beams of the warehouse, flying 
wildly ar first, then sutldenLy striking rhe intruder's back. Screaming in 
pain, he released Kobie, who stood and seized rite man's neck in an iron 
grip. 

"Give me one good reason why I shouldn't snap your goddamn 
neck, death mage." He shook the man. "Tell me!" 

The mage gave a s.hort, pained laugh, a few drops of blood 
gathering at rhe comer of his mouth. "BecattSe I'm only doing ~vhat I'm 
supposed to do," he said. "Word had gotten out chat you and your lirrle 
chickadee there had been going astray. I just came to see if the rumors 
were true." He coughed. "I'm delighted 10 see that all is well." 

Kobie growled and tightened his grip around the Euthanatos' 
throat. Clarissa's hand on his shoulder stopped him. 

"Let him go, Peter. Please. ]ttSt because we do things differently 
doesn't mean we're right." 

Staring at her, Kobie dropped tl1e mage, who quickly scrambled 
off. Clarissa shuddered as she saw something dark and cold flicker in her 
mentor's eyes. The same warm brown eyes that had once looked at her 
with nothing but the sheer joy of a creator now reflected envy and 
[niStration. 

Chapter Five: Basic Rules 



--

Mage,like basketball, bridge o r Monopoly, is a game. Like all 
games, it has ru les that allow a group of players to share the game 
(hopefully!) without arguing too much aboul what goes on. You 
know the scene- "Bang! Bang! You're dead!" "Am not!'' "Arc 
too!" Arguments gcr in the way of the fun. With Mage, we've 
g•ven you a selection of rules ro play by, co guide your games with 
a~ little arguing as possible. 

These rules arc suggestions for the most part. They govern 
rhe way we like w run our own games, and they reflect the rcxrurc 
of the World of Darkness. To us, the story is more importanLLhan 
charts and statistics. Thus, our rules arc pretty abstract; usc them 
as you see fit. Be warned- the more you abandon the rules, the 
more open to debate your game becomes. Don't feel constrained 
by the systems we offer, but be prepared to get flexible if the rule. 
go out the window. (See Chapter Seven for more about 
Storytelling). 

Rules and Storytellin~ 
I amcured,genrlemen: because I canactlhemadman wperfecrion, 

here; and I doicveryquiecly.l'm only sorry for you rhathave wlive yoa1r 
madness so agiraredly, wirhout knowing it or seeing it. 

- Luigi Pirande llo, Henry IV 

Mage: The Ascension 

P.S.IMrs 

Most games are played to "win" - certain criteria define a 
player o r team as "rhc winner," and the game is over. Storytell ing 
games, however, arc completely different. Once the game starts, it 
keeps going until e ither the srory ends m the players go home. A 
roleplaying story can he a short one, taking only a few hours, a long 
"mini-series" that takes multiple sessions ro complete, or a never­
ending, soap opcralike chronicle that goes on forever. There arc 
no winners o r losers- only players. 

Some players take on the role of characters, modern mages in 
rhis case. Another player, called the Storyteller, sets up the world 
in which those characters exist. Although it may be hard ro tell 
~ometimes, players and Storyteller are not adversaries- they arc 
collaborators. Such "troupes" work together to cobble up an 
imaginary world. 

Storytelling games are a combination of entertainment and 
modern mythology. By entering into an imaginary world, we 
escape from our own world for a while. In sharing this new realm, 
however, we accomplish something more profound- we crcare 
a dream. It's important to remember that rhesestoriesarejust rhat, 
srories, but within that framework, we can move mountain~. 
sometimes literally. In this context, winning and losing seem 
petty. The play, as Shakespeare said, is the thing. 

We've designed these rules to be simple, yet still take the 
variables of this complex setting into account. Usc them as you sec 
fit. 



.....iiiiiiiiiiliiiiiiiliiliiiliiiiiiiliiliiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiii--=--=--== II ~ 
• Your characte r has a certain amount of dots in each of • Time 

T ime is as good a place co start as any. These are five different 
ways tO describe divisions of time in Mage games, progressing from 
the smallest unit to the largest all-encompassing one. 

• Turn - O ne uni t of t ime within a scene, anywhere from 
three seconds to three minutes in length. A turn is enough time to 
take one action (discussed below). 

• Scene - One compact period of action and roleplaying 
that takes place in a single location. A scene takes as few or as 
many wrns as are necessary. 

• Chapter - One independent part of a sto ry, a lmost always 
played in one game session, made up of scenes connected by 
periods of downt ime. 

• Story - A complete tale, with an introduction, buildup 
and climax, that often rakes several chapters ro complete. 

• Chronicle - A whole series of srories connected by the 
lives of the characters and perhaps a broadly conceived theme and 
plot; the ongoing story your troupe creates. 

Dice Rolling 
Mage requ ires a few 10-sided dice, which you can buy in any 

game store. If you're the Storyte ller, you' ll want plenty of dice a ll 
to yourself. Players use fewer d ice. The system we use is a pretty 
simple one. A lthough it seems complicated at first, the basis of 
these rules is simple: 

her Traits (see below). These dots reflect how good she is at certain ~ 
things. When you (or, more precisely, your character) take an 
action, you ro ll one 10-sided die for every dot she has in the Trait 
or T raits she's using. 

• You'll want co roll a certain amount of successes ro 
accomplish things. A success is when you match or exceed a 
difficulty m~mber; this difficulty, which your S to ryteller usually 
tells you, is a number between 1 and 10 which reflects how hard 
the task is. The higher the difficulty, the harder the task. 

• The modifiers may add or subtract from this target -
number or from the amount of dice you ro ll. A + 1 difficulty, -
therefore, adds 1 to the number you must match. Adding one to 
your die pool gives you ano ther one to roll. 

• The more successes you roll , the better your character 
did; if you don't ro ll any, she failed. If you gain negative successes 
(a botch; see below), she screwed up, and may suffer the conse­
quences .... 

That's it. The rest is all variations on this basic idea. 

Actions 
In Storytelling games, players act out their characters' con­

versations and describe that character's actions to the Storyteller. 
An action can be anything from jumping across a gorge to glancing 
back to see if anyone is following. The player simply tells the 
Storyteller what her character is doing and how. 

Many act ions are automatic: walking across the street toward 
the warehouse, for instance. All the Storyte ller needs ro do is keep 
track of where the character is and what she's doing. However, 
certain actions require a dice roll to determine success or failure. 



--

A character's Traits - her innate and learned abilities and 
aptitudes- are defined by dots, or numbers. Each Trait has a 
raring from one to five, which describes rhe character's ability in 
that part icular Trait. One is lousy, and five is superb. 

Consider the normal human range ro run from one to three, 
with two being average. However, some people can have Traits of 
four (exceptional) or five (superb), or even have a zero in a Trait 
(which is extremely rare, bur nor unheard oO. 

x Abysmal 

• Poor 

•• Average 

••• Good 

•••• Exceptional 

••••• Superb 
For each dot your character has in a particular T rair, you get 

to ro ll one d ie. Thus, if you had four dots in Strength, you would 
get to ro ll four dice. If you had one do t in Perception, you would 
only get ro roll one die. However, you a lmost never simply roll the 
number of dice you have in an Attribute (your intrinsic capabili­
ties). Usually you get to add the appropriate Attribute's number of 
dice to the number of dice you have in an Ability, things that you 
know and have learned. 

So if the Storyteller wants the players ro roll to see if they 
notice the patrol car creeping up behind them, he would have 
them ro ll rheir Perception+ Alertness, an Attribute+ an Ability. 
They'd pick up as many dice as they had dots in Perception, and 
then rake as many dice as they had dots in Alertness. 

These dice are called the Dice Pool. This pool is the total 
number of dice a player rolls in a single tum, usually for a single 
action, though a player can divide her Dice Pool if she wants her 
character to perform more than one action. Some Traits (Will­
power and Health Levels, for example) can go up and down during 
a story. The character's permanent rating usually stays rhe same; 
most changes are marked in the squares which represent her 
current rating. A character's Dice Pool is usually based on her 
Trait's permanent rating (the circles), nor its current score (the 
squares). 

Many :=~ctions don'r require or even have an appropriate 
Abil ity. For example, if a player wants to break down a door, he'd 
only use an Attribute (in this case, Strength), rolling the number 
of dice listed for that Attribute. 

There is absolutely no situation in which more than rwo 
Trai ts can combine to form a Dice Pool. Only one Trait can be 
used if it has a potential value of 10; Traits like Willpower can 
never be combined with another Trait. It is generally impossible 
for a normal human being to have more than 10 dice in a Dice 
Pool. 

Finally, a character's ratings in her Spheres are never ro lled. 
Magick is used with other rolls, which are described in Chapter 
Eight. 
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Dirriculties 
()nd Successes 

Now you've got to figure out what you need to look for when 
you roll the dice. The Storyteller will give you a difficulty raring, 
which is the minimum number you need roroll inorderrosucceed. 
A difficulty tS always a number between 2 and 10. You must ro ll 
rhar number or higher on at least one of the dice in your Dice Pool 
to succeed. Each time you do so, it's called a success. If the difficulty 
is a 6 and you roll a 2, 3, 5, 6 aml9, you've scored two successes. 
Though you usually need only one success, the more you score, the 
better you perform. Sconng only one success is considered a 
margina l achievement, whi le three is considered a complete 
success, and five is n momentous event. 

Difficulties 

3 Easy 

4 Routine 

5 Straightforward 

6 Standard 

7 Challenging 

8 Difficult 

9 Extremely Difficu lt 

Degrees of Success 

One Success Marginal 

Two Successes Moderate 

Three Successes Complete 

Four Successes Exceptional 

Five Successes Phenomenal 

The lower rhe difficulty, the easier the task, and vice versa. 
The Storyteller may decide to let some actions slide without a roll 
(an automatic success) if your character's Traits total higher than 
the difficulty itself. 

Though they're nor on the list above, your Storyteller can also 
assign difficulties of 2 or 10. This should be rare; difficulty 2 is 
pathetically easy, and difficul ty I 0 is so damned hard you're more 
likely to screw it up than you are to succeed. Any I Os a player rolls 
are successes, no matter what. Unless rhe Sroryre llersays otherwise, 
the standard difficulty for a particular task is a lways a 6. 

Complications 
It's usually easy to score a single success, even with only one 

or two dice. You have a 75% chance for a marginal success when 
you ro ll only rwo dice on a difficulty of 6. Sounds easy. Of course, 
there a re a few complications for rhe troupes thar want them. If 
your group is heavily into ro leplaying, simple rolls and automatic 
successes are enough. Complications reflect a situation's varia­
tions; using them makes a game out of the scene. 

Botches 
Whenever you roll a "one," it cancels our a success. Remove 

both the success die and the "one" die, and pay them no more heed. 
If you ro ll more "ones" than you do successes, you botch; somesorr 
of disaster occurs. Don't count the "ones" that canceled our 
successes, but if even a single "one" is left after all the successes 
have been canceled, a botch occurs. If there aren't any "ones" or 
successes left, you've simply fai led. 



- Some troupes count extra "ones" as really bad botches -
double botches or even triple ones. This is entirely optional, and 
can get to be a real pain for the players (even if it is amusing 
occasionally ... ). 

Multiple Actions 
c.nd S plittin~ Dice Pools 

If you wanr your mage to do more than one thing in a turn, 
you can e lect to split the Dice Pool between actions. The amount 
of dice you throw behind each action is up to you, but if one pool 
is smaller than the other (a Wits+ Alertness of foUT dice against, 
say, a Dexterity+ Firearms of six), the smaller Dice Pool is used. 

Automc.tic Successes 
Rolling dice all the time gets in the way of ro leplaying. 

During most scenes- especially when we're deeply involved in 
che story - we don't ro ll dice at all , and roleplay without 
interruptions. Automatic successes keep players from making rolls 
fo r actions characters could perform in their sleep. 

Most troupes usually usc a combination of dice rolling and 
auromatic successes. These work like this: if the number of dice 
you have in your Dice Pool is equal roor greater than the difficulty, 
you succeed automatically. It's a marginal victory, just as if you'd 
only rolled one success; sometimes you 'II want to roll anyway to try 
for a more favorable result. But for simple, common actions, 
automatic successes eliminate a lor of wasted rime. The srory is 
what matters, anyway. 

Another twist: a W illpower point (see Chapter Six) can be 
spent to earn an automatic success. You won't want to do this 
often, bur sometimes you' ll need a re liable result. Of course, the 
Willpower only counts for one success per point spent, and once 
Willpower is spent, it's gone for a while. 

Extended Actions 
Simple actions only require one success. Some tasks, called 

extended actions, require more than one success to fully complete. 
You'll need to accumulate three, o r seven, or even 20 successes (on 
rare occasions). 

An extended action allows you to roll over and over on 
subsequent rums in an attempt to collect enough successes ro 
succeed. Say your character is climbing a rree; the Storyteller 
announces that when you ro ll a total of seven successes, she's 
climbed to the top. She'll get there, of course, but the more times 
you ro ll, the more chances your character has to botch and injure 
herself. If she's attempting to climb down the tree because it's on 
fire, the amount of time it takes becomes exceedingly important. 

During an extended action, you can keep trying to obtain 
successes for as long as you want, o r at least until you fail to score 
even one. If you botch, your character may have to start over from 

Action 
Simple 

Extended 

Resisted 

Extended 
& Resisted 

Example 
f irearms, Alermess 

Research, Seduction, Srrong Magicks 

Gambling, Shadowing 

scratch, with no accumulated successes. The Sroryteller may 
decide nor ro let the character try again at all. 

Extended actions are more complicated than simple actions, 
and shouldn' t often be employed in the middle of intense 
roleplaying. As the Storyteller, you decide what type of action is 
called fo r. A licde bit of experience wi ll be your best advisor. 

R..esisted Actions 
Sometimes your efforts will oppose another character's. (The 

obvious example is a rug-of-war, either physical or magickal.) Both 
of you will make rolls, with a difficulty often indicated by some Trait 
of the other character, and the person who scores the most successes 
succeeds. However, you are considered to score only as many 
successes as the amount by which you exceed your opponent's 
successes. The opponent's successes eliminate your own, just as 
"ones'' do. Outstanding successes on resisted actions are both diffi· 
cult and rare. Even ifyouropponenr can't beatyou,shecandiminish 
your effom. On actions that arc both extended and resisted, one of 
the opponentS must collect a certain number of successes in order co 
win. Each success above the opponent's rota! number of successes in 
a single rum is added together. The first opponent to collect the 
designated number of successes wins the contest. 

Teamwork 
Characters can work together to collect successes, most often 

during an extended action. At the discretion of the Storyteller, 
two or more characters can make ro lls separately and combine 
their successes. They may never combine their separate T raits for 
one ro ll , though. Teamwork is effective in some circumstances, 
such as in combat, shadowing prey, collecting informarion and 
repairing devices. During ochers, it can actually be a hindrance; in 
many social actions, it can confuse the subject. 

The chart below may clarify the different types of rolls. 

Try in~ It A~ain 
Failure is frustrating. If you're having trouble with your 

computer and can't figure out the source of the system error, then 
you're in for an angst-ridden time. Mage reflects this frustration by 
increasing the difficulty of any action that is cried again after an 
initial failure. 

Whenever a character attempts an action she previously 
fa iled, the Storyteller has the option of increasing the d ifficu lty of 
the action by one. Consider Randolph, crying to intimidate a club 
bouncer. If his first attempt failed, it's going be harder the second 
time around, so the difficulty is+ 1 greater. If he cries a third time, 
his difficulty is+ 2 greatcr.ln cases like this, though, the Storyteller 
can a )ways rule that he cannot even make another try-how do you 
intimidate someone who just called your bluff? Other examples 
include picking a lock (Strcetwise), scaling a wall (Athletics), and 
remembering a word in a foreign language (Linguistics). 

Description 
One roll completes the task. Once the difficulty is set, 
rhe player rolls his dice. Automatic success is possible. 

The task takes a certain amount of successes to complete. 
Often requires more than one roll. 

Two characters oppose each ocher; both roll and compare their 
successes. The character with rhe most successes wins. 

Like a resisted action, but the winner must fitlst accumulate 
a certain amoum of successes. 

--



In some instances, such as in combat, the Storyteller shouldn't 
invoke this rule. Missing someone with your first shot isn't going 
to fluster you so much that you'll never hit your target. If you miss 
a lot, however, it could get o n your nerves .... 

Other rimes when no£ rouse the rule are: seeing something out 
of the comer of the eye (Alermess) and dodging an arrack (Dodge). 

Examples or R.olls 
Well, that 's it. T hese are the rules. This system for dice is all 

you really need to know in order to play this game. A ll the other 
rules are just clarificatio ns and exceptions. 

Following are some examples of rolls, ro provide you with some 
ideas on how to incorporate these rules into your ro leplaying. Please 
note rha r each Attribute can work with each Ability, so there are 
many different rolls that can be made. Admittedly, you won't have 
to roll Stamina+ Computer often , bur it might come up (especially 
if you're pulling late nights to make a deadline). Common activities 
are given in more derail in the Drama chapter. 

• You're [Tying ro concentrate on reading a passage in a book, 
but there's a lot of no ise and commotion in the hall outs ide. Roll 
Perception + Meditation (difficu lt)• 7). You need ro collect 10 
successes to complete the selection. 

• You threaten the young maJ1 by trying ro lift him up by h is 
collar. Ro ll S trength + Intimidation (difficulty 8). 

• An opponent of yours is winning polit ical support from 
o thers in the T radirion; his carefully chosen words are making your 
ideas look foolish. Ro ll Manipulat ion + Etiquette (difficulty 8 ) to 

minimize the damage ro your repmation . 

• You want ro break down the metal door that was just 
slammed in your face. You need to ro ll S trength (difficulty 8). You 
must accumulate six successes in order to break it open enough to 
slip through. 

• You rry to slip our of your handcuffs. Ro ll Dexterity + 
Srreetwise (difficulty 10). 

• After being questioned for hours, roll Stamina + Expres­
sion to see if you can successfully mainta in your srory (difficulty 8 ). 
Five successes completely convinces your inrerrogarors. 

• T he mob before you is hostile, bur also friend less and in 
trouble. Roll Charisma+ Leadership (difficu lty 8) to see if you can 
find a way to lead them fro m peril. You need to collect at least five 
successes before they'll truly trust you. 

• How long can you rema in motionless in t he bushes as the 
rwo guards chat for hours on end ? Roll Stamina +Stealth (diffi­
culty 7). 

• There's something strange about the way the two old men 
are playing cards. Ro ll Perception + Enigmas (difficulty 9) ro see 
if your character can fathom the odd pattern formed by the cards. 

• How flawlessly do you conduct yourself at rhe Chantry 
formal dinner? Ro ll Dexterity+ Etiquette (difficulty 8). 

• By showing off your moves, you try to convince your 
opponent to back off. Roll Manipulation + Brawl (difficulty 6). 
Three successes will cause him to pause for a turn, but you can try 
t his act ion on ly once ... 

• What language is she speaking? Ro ll Inte ll igence + Lin­
guistics to ascertain (difficulty 6) . 

• Suddenly, a man pushes a crate out of rhe van you've been 
chasing - ro ll Wits + Drive to see if you can avoid hitting it 
(difficulty 6) . 



The Golden Rule 
Logic must take care of itself. 

_ Ludwig Wittgenstein h " 
. I one real rule in Mage: there are no rules. The story is the thing. Fas ton 

Remember that in the end there IS on y . tl en ignore or change them. In the end, the 
d . b if the rules get tn your way, 1 I d d h 

this game into whatever you nee It to e- db les· it takes storytelling and imagination to do rhar. n ee , t .ese 
complexity of the real world cannot be ca~ture Y ru d , f se abuse ignore or change them as you wish. 
rules are not so much rules as they arc guldelmes, an you are ree to u ' ' ' 

Game Terms 
Ability: AT rair that describes what a charac­

ter knows and has learned, rather than what she is. 
Abilities are Traits such as Intimidation, Firearms 
and Cosmology. 

Action: An action is the performance of a 
consciously willed physical, social or mental acriv· 
ity. When a player announces that his character is 
doing something, he is taking an act ion. 

Advantages: A catch-all category that de­
scribes the magickal Spheres and Backgrounds of 

a character. 

A rete: This importantTraitdescribes the understanding and 
strength of your enlightened will (sec Chapter Six). 

Attribute: A Trait that describes a character's inherent 
aptitudes. Attributes are such things as Strength, Charisma and 
Intelligence. 

Botch : A disastrous failure, indicated by rolling more "ones" 
than successes on the 10-sided dice rolled for an action. 

Character: Each player creates a character, an individual she 
roleplays over the course of the chronicle. 

Dice Pool: This describes the dice you have in your hand 
after adding together your different Traits. It is the maximum 
number of dice you can roll in one turn, though you can divide 
these dice between different actions. 

Difficulty: A number from 2 to 10, measuring the difficulty 
of an action a character takes. The player needs to roll that number 
or higher on at least one of the dice rolled. For clarity, difficulties 
are always indicated by a numeral, rather than a word. 

Downtime: Time spent between scenes, when no roleplaying 
is done and turns are not used. Players might take actions, and the 
Storyteller might give some descriptions, but generally time passes 
quickly. 

Effect: A magickal action, i.e., a Life 3 Effect. 

Extended Action: An action that requires a certain number 
of successes for the character ro actually succeed. 

Health: A measure of a character's injuries or health. 
Paradox: A mage's headache Trait; Paradox increases when 

he uses magick that noticeably contradicts the prevailing reality. 

Points: The temporary scores of Traits such as Willpower, 
Quintessence and Health; the squares, not the circles. 

Quintessence: The truest energy of the universe. The amount 
of it a mage possesses is measured by the Trait of the same name. 

Rating: A number describing the permanent value of a Trait; 
most often a number from one to five, though sometimes a number 
from one to l 0. 

Refresh: When points are regained in a Dice Pool, it is said 
that they are being "refreshed." The number of points regained is 
the refresh rare. 

Resisted Action: An action that two different characters 
take against each other. Both compare their number of successes 
and the character with the most wins. 

Scene: A single episode of the story; a time when and place 
where actions and events take place moment by moment. A scene 
is often a dramatic high point of the story. 

Simple Action: An action that requires the player to score 
only one success to succeed, though more successes indicate a 
better job or result. 

Spheres: The nine divisions of magick that rate the aspects 
of reality a mage understands and manipulates. 

Storyteller: The person who creates and guides the story by 
assuming the roles of all characters not taken by the players and 
determining all events beyond the players' control. 

System: A specific set of complications used in a certain 
situation; rules to help guide the rolling of dice to create dramatic 
action. 

T rait: A Trait is any Attribute, Abil ity, Advantage or other 
character index that can be described as a number ( in terms of 
dots). 

Troupe: The group of players, including the Storyteller, who 
play Mage - usually on a regular basis. 

Willpower: O ne of the most important Traits, measuring the 
self-confidence and internal control of a character. However, 
Willpower works differently from most Traits- it is usually used 
up, rather than rolled. 

Chapter Five: Basic Rules 





-

Strangeness is always bmh attractive and repellent. .. A character who is familiar and unsurprising seems 
comfortable, believable - bw nOt parcicuklrly imeresting. A character who is unfamiliar and strange is at once 
auracuve and repulsive, making the reader a little wrious and a liule afraid. We may be drawn into the srory, curious 
to learn .more, yet que will also feel a ringle of suspense, rhar tension rhar comes from the earliest stages of fear, the 
uncerramry of not knowmg what this person will do, nor knowing if we're m danger or nor. 

- Orson Scon CarJ, Characters and View/)Omt 

Peter's Tempt"tion 
Peter Kobie tossed and rumed on squeat-damp­

ened :.heers. His dreams rook him pklces he didn' r wanr 
to go. showed him things he didn't want to see. In his 
mmd, he sat again in his favorite grove, an orchard of 
flowered apple trees swaying in a light spring breeze. 
Blossoms had been falling chen wo, when he'd seen 
Cwrissa for the first rime ... 

"And you thought Face had smiled kindly on 
you," murmured a female voice from rhe trees. Kobie looked up to see 
a familiar woman with long dark hair, clad in a loose rrans/)Orenr robe 
tualking slowly cowards him. "You'd hoped for one like her. Yo11'd 
/>rayed for a swdent to Awaken, co share your passion, to share your 
knowledge. And you gor exactly what you asked for." 

"Yes," Peter whispered, the qvords hard co form. "Yes, I wan red 
her, 1 wanted to teach her, and ... and show her the true path . Bur. .. " 

"But now rhe swdem far outshines her master," replied rhe 
woman, coming over 10 stroke his long ha1rwilh her fingers. "Berter be 
careful tuhat you w1sh for. You JUSI may get 11." 

Peter struggled for rile right words. "She knows things I cannot 
unders tand. Why? Why can she see when I cannot?" His voice rose in 
frustration and mounting fury. 

"She's l1ke a festering WOI4nd in your side, is she not? Every time 
you meet her, you see yo11r own teachings turned into her v1ctones, 
corrupted into her images. I wonder why you pw up wrrh such 
insolence," sighed the woman. 

"I. .. I still care for her," said Peter. "I rake pride in that she has 
taken what she has learned and used it." 

"Really?" she asked. "Then why do you rage? Why does your 
hatred bum m you?" Her hands touched h1s chesr. "Purge it. Seek our 
your P•1pil. And show her one final lesson. Show her that you will always 
be the master and she rhe swdenr. You want 10 do chis. Consider it. .. 
the ulcimare experience, the one you have always sought." Laughing, 
she pulled away, leaving Peter Kobie 10 wake up instantly, a bit ter tasre 
in his mouth, and hatred burning against his favorite student, one who 
had surpassed him. 

Chapter Six: Character Creation 
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II ______ _ 
Character Creation 

/ tllink I'll be a reddy boy, I rllink I' Ll be a hunk 
/ chink I'll be a tough guy and / chink I'll be a punk 
- Oingo Boingo, "Who Do You Wam To Be" 

Mages, in the World of Darkness, arc not just 
"magic users"; they are Awakened beings. A mage 
is an artist and architect. A Mage character, there· 
fo re, should be an interesting person, not a 
spell-slinging machine. 

Character creation in Mage begins with an 
idea of who you want your character to be. This 

can be a simple phrase or a long and derailed description. From 
rhat first idea, choose the abilities and characteristics that de· 
scribe your character in terms of the game rules This chapter 
should help you do both. 

Building Your Mage 
Character creation usually works through a simple step-by· 

step process. Each step covers certain aspects of your mage. The 
chart on pages 138- 139 runs through each aspect and includes the 
point costs for each item. The "Traits" section, following, de· 
scribes those various aspects in more detail. In brief, the steps of 
character creation are as fo llows: 

Step One: Concept 
Character creation is like sculpture; you go from broad descrip· 

tions ("computer geek") to specific derails ("Michelle Willard, 
postgraduate at the University of Chicago, Computer Sciences 
department, withdrawn youth who uses the anonymity of the Internet 
to create a dynamic and forceful persona named Winterwitch"). To 
scan with, decide what your character was like as a S leeper and whar 
Awakened her. In some cases, your character may begin the chronicle 
as a Sleeper and Awaken during the course of the story. 

• Some archetypal concepts can be found on the Character 
Creation chart. For a quick and simple character, pick a concept 
that sounds appealing and build your character from there. Feel 
free ro d isregard the list alrogether and create your own concept. 

• A pivO£al aspect of any Mage character is his Tradition, his 
magickal "school of thought." Your character's Tradition should 
reflect his nature, and will affect the abilities and resources he has 
available. Nor every mage, of course, joins the Council's ranks; for 
now, however, let's just say "Tradition." 

• Your character's Essence is a description of his Avatar- his 
magickal inner self - which may he lp determine h is Path to 

Ascension. For game purposes, it means little; it is a roleplaying 
mol, a handle on the personality of that inner self. (See Chapter 
T wo for more details.) 

• Each character has personality arcllerypes- a Nawre and a 
Demeanor- which sum up the inner reality and outward mask of 
her personaliry. While Nature and Demeanor are often the same 
(or at least similar), they could be wildly different. The character 

her behavior. During the course of the game, rhe ways in which she 
regains spent Willpower points often depend on her Nature. 

The character's Demeanor is rhe personality she projects to 
the ourside world. While her behavior will vary widely from 
situation to situation, the Demeanor you choose will be the basic 
persona she uses in most situations. 

These archetypes are designed as springboards for determin· 
ing how the character acts. Cheshire Car's Demeanor, for example, 
is Rebel. Using Lhis, C heshire's player can assume he doesn't 
respond well to authority figures or established social norms. 

Step Two: Attributes 
Attributes arc numerical abstractions of a character's abilities 

in certain areas. In everyday life we might say that a person is very 
strong, unusually charming or dumb as a brick. In the framework of 
the game, however, each person's Attributes are rated on a scale of 
one to five and represented by dots: • is abysmal, • • • is on the 
higher side of average, and • • • • • is wonderful. Characrers srart 
our with a rating of • in each Attribute. You may then improve 
them by spending Attribute Points. 

Attributes come in rhree areas: Physical, Social and Mencal. Mage 
assumes that each character has one area in which he's particularly 
strong (primary), one in which he's pretty average (secondary), and 
one where he's weak (tertiary). You ger to spend seven Attribute 
Points in one area of your choice, five points in the second area and 
three in your character's weakest area. Within each group, you may 
spend your points as you see fir, purring the balance of the points on 
one Attribute and leaving others at one, spreading them evenly or 
whatever. If one or two Attributes end up lower than you want rhem 
to be, you may improve them later with freebie points or experience. 

Your character's Concept, Essence or Tradition may suggest 
the placement of Attribute points - a member of the Virtual 
Adepts would probably have very strong Mental Attributes, while 
a folk-singing member of the Cult of Ecstasy might have Social as 
her primary Attribute category. 

Step Three: Abilities 
Abilities represent th ings your characte r knows. While At· 

tributes are the building blocks a character has always had, Abilities 
are things she's picked up a long the way. Talents are things the 
character is innately good at, like singing or scaring people. Skills 
are things she had w learn by doing, like meditation or sword 
fighting. Things she had to srudy, like medicine or computer 
programming, are Knowledgcs. 

Like Attributes, Abili ties are rated from • to • • • • • . Abili · 
ties, however, start our with a raring of zero, indicating that the 
character has no knowledge of that Ability. (Someone who's never 
used a computer, say, will have a Computer Knowledge of zero.) 

-·m:w.t:lOt;.elU!Il be aware of this d ifference. A list o f archetypes follows 

Like Attributes, your character's Abilities will be divided 
into strong, average and weak areas. You may spend 13 points in 
your character's strongest a rea, nine points in rhe middle area and 
seven poims in her weakest area. Within each area, those points 
may be distributed as you see fir- to a degree. pter, though you may creaLe your own. 

ll!tt " ro•rtt•r·• Nature is closely related to her Essence. It 
lc!!ibelim~~r view and basic beliefs about the world, and shapes 

No Abili ry can start with a rating higher than three. These 
ratings may be improved later with freebie points, but are limited 
to three or less during your initial point spending. 



Step Four: Advc.ntc.ges 
Advantages are unique resources or special abili t ies. They're 

nor prioritized the way Attributes and Abilities are; you only have 
a set number of points co spend in each Advantage category. As 
usual, Advantages are raced • co • • • • • . Freebie points may be 
spent here like anywhere e lse. 

• There are two types of Advantages: Backgrounds and 
Spheres. Backgrounds represent items, people or other resources 
the character can call on during the course of the story. C haracters 
get seven Background points co start with. 

• Spheres are aspects of reality which a mage learns about co 
use her magick. Your character's rating in a Sphere represents how 
well she understands and manipulates that particular element. 
Each character begins with one point in the Sphere associated with 
her Tradition. Hollow Ones and other Orphans may place that 
point in the Sphere of their choice. The character may not have 
a rating in any Sphere higher than her Arete rating (which also 
begins at • , though freeb ie points may raise it), and may not begin 
with any Sphere rating higher than • • • . 

• Most mages have foci, or magickal cools, which they employ 
in their Arts. Not every mage will have a different focus for each 
Sphere, but most wi lL Each new mystick must begin with one focus, 
of your choosing, per Sphere. As he progresses, he may abandon one 
focus per point of A rete over the first (one at A rete 2, two at Arete 
3, etc.) if you want him to. These tools are nor rated by dots, but will 
make a difference in the way your mage uses his Spheres. 

The "Traditions" listings given later in this chapter offer many 
common types of foci. The "Storytelling Magick" section in Chap­
ter Eight offers many suggested foci and magickal style hints. 

Step Five: Finishing Touches 
These final features cover the most personal aspects of your 

character- the ones that will grow through time to transform a 
talented novice into a Master. 

• A rete measures the mage's enlightened strength of wilL A 
combination of confidence, understanding, wisdom and raw power, 
Arete is what makes a mage a mage. 

Each Awakened character begins with one point of Arete; 
this score may be raised with freebie points. We recommend that 
new characters start the game with an A rete no higher than three. 
Each Sphere the mage possesses must be lower than or equal to 
that character's Arete - no higher. A rete is unusual, in that it is 
rated from one to I 0, rather than one to five. 

• The Willpower Trait rates a mage's self-controL Like Arete, 
Willpower runs from 1 to 10. The circles which represent the character's 
Willpower rating show her maximum Willpower, while the boxes 
indicate her current Willpower (these points are spent and regained 
during the course of the story). Willpower begins with five points, and 
may be improved ar the cost of one point per freebie point spent. 

• Quintessence represents the amount of "stored" magickal 
energy the mage has at any given moment. Paradox represents how 
large a strain he has recendy placed on the fabric of reality. Your 
character begins with no Paradox at a ll and a Quintessence rating 
equal to his Avatar rating. Quintessence may be raised with 
freebie points; no one wants to ra ise his Paradox! 

• You may now spend 15 freebie points wherever you like. Keep 
in mind that this isn't very many considering the cost of various 
different Traits (see the Freebie Points chart) - be careful how 
you spend your points. A lso, remember when raising Spheres that 
they have a maximum beginning value of the character's A rete or 
three, whichever is less.Freebie points cannot buy new dors in 
anything. They may only raise whar was already purchased. 

Chapter Six: Character Creation 
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Once the math is done, the character still needs the small 
details that make for convincing fiction: 

Appearance 
A character's appearance is an important factor in how she 

re lates to others. It's a sad but true fact that unattractive people 
have a harder time in social settings than plain people do and that 
attractive people have it easier all around. While your character's 
Appearance Trait will determine whether or not she is attractive, 
it doesn 't say what it is that makes her attractive. The more 
specific you can make the character's appearance, the easier she 
wi ll be to visualize. Thus, instead of, "She's pretty," you might say, 
"She's five foot ten, with luxuriant curly dark hair which cascades 
around her large, dark eyes and prominent cheekbones. She 
always looks straight at whomever she's addressing with an intense 
gaze, and always seems to be smiling at some very private joke." 

M agickal Style and Foci 
Belief is central to a mage's power; through it, she focuses her 

will. A mystick's paradigm shapes the magick she casts and her 
personality as well. Thus, it's important to figure out just what your 
mage believes in. 

Is she a fo llower of the Goddess? A holy sister? A metaphysi­
cian or enlightened scientist? Did she learn her Art during a short 
visionquest or over a long apprenticeship to a Hermetic Master? 
The answer will influence the way she casts her magick and the 
foci, or tools, she uses to do it. (See "Advantages," above, and 
"Sphere Affinities," page 226.) 

In the beginning, every mystick believes that some practice 
a llows him to alter reality. This paradigm dictates which tools he 
uses when he casts his Art. As he progresses, the sorcerer may fall 
away from that original paradigm, or he may grow stronger in his 
faith. Either way, he begins with a belief in something. When you 
build your character, decide how he believes magick works and 
what he feels he must do to use it. 

Your character may speciaLize in any Trait in which she has 
four or more dots. This reflects something she is especially good at 
within that general category. Someone with Medicine 4 might 
choose "Brain Surgery" as her specialty. 

Specialties add depth to your character's Attributes and 
Abilities; they also may add a bonus to her Dice Pool. If you roll 
a 10 on her specialized Trait, you can re-roll that die. (See 
"Specialties" in the "Traits" section for further details.) 

Equipment 
Unless the Storyteller specifies otherwise, assume your char­

acter has whatever ordina ry equipment she might reasonably 
have. A private detective probably has his license and a gun or 
two, while a computer programmer might have a laptop or a large 
desktop computer. Ordinary items can also be magickal foci (see 
Chapter Eight), so long as they don't enhance the character's 
abilities. Magickal equipment must be purchased with the Talis­
man Background. 

Mage: The Ascension 

Quirks 
Quirks are litde deta ils about the character that give her 

flavor. They can be anything, from a preference toward wearing 
black to the habit of saying, "Bite me, it's fun." Someone with a 
handful of strong quirks wi ll be easy and fun to play, and will also 
give the Storytelle r a handle to play up interactions with. ("Say, 
that's an interesting tattoo you've got there ... ") 

M otivations 
If you haven't done so already, give some thought ro what 

motivates your character- what does she want out of life, and 
why! What made her study magick? Why does she hate authority? 
Motivation can be something vague, like innate curiosity, or it can 
be very spec ific: your character wants to destroy the T echnocracy 
because a HIT Mark killed her sister. 

The character can also have numerous, perhaps contradic­
tory, motivations, but be careful - a complex character can 
become a basket case if she has wo many goals. Eventually, her 
focus may shift from achieving her goals to simply containing all 
her neuroses, and the concept will collapse under its own weight. 

A strong character has one overriding goal, reflected by (or 
determined by?) her Essence, in addition to several smaller goals. 
Sister Beulah's main goal (Pattern) is likely to be doing God's wi ll , 
which breaks into the secondary categories of protecting the 
innocent and fighting the Nephandi. Khozan, on the other hand, 
wants to learn all the magick he can (Questing). However, as a 
dedicated member of the Order of Hermes, he also wants to destroy 
the T echnocracy. When he discovers that Technomancers use 
just as much magick as he does (albeit in a different form), he'll 
have quite a dilemma on his hands. Should he destroy the threat 
to his reali ty, or should he learn their magick and see how it's 
compatible with his own ? Perhaps there's an entirely different 
structure to magick than the one he's been taught all his life ... ? 

Mundane Identity 
The Awakened are not super-heroes, but like them, they 

must balance unbelievable power against their humanity. Mages 
are mortal - they still have families and friends from before their 
Awakening, and will want to cultivate more. Who wants to live in 
a Chantry all his life? 

Sleeper society is difficult to cope with. If your fellow humans 
knew what you were, they would either worship you or kill you, 
and probably both. All the same, your character will want to have 
some way in which she still lives in the mundane world, if only for 
a while. Does she do magic tricks to cover her power! Is she a 
missionary who performs the occasional miracle! Does she lie low 
and lead a double life, or avoid mundanes completely? 

Experience Points 
Obviously, you will not be given experience points at this 

stage. As your character progresses, however, she will gain new 
points to spend on raising her Traits. This process is covered in 
depth in Chapter Nine, but bears noting now. 
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Sample Character Creation 

John is creating a Mage character for a new 
chronicle. Wendy, the Storyteller, informs him 
that her chronicle will involve a great deal of 
material from the Digital Web (cyberspace) supple­
ment and that the T echnocracy is going to be one 
of the story's major antagonists. Although a Virtual 
Adept is the obvious choice, John decides to twist 

_..~ ........ ..-• . ~ the idea to make a more interesting character. 

Concept 
John startS with the basic idea of a Virtual Adept character, 

but wants to play someone who's more of a maverick. Even the 
Virtual AdeptS are too organi:r.ed for the type of character he's 
thinking of. He chooses the OutSider Concept and decides that his 
character Awakened on his own and was approached by the 
Virtual Adepts, but rejected them. 

This also determines his Tradition, or lack of one. John decides 
that his character is an Orphan, a self-imposed exile from the wheels­
within-wheels magickal society. This character is someone who likes 
to sneak about on the Web, going in back doors and making his living 
by breaking imo networks or hiring himself out to make networks 
unbreakable. The character uses the pseudonym "Cheshire Cat." 

Looking at the Essences, john decides that Cheshire has a 
Dynamic Essence, but that Cheshire doesn't yet know what his 
eventual goal will be, other than preservation of the Web. Cheshire's 
Nature is an Architect- he really wants to create something that 
will endure, and for him that something is the Web. However, his 
Demeanor is a Rebel. He is as contemptuous ofTradition mages as 
he is ofTechnomancers, though he will ally himself with anyone 
who will help preserve the Web. 

Attributes 
• John wants Cheshire to be a mad thinker. He comes up with 

detailed plans and intricate schemes, so john makes his Mental 
Attributes primary. He decides that C heshire also has a very strong 
personality, so his Social Attributes become secondary. Since 
C heshire spends a lot of his time in front of a computer rather than 
exercising, his Physical Attributes are his weakest. 

• Cheshire has seven dots for his Menta l Attributes. He's 
very smart, able to memorize tons of information about computer 
types, programs and so on, and can quickly decide on a course of 
action once he has all the information he needs, but he getS so 
wrapped up in what he's doing at any given moment that he 
sometimes misses what's going on around him. Therefore john 
only putS one point on Perception, giving it a value of two dots, 
and divides the remaining six pointS evenly between Intelligence 
and Wits, giving them values of four dotS each. 

• Cheshire has five dots fo r his Social Attributes. John 
decides that he's not especially at tractive - in fact, h is appear­
ance is rather forgettable. But he's not ugly e ither, so he gets one 
point in Appearance, for a value of rwo dots. However, since 
Cheshire is a tricky person, conning people when necessary for his 
latest scheme, he gets three points for Manipulation, giving it a 
value of four dms. He puts his last point on Charisma, giving it a 
value of two dotS. Unfortunately, john pictured Cheshire having 
more force of presence than that, and marks Charisma so he will 
remember ro come back and raise it with freebie pointS. 

• Cheshire has only three dots for his Physical Attributes. 
John decides that they should all be roughly average, with none of 
them better or deficient, so he distributes the three points evenly, 
giving all of Cheshire's Physical Attributes a value of two dots. 

Abilities 
T o figure out Cheshire's primary, secondary and tertiary 

Abilities, John goes through the character sheet and finds that 
while they're fairly evenly distributed among the groups, the 
c ritical ones are in Knowledges. He makes that one his primary 
group. Talents seem the next most important, followed by Skills. 

• Since Cheshire is a world-class computer nerd, the first three 
points of his 13 for Knowledges go straight to Computer (he decides 
to buy a fourth with freebies later and choose "Networks" as his 
specialty). Since John pictures Cheshire enjoying the intellectual 
puzzle of security systems, he puts three more points in Enigmas. 
Because Cheshire spends his time finding hidden and obscure data, he 
puts an additional three points into Investigation. Figuring Cheshire 
needs to know which laws he's breaking, John puts one point there. 
For his last three points, John decides to put one point in Lore to 
reflect Cheshire's incidental learning and two points in Science to 
indicate that he has a basic knowledge of the physics and chemistry 
involved in working on computers at the level of electrons. 

• John hasninepointsforCheshire'sTalentsand immediately 
puts three each into Streetwise and Subterfuge, skills basic to his 
character. He also decides that Cheshire has occasionally been 
found in places he wasn't supposed to be and had to dodge gunfire 
to get out; he takes two dots in Dodge and one in Alermess. 

• The five points John has for Cheshire's Skills will be 
nowhere near enough and that "freebie points" will be spent here 
in a big way. For starters, however, he knows that Cheshire should 
have a minimum of three dots in Stealth, one dot in Research, and 
one in Technology. 

Advanta~es 
For his seven points of Backgrounds, John decides that Cheshire 

has "Cheshire's Commandos," a small organization working for him, 
and puts four points in All ies. He tells the Storyteller a few basic ideas 
about the organization- that all of the members are Orphans or 
Virtual Adepts of minor magickal ability who specialize in security 
- and lets the Storyteller come up with the rest. Since any mage 
worth his salt has a close bond with his Avatar, John puts one point 
there. He spends his sixth point to get a dot in Library, indicating the 
stacks and stacks of manuals that clutter up his apartment, and his 
last point for one dot in Mentor. His original computer sciences 
insrn1ctor, known on the Web as "fuzzbusrer®vadept.com," is a 
Virtual Adept who's not officially supposed to help Cheshire (since 
he snubbed the Adepts), but would if there were a real emergency. 

--

Since Cheshire is an Orphan, he does not have to place a 
point according to any Tradition. S ince he has had some Virtual 
Adept training, however, and lurks in "their" cyberworld, he 
decides to take their Sphere, Correspondence, as hillre\vn::-:::iinoe-­
he doesn't expect to have the freebie points nP<'Ps.•mnllm 

Arete, having more than one point in any 
pointless, so he decides to use the remaining five nn'inTiHBrni~•· 

each in Entropy, Forces, Matter, Mind and Prime. 



~ 
~ Finishing Touches . . . 

Cheshire's Willpower is ftve, hts Qumtessence ts one, and hts 
Paradox is zero. He now decides to spend his freebie points. He goes 
back and spends five to raise his Charisma ro three dots. He spends 
four points to raise his Research up to three dots, two points to ra ise 
his Technology to two dots and two more points to give him thar 
additional dot in Computers. He has two freebie points left, which 
he puts on Willpower to give him a rating of seven dots. There are 
several Abilities that John feels Cheshire should be better at, but 
unfornmately there just aren't enough points, so he'll have to wait 

- until Cheshire gains some experience. - John fleshes Cheshire's character out now by coming up with 
a history and personality for him. He scam by giving Cheshire's 
real name as Chester Katzenbe rg, a computer security specialist in 
his late 20s. Chester was always something of an outcast during his 
youth, being more interested in playing with a Commodore 64 
than with a football. In college, however, his ta lent with com put· 
ers really blossomed. On a frozen winter night over Christmas 
break, while everyone else was out of town and Chester had the 
college computer to h imself, he found his way on to the Digital 
Web and gradually came to the realization that there was a lot 
more there than what he saw on the surface. At 2:05 a.m. on 
Christmas Day, he suddenly understood. 

By New Years' Day, he had e-mai l from a ll over the world, 
people he'd never heard of te lling him things he didn't particularly 
want to hear. The one person he heard from that he was interested 
in talking to, his old instructor "Fuzzbuster," tried to get him to 
join what at first sounded like some sort of lunatic cyberspace· 
worshipping cult involved in some bizarre cosmic turf war with a 
larger lunatic technology-in-general-worshipping cult. This turf 
war was tearing apart the Web and destroying what Cheshire saw 
as a great opportunity for opening communications with all 
humanity. Cheshire came to the conclusion that they were all 
crackers and told them all in explicit terms what they could all go 
do with themselves. 

Cheshire now spends most of his time in the Web, where he 
has found others who believe as he does, that the "Ascension War" 
has less to do with the nature of reali ty than it does with generations 
of "us vs. them," and who want nothing to do with any of it. He's 
heard the arguments ofbQ[h T echnomancers and Tradition mages, 
and believes that neither Path will lead to Ascension because the 
universe does not Ascend, only people within it. Cheshire feels that 
the constant conflict between the Tech nos and the Traditionalists 
is more like ly to end up in the destruction of everything and seeks 
a way to prevent that from happening. 

The Prelude 
&11111111 Ah ... ! What's happening? 

Er, excuse me, who am I? 
Hello? 
Why am I here? What's my purpose in life? 
Wltat do I mean by who am I? 
Calm down, get a grip now ... oh! this is an interesting 
sensation ... 

-Sperm whale, The Hitchhiker's Guide co the 
Galaxy 

The prelude is your character's introduction to the chronicle, 
combining back history, personal details and the Awakening 
itself. A short game session (or portion of a game session) which 
the Storyteller and the player play out one-on-one, the prelude 
gives both player and character some sense of belonging in the 
magickal world. 

During your prelude, you may want to go through one or two 
typical scenes in the character's mundan e pre-Awakening life to 
contrast Sleeper existence with the bizarre and wonder-filled life 
of a mage. He may encounter the fringes of the world he will soon 
enter: a frighteningly lucid dream, flashbacks co a previous life, an 
odd encounter with a tattered bum who speaks in Latin or a 
chillingly dedicated "government agent" asking uncomfortable 
questions. 

During the course of the prelude, you may find that some of 
your initial choices weren't righ t for the character as developed 
once he was played. In this case, feel free 'to change them as long 
as it doesn't affect the final cost of your character. Unless the 
Storyteller grants you permission (unlikely!), you can't have extra 
freebie points, to re-figure your mage, though she may grant you an 
experience point or two at her option. 
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Character Questions 
The more details you work out before (or during) the prelude, 

the more depth your character will have once the game really 
begins. S uch details may seem trivial now, but can tum a listofdors 
and statistics into an Awakened O ne. Though they barely scratch 
the surface of potential details, the following questions might, if 
nothing else, give you food for thought while conceiving or 
constructing your mage. 

• H ow O ld Are You? 

How old is your character? How long has he studied magick? 
Does your appearance reflect your age? What events were significant 
to your character? If the chronicle takes place in 1996 and the 
character is 25 years old, even ts like the Vietnam War won't have as 
much direct effect on his personality as the falling of the Berlin Wall 
or the death of Kurt Cobain. On the other hand, if the character is 
40 years old, Vietnam will have been a major influence on h is life. 

• When Did You Not ice That You Were ... Different? 

Most mages have strange childhoods with unexplainable 
occurrences or bizarre coincidences. These events might have 
gone unnoticed or may have had tremendous consequences. A 
happy childhood may instill one mage with a sense of duty to other 
people less fortu nate, while another who spent her childhood as an 
outcast may still have trouble relating to others. 

• H ow Did You Come By Your Abilities? 

No one appears from nowhere, complete with skills and a 
place in society. Who were you? Where did you grow up? How did 
you learn what you know?Thisquestion suggests ways to give your 
mage more depth. If nothing else, it may offer your Storyteller a few 
plot threads to weave into her chronicle. 



- • Who Is Important to You? 

No man is an island; the imporram people in your character's 
life say a lm about him o r her and offer an endless stream of story 
possibilities. Does he have a 1m of superficial buddies or a small 
circle of dghrly-knit friends? How does he get along wirh his 
fami ly? Does he even have one?Doanyof these people know about 
his ability to shake the pi llars of I leaven? How do they react ro it? 
l lRs his Awakening d riven him away from a ll the people who once 
were important to him? If so, who's important to him now? Docs 
he ever try to regain those losr rel:ltionships? 

• When Did You First Encounter Magick? 

Humans have a grear capac1ry to ignore or discount things 
rhar don't fit their model of what the world should be. What event 
overcame your character's abi lity tt) do this? How did she learn 
that there were mysteries that couldn't be solved? How did she 
react? Was she afraid? Was she ecsuHic? Did she go power-hungry 
or have a nervous breakdown? 

On the orher hand, it's possible that the character simply 
never lost the childlike ability w believe in anything, even when 
other people to ld her it wasn't true. Mages with a Primordia l 
Ssence are often like this. 

• Who Was Your Mentor? 

Mages of the Traditions usually begin wirh some kind of 
mentor, even if he's no longer around. I low did your character 
meet th1s person? Did you seek h1m out? Did he seek you out? Was 
he kindly or harsh? Did he explain everything, or simply ask you 
questions and watch you rry ro figure out the answers? 

A memor can act as rhe character's reacher, parent, o lder 
sibling or any combination thereof, and has probably been a major 
force in the shaping of the character's personality. 

• How Did You Meet the Othe rs in Your Cabal? 

The cabal usually refers to the other players' characters. How 
you mer them and inreract with them will have major effects on 
the chronicle. Cheshire, for example, has difficulty interacting 
With T rad•tion mages on a regular basis unless they're concerned 
with more than wasting Technocrats. A good way for him to meet 
one of them, then, would be for him to come upon them trying w 
prevent some catastrophe in the Web, or for one of rhem co rescue 
him from a Nephandi arrack. 

• Do You Main tain a Mundane Life? 

Do you have a "secret idenrit y?" Do you continue w interact 
with Sleepers, hiding the supernatura l aspects of your existence, or 
have you left your o ld life behind? Some of this will depend upon 
the course of your chronicle - after a ll, if you go to a parallel 
dimension for 10 minutes and come out ro the year 2015, it will be 
rather d1fficult to pick up your mundane life .... 

The Cabal 
Once you've gone through the prelude and learned a little 

about the other players' c haracters, get the troupe together to 

answer some basic quest ions about the cabal. 

• Where Do They Meet? 

This depends on the chron icle. Does the cabal have a single 
place they use as a headquarters/ Do they share a house or have 
4uancrs in a Chanrry? Do they live in separate places, then meet 
at a complercly different (<)Cation? Do they have easy access to a 
Node and, 1f so. whar kmd? 



--

• What Are the Cabal's Goals? 

Each member of the cabal hash is or her own goals, but what 
goa Is do they have as a group? Why did they band coge ther? M u rua I 
protection? Romantic interest? Family ties? Revenge? What do 
you, as a group, hope co accomplish? 

• Who Are the Cabal's Friends and Enemies? 
No group exists in a vacuum. Who have you helped? Who 

have you pissed off? Do you have servants or other companions? 
Do you deal with other mages? Vampires? Werewolves? (Mages are 
immune to the Delirium that makes interaction with humans so 
difficu lt for werewolves.) Have you helped an old Garou track 
down a pack of fomori! Did you ransack a vampire's art gallery (an 
act that would win you friends and enemies!)? Do you all help the 
homeless, or does your cabal resemble a srreer gang, down co the 
turf wars? 

Player Mints ror the Path 
(See also Chapter Two.) 

A mage's Path means a lor more than the Tradition he 
belongs to, if he belongs to one at all. The four factions merely 
indicate who your mage hangs around with. His Path shapes who 
he is . 

Your mage's Path will offer lots of suggestions about how your 
mysrick counterpart might behave. Remember, however, char a 
Path is no t a rigid "alignment"- it's a predisposition. You don't 
have to work it all out in advance- just picture where you want 
co go eventually and how. Think of the Path as a map, with an ideal 
destination, a few landmarks and a travel plan. The actual journey 
- the game - will depart pretty significantly from that map. 
Having some idea about where you're going, however, will make 
the road clearer and the departures easier to manage. 

Some questions to ask yourself: 

• What Do You, the Player, Want to Do? 

Motivat ions are a ll-important, your own as well as your 
character's. Who do you want to play in this game? A brainy mad 
scientis t, an en igmatic wizard or a socialite with a few well-hidden 
secrets? What kind of character seems fun to you? 

Once you decide, figure out the sorts of things you'd like ro 
accomplish in the game. Will you feed the hungry? Kick ass, get 
rich or avenge your brother's death? Every option suggests a 
number of possible destinies. Pick one that seems intriguing to 
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Remember that Mage is, in the longrun,agameaboutfinding 
higher truths. This doesn't mean that you have to think deep 
thoughts every game session. You should have some ideas, though, 
that you want your character to explore somewhere along rhe line. 

• What Destiny Does She Pursue? 
What does the mystick see as his destiny? To die for the 

greater good? To overthrow the T echnocracy? To abolish evil, 
perfect his inner self or write the gospels of the 21st century? The 
destiny your mage foresees may not actually be his Path's true 
destination, but you, the player, ought co decide what vis ion drives 
his purpose. 

• How Does Your Mage Regard Her Destiny? 

Most mages, especially new ones, don't want to think about 
the end of the road. Knowledge, power, conflict - these are 
enough things to keep a mystick occupied. Every mage, however, 
has some hint of what destiny has in store for her. Does i.t frighten 
her? Intrigue her? What does she see, and how does she fee l about 
it? What wi ll she do to pursue that destiny ... or to avoid it? 

• What is Your Character 's Avatar Like? 
What is the Avatar's agenda? Is it to become one with all 

others of its kind ? To return magick to the world, eliminate 
prejudice or complete unfinished business from a past incarna­
t ion? The Essence you choose will influence the Avatar's general 
bent, but the decis ion is ultimately yours. 

How does the Avatar appear ?Is iran imaginary friend, a flash 
of occasional inspiration or an angel with bloody hands? The way 
the immortal self manifests will say a lot about its character and 
about the way your mage relates ro it. 

• H ow Does the Mage Get Along with her Avatar? 
Is your mage in conflict with his magickal self? Many are, at 

least at first; this struggle refines them both.lf so, or if not, how do 
they get along? Does the Avatar tantalize a mystick with power or 
lore, sit on the sidelines or drag her along through Seekings until 
the mage either opens her eyes or goes mad? Does the mage want 
to be a mage, or would she rather just go back to her old li festyle? 
All these questions wi ll affect the way Awakened and Avatar 
interact. 

Remember that ro leplaying perfect harmony is boring. Even 
a good relationship should have its difficulties. 

• What Conflicts Might Come up Along the Way? 

The Path of true Ascension never did run smooth. What sorts 
of distractions might throw your mystick off her road? True love? 
Disillusionment? Revenge, betrayal, insanity or pride? By figuring 
out the things that could sidetrack Ascension's quest, you can get 
an idea of how your character might react if- or when -such 
things occur. 



The Traditions 
Man makes his world , or is crushed by the worlds made 
by ochers. 
- Denning & Philips, The Foundations of High 
Magick 

Although the Awakened come in many dif· 
fcrent flavors, the basic Mage rules emphasize 
members of the Council of the Nine Mystick 
Traditions over all other factions. Other supple· 
mems cover O rphans, Technocrats, Nephandi, 
Marauders and even hedge magicians, bur our 

focus for now ts the Council. Among all True Magi, the wizards of 
the Nine Traditions have the hardest-and most heroic- role. 
They follow balance, and balance is not an easy thing to master. 

Each Tradition description follows the same format. General 
information comes first, followed by other helpful bits: 

Introduction: An overall description of the T radition and its 
history in a ll its best and worst colors. 

Philosophy: A statement of the T radition'sgeneral approach 
to life, magick and the world. 

Style: An overview of the group's favored style of magick. 
This reflects rhe teachings that Tradition uses and the overa ll 
focus of its Arts. 

Sphere: The Sphere the Tradition has mastered. 
Common Foci: The usual items Tradition members usc to 

focus their magicks. The exact methods, foci and rituals a mage 
utilizes are left to the individua l to choose; rhese foci are merely 
the most common among that particular group. 

Organization: Some Traditions arc very formal, while others 
barely have any fo rm of organization at a ll. This listing reflects the 
group's overall makeup and coherence. 

Initiation: Each Tradition has a ritual, task or o rdeal a 
neophyte must perform in order to join the ranks. Sometimes, the 
group comes ro you; other times, you must go and present yourself 
to them. 

Acolytes: The most common subcul rurcs o r individuals Lhfl t 
gravitate towards members of that Tradition. 

Concepts: The types of people who generally join rhe T ratli· 
tion; helpful for matching a character idea to a group. 

Quote: A remark which typifies the average Tradition 
member's attitude. 

Stereotypes: Each Tradition thinks iLs way is best. These arc 
their general takes on the others. 

Chapter Six: Character Creation 



~II ______ _ 
The Akashic Brotherhood 

Many mages are perplexed that this Tradition, with its strong emphasis on developing 
the body, believes the Sphere of Mind is paramount, but to the Akashic Brotherhood, 
mind and body are inseparable. Disciplining the mind can only come with proper 
discipline of the body which houses it. Unfortunately, much of the Akashic Brotherhood's 
history has seen little more than stereotyping and confusion from the Brotherhood's 
Western counterparts. 

The Akashic Brotherhood is a rich and ancient Tradition, tracing its origins to the 
first v illage when humanity lived in harmony with the Cosmic All. There the 

Brotherhood-to-be learned Do from the Celestines Dragon, Tiger and Phoenix. But 
the One splintered again and again unti l it was many, and those who would become 

the Akashic Brotherhood soon secluded themselves in caves, concerned with the 
perfection of the self. Their conflict with the Technocracy began early as the 
Artificers - those who re lied upon tools -set out to enforce the wall between 
our world and that of the spirits. 

Millennia ago, early Brothers battled a reincarnationist creed who later 
grew into the Euthanatos. Appalled by what they saw as a death-cult, the 
Akashics began a bitter war which raged for nearly three centuries. Bad blood 
exists to this day. S ince then, they have been hesitant to enter a conflict 

unless provoked. They are well-equipped, however, ro fight if need be. 

Members of this Tradition are best known for their mastery of 
Do, the prow-martial arr. Practice of Do (or "The Way," pro­
nounced "doe") strengthens the body and sharpens the mind, 
refining the human being spiritually, memally, physically and 

even primally. Masters of this Art are capable of incredible 
feats, often accepted within the popular paradigm, which 

rare ly attract Paradox. Through Do, Akashic 
contemplatives seek perfection and enlightenment, and 
with it, Akashic warriors stand powerfully against the 
Technocracy and other foes. 

UnderstandingDrahma (the Tradition's fabled I Oth 
Sphere) is vital to this Tradition. Drahma is the wheel 
of the universe, creation and destruction, binh and 

rebirth, past, present and future, and inexorable 
destiny. It is both cause-and-effect and right­

action. The Avatar which understands its own 
Drahma is master of its own fate. Through a 
sequence of lives, the Avatar progresses to­
wards mastery of Drahma- and Ascension. 

Though firm ly rooted in Asia, this T radi­
tion is not exclusive to any one ethnic group, nat ion 

or even gender. They embrace Koreans, Chinese, 
Indians and Westerners alike. "BrQ[her" is an honorific 

recognition, nota title. Likewise, the Brotherhood's 
contemplat ive philosophies have made their mark 
across the East in such varied forms as Zen, yoga 
and Taoism. Do is equally widespread - ele­

ments of it can be found in almost every mania! 

The living heart of the Akashic Brother­
hood is the Akashic Record. Named after 
Akasha, the Ascended Avatar who both in­

vented writing and created the Record, it is the 
source of a ll understanding and inspiration for 

Akashic mages. Irs physical form is written 
text, but the collective record of the entire 
Brotherhood's subconscious resides within 



a mystick pool. Anything a Brother experiences goes into the 
Record, transformed into symbols for others to interpret and 
contemplate. With it, Akashic Brothers understand the past, 
watch Avatars undergo continuous manifestat ions and come 
closer to Ascension. 

Philosophy: Do not do; simply be. Look within for both 
solution to a difficulty and its cause as well. You cannot effect 
balance without unti l you are balanced within as well. Do not seek 
to control your enemy, burro guide him. Do not resist opposition 
when you can simply step around it. 

Style: Magick flows from harmony and discipline, a natural 
force focused by Do. This Tradition's mages are as contemplative 
as they can be combative, philosopher-warriors who would under­
stand and guide rather simply obliterate. Akashic Brothers (and 
all members of this Tradition, whether male or female, are "Broth­
ers") rend to use violence only as a last resort, but can be quite 
effective when they do. 

Sphere: Mind 

Common Foci: Meditation, chanting, sashes (as well as 
headbands or robes), Do, purification rites (baths, abstinence, 
anointing), weapons 

O rganization: More so than any other Tradition, Akashic 
mages are strongly aligned according to their Essence. Pattern 
mages (sometimes called O range or Saffron Robes) are often 
masters of Drahma. Questing mages (or Scales of the Dragon) 
focus on protecting Sleepers and Awakened and believe them­
selves parts of the Dragon Celestine's body. Dynamic mages 
(occasionally called Yogis) master the spirit world, while Primor­
dial mages (sometimes called Blue Skins) are those most dedicated 
to personal Ascension. 

Init iation: This Tradition is no longer as exclusively Asian as 
it once was. Most Brothers have been Brothers in past incarna­
tions. Some members prove themselves in the martial arts or 
Eastern philosophy before Awakening, while others are observed 
from afar by Brothers who plumb the depths of the Record in order 
to learn their Avatars' current incarnation. Akashics may be 
trained in their Xiudaoyuan (Chantries) for years before being 
released from study. 

Acolytes: Martial artists, Buddhist scholars, yoga teachers, 
herbalists 

Concepts: Wandering sage, contemplative warrior, Taoist 
hermit, modern knight 

Stereotypes 
. • Celestial Chorus - The . 
Ignore the role of th . d' 'd y seek Wtsdom, but 

e tn lVI ual in rfi · 
• Cult fE pe ectmg the All 

o csrasy- They rna b d . 
too often lose the self. h . Y e egenerare and 

tn t e eterntty ofT' b are nonetheless valuable. lme, ut they 

• Dreamspeakers _ The 
Avatars and are to be ad . d fi se d~ncers have pure 
spirits. mire or theJr command of the 

• Eurhanatos _ How 
lessons of a lifetime if the t ·~a~ ~ne learn the Drahmic 
do nor trust these I e IS tntentionally cut? We 

arrogant and da 
we are only united b ngerous mages, and 

Y a common enemy 
• Order o( Hermes - Tile . 

from their Art with m . 1 y separate themselves 
• Sons ofEth . ean~ng ess papers and books. 

h er - Ltke the A 'f 
t eir wisdom in tools b rtt leers, they seek 
ing. • ut are not as proud and demand-

• Verbena-Lookin atth 
the forest nor themsel g e trees, they see neither ves. 

• Virtual Adepts _ Ins d 
this world is an ill . h tea of recognizing that 
'II uston, c ey try to ~· d 
' usions to entertain th 1 . In yet more 

emse ves W1th 
• Hollow Ones_ The · 

a centered self. They d d~ a~e s~lf-cencered hue lack 
nee tsc1plme. 

Firstyovt mvtst lear~ Do1 the~ yovt mvtstforge t Do. 
Mvtst yovt remember to bre athe for breathi~g to 
occvtr? No. Jt is the same with Do. 
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The Celestial Chorus 
Each Tradition is ultimately misunderstood by the others, bur few are viewed with as 

much antipathy as the Celestial Chorus. It is true that the Choristers are overtly and 
unashamedly religiocentric, buttheirzealous Ascension ideal has left a bad aften aste in the 

collective mouths of the other Tradit ions. However, there is much more to this 
Tradition than their detractors arc willing to realize. 

~ The Celestial Chorus is nor a religion but a meta-religion, 
~ meant to encompass all belief systems. Typically, its followers 

come from Western monotheistic traditions, but it would be 
naive to assume that every Chorister is automatically a Christian. 

Still, members of this Tradition share a common philosophy and 
cosmology: In the Beginning, in the orne before Time, was the One, and 

the One sang a glorious Song. The One sang Life into Itself and became Many. 
The One's fragments, Its children, are both Sleeper and Awakened 

a like, and their ultimate goal is to return to the O ne. Choristers see 
themselves as shepherds, and the S leepers are their fl ock. The duty 

of the Chorus is to guide all humaniLy towards Ascension. 
Like the Brotherhood, d1e Chorus is an ancient and vener­

able Tradition. T hough it claims to be the Mother of a ll 
T radirions, now fractured into many divisions just as the One 
is likewise fractured, it can be hisrorically traced to the XVIII 
dynasty of Egypt and the time of lkhnaton. While some 
Traditions (such as the Dreamspeakers and the Verbena) 
predate the Chorus, the Celesnals cons1der themselves the 

manifestation of a perennial philosophy, ancient when the 
more "primitive" T raditions were young and scanered, even if 

the Tradition proper did not form unti l much later. 
Throughout history, Choristers have played different ro les: 

some as guardians, some as caretakers and some as soldiers. Every 
flock has its wolves, and the Chorus' duties include protecting its flock 

from these wolves- the Nephandi, rhe undead and other entities which would 
prey on helpless Sleepers. The frequent symbolism of Lhe One as the sun is most 
appropriate, as the Chorus sees itself as a beacon in the night, burning away the 
evils of the world. Almost as a whole, Choristers fervently oppose the 
Technocracy and other Prometheans (as rhe Chorus calls them) who try to 
impose their vision of reality over the One's. Unfortunately, some Choristers 
once went too far in their zeal, and thei r role in the Inquisition is too well-known 
by other mages. 

The Tradition's link with the New World Order (or, more properly, to its 
foundation, the Cabal of Pure T hought) is well-known by Council historians. Mages 
within the medieval Christian Church split over the ro le they were ro play in 
humanity's future. Those who wished to ru le through one Church, one government, 

formed the Cabal; those who opposed them formed the Chorus. The rivalry- and 
bond - between them has never ended. 

The Celestial Chorus has always had an apocalyptic tinge to it. To them, 
the Reconciliation, when the One shall be reunited, is imminent. Unfor­

tunately, the paniculars of the Reconciliation are unknown -
especial ly whether it will occur naturally or be initiated and what 
wi ll happen to those who have not yet Ascended. 

Some Choristers may have been the catalyst for religious 
reform efforts. Ultimately, their efforts have had an impact on the 
religious lraditions of Sleepers, though the Chorus now avoids 
instigating major religious upheaval or new religious beliefs. Liken 
the phenomenon to an orchesrra: Choristers may have been 
particularly powerful instruments in the symphony, at rimes even 
conductors -sometimes adding their own flavor to the music, but 

never again rewriting the score. 



The metaphor of an orchestra is most appropriate for the 
Celestial Chorus, for religion and music are intermingled to the 
point of inseparability. Music, particularly song, is the highest form 
of spirituality and can never be relegated to merely a form offine art 
or entertainment. Magick is the music of the Spheres, the Song is 
the primal essence of creation, and the Chorus frequently calls 
magick "the Song."ln Song, many voices are joined into one, and 
through Song, the Chorister is ever reminded of the One. 

Philosophy: All humanity came from the O ne, and we shall 
not be happy until we return to It. Together, we shall usher the 
S leepers into a glorious Ascension. As we are guided by the light 
of the One, so sha ll our lights guide the Sleeping until we all join 
the One's embrace. 

Style: These mages focus their Art with faith and purpose. To 
them, their Art is the touch of the One. They are but Its fingers and 
Its tongue. 

Sphere: Prime 

Common Foci: Fire and light, song (and rarely musical 
instruments), water or oil, holy symbols, touch. 

Organization: The Celestial Chorus is strictly (many would 
say stiflingly) hierarchic, retaining much of the structure estab­
lished during the Roman Republic. Rank and status are quite 
formal. Many informal factions exist within the Chorus, however, 
based upon patterns of religious belief (Judaism, Zoroastrianism, 
etc.) or ideology. Choristers frequently quibble about the Chorus' 
future, the One's possible gender, the value of heterodoxy, etc. 
Holding such views is no longer as dangerous as it once was. 

Initiation: Choristers often seek their recruits in church-run 
organizations with a social outreach. Some spontaneously Awaken 
through powerful religious experiences - particularly those in· 
volving music-without the assistance of the Chorus. Apprentices 
undergo a rigorous catechumenism prior to formal vows. 

Acolytes: Priest, cantor, social worker, the faithful 

Concepts: Evangelist, poet, theologian, witch-hunter, healer 

Ster eotypes 
• Akashic Brotherhood - Tite 

perfec t their own vo. b Y have learned to 
tee, ut nor how to · . h 

. • Cult of Ecstasy - The h stng m armony. 
dtscord instead of ha Y ear the Song, but seek rmony. 

• Dreamspeakers A I 
Lost in rhe world of the- n ear y Song, but unrefined. 

• Euth many, they do not see the One 
anatos- The 0 'I' h . evt S C ord o· h 

• Orderofi-Jermes - Th . . ts armony. 
notes and wish to Sing on! £, ey mha~ltpulate the indlvidual 

• S Y ore etr own gain 
ons of Ether - These p . 

slightly less proud than th T h rometheans are only 
• V be e ec nocracy. 

er na - They h h . 
Although we must now tru:;:~ e tr own ~anguine Song. 
them. em, we wtll not embrace 

• Virtual Adepts_ Th 
:.the note. ey confuse the instrument for 

• Hollow Ones-Th 
voice. ey seek the Song,lJut without a 

11looh fuit~in uourself to see t~e burning sparh of t~e ®ne, 
anb let it burst fort~ in song! 

Be are manu, hut fue art in rorn:ert. 
Alfuaus listen to t~e songs of t~ose arounb uou, 

anb never forget t~e ®ne, our origin ana our oestinu. 
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The Cult or Ecstasy 
Most other Traditions write the Cultists of Ecstasy off as losers with eyes fu ll of stars 

and heads full of drugs. They miss, however, the method behind the Cul['s apparent 
madness: that only by transcending every barrier - social, theological, even 

temporal-can you truly reach beyond your own inner walls. Other mages frown 
upon the Time Masters' so-called "vices," but the Ecstatics themselves realize 

that sex, dance and drugs are t ime-honored, if risky, roads to transcendence. 
The C ult has a rich history. From arboreal visionquests tO Dionysian 

revels, mystics throughout history have sought to sidestep the 
mundane by altering their perceptions and thus their concep-

t ions of what is and is not rea l. The Cult itself rose from 
organized bands of Ecstatics who pursued enlightenment 
through any means necessary. Through their experiments, 
they discovered ways to slip past the boundaries of Time. 
This feat, coupled with the eloquence of the founding mem­
bers, won the Ecstatics their Counci l seat. Other wizards 
looked askance at the tripping mysticks (known then as the 
Seers of Chronos), but no one could deny the success of their 
methods. 

T ime is this Tradit ion's forte; the very existence of this 
Art is often credited to the early Seers, who looked­
and sometimes even jumped- across the time stream. 

Although other groups have accepted such feats, no one 
has been able to beat the Cult for sheer mastery of the 
temporal. Many Cultists are adept at perception magicks 
also. Ecstatics are usually known for their faraway gaze. 
Most outsiders attribute this to excessive dmg use, bur 

wise mages recognize the effects of time sight. After all, 
if you always saw past, present and future as one, 
you'd look pretty stoned too. 

The stereotypical Cultist bears litde resem­
blance to his more respectable forbears; he is usually 

unkempt, rebellious, contemptuous of authority and 
perpetually sroned. In tnlth, the hippie weirdo is only 

the most obvious face of this diverse Tradition. While 
more conservative mages shake their heads at the "degen­

eration" of the Cult, those who understand realize that any 
sort of conformity or regulation runs counter to the group's 
whole philosophy -to obliterate all barriers in pursuit of 
the higher self. The Cult is a "Tradition" in name only; they 
are united only under a common philosophy and code of 
ethics. 

S trange as it may seem to some, Ecstatic mages are 
genera lly responsible. S ince so much of their code is based 

on the sacred passions, acts which violate one's self­
suicide, murder, rape, addiction and other forms of 
oppression and self-destruction- are the worst kind 
of crimes. Contrary ro popular belief, the Cult on the 
whole rarely participates in the sex industry or drug 
trade; the explo itation to which these " institutions" 

often sink goes against the Tradition's grain. Few Cult­
ists will ever try to force a Sleeper to Awaken. Some 

fo lks, they know, should remain asleep. 



- The code of the Cult stresses individual freedom, tempered 
wi th a responsibility to those who do not understand. Like the 
Akashic Brothers and Verbena, Ecstatics attune themselves to the 
energies within. Such energies are then stimulated with drugs, 
sexual arousal, music and o ther activities to bring on an altered 
state. Most Cultists vary their chosen "vices" often, since any form 
of stimulation loses its potency with overuse. Addiction to a 
certain vice, or to overstimulation in general, spells doom for the 
foo lish. C ultists walk a very thin line. 

Music is the most powerful Ecstatic tool. Strong rhythms and 
complex harmonies unlock and channel the sacred inner passions. 
Few Cultists work their magick without some form of chant, 
dance, drumming or song. The Tradition's greatest achievement 
was perhaps the popularization of rock music. Whether the pio­
neers of rock-n-roll were Awakened or mundane is open to debate, 
but no one can debate the influence the Cult has had on rock's 
diversity and forms - or its popularity. Concerts, particularly 
those which stir up lots of raw emotion, are common C ultist hang­
outs. 

Philosophy: Tune in to the song within yourself. S tretch 
your fingers past the bars of your private cage, and lift yourself 
beyond the limits. Anything is possible ! Life is a gift, and most 
poor bastards never get past the wrapping paper. 

Style: The Cult's magick comes from sidestepping limita­
t ions both within and without. As soon as you believe a given set 
of rules, they teach, you must break them to gain further enlight­
enment. This rebellious credo allows Ecstatic mages to advance 
quickly and spectacularly, though Paradox picks off the careless 
ones. Their Arts usually involve perception (and the twisting of 
same) through tapping into the sacred passions. 

Sphere: Time 

Common Foci: Dance, music, sex and sensuality, drugs 
(usually natural, not man-made), incense, candles, art 

Organization: Nomadic and anarchistic, Ecstasy Cultists 
wander the world in search of new thrills and converts. Concerts, 
tribal gatherings and raves are common meeting sites. Rank is an 
informal matte r; status is based on mutual respect. Large meetings 
are unusual, and often serious, affairs. Though pigeonholed as 
unreliable, an Ecstatic mage is perfectly reasonable about attend­
ing Chantry meetings - so long as there's a reason for one. 

Initiation: Likely candidates are usually offered a chance at 
enlightenment, anything from a peyote visionquest to a prolonged 
hike or lodge sweat. Their reactions arc watched afterward, and 
Awakened visionaries are asked to join. Recruits are chosen for 
commitment, principles and often ta lent or looks. 

Acolytes: Groupies, enterta iners, thrill-seekers, hippie-types 
Concepts: Musician, dancer, Deadhead, medievalist, vaga­

bond, modern primitive 

Stereotypes 
• Akashic Brotherhood - Th . . 

dogmatic about it. e rtght tdea, but way too 

• Celestial Chorus W lk' 
lion. Talk about uptight!- a mg arguments for rebel-

• Dreamspeakers- The r 
would just loosen up. ... oots of our Art; now if they 

• Euthanatos- Forsake life ford I 
• OrderofH eath. No thanks• ermes-Oh 1 1 . • 

one way to work mag· k G , P. ease. As rf there was only 
rc . eta lrfer 

• Sons of Ether Th. . h · 
• Verbena- T -h hts rs w at science ought to be! 

I. h ey t row great . M tg ten up, though. Parttes. ost could 
• Virtual Ade A Pts - scensi • be h 

bad they're such dicks. on s st ope today. Too 
• Hollow Ones_ Th . bl . 

possibilities. err ack veils blind them to our 

qf you (ftn'T L 0 °K ~EY0nD Y0 UR own nost you ~ftVE onLY Y0 URSELf T0 ~LftMt 

g)UMD Y0 UR ~URDEnS. ftnD LEftRn ~0W fftR Y0 U (ftn REftLLY SEt g)0 ES T~ftT SEEM 
SUfiS~ 0 R TRIVIftl! <finE! <flT LEftST qlL Know T~ftT qvE LIVED W~En IT'S TIME T0 DIE! 
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Dreamspeakers 

I \ 

Born before time, this primordial Tradition now stands for the dispossessed, for 
those whose cultures have been overthrown like the land itself. These shamans, 

joined in a marriage of convenience, find a common cause in the fate of the spirit 
landscape- a fate their own people understand. Some Traditions battle the 

Technocrats out of idealism. For the Dreamspeakers, the fight is personal. 

When the Convocation was called, searchers went out to the farthest 
lands. There, they found people who had achieved balance with the spirits 

of nature. Though few of these believed in the Technocratic threat, some 
had experienced visions that convinced them to join the strangers' cause. 

Because of these visions, those who came back ro Horizon were 
christened "Those-Who-Speak-With-Dreams." Then the 

troubles began. No one knew or understood their languages or 
cultures. At a loss, the Council appointed the newcomers a 
few leaders and left them to figure things out themselves. By 
the time these leaders had overcome tribal rivalries, lan­
guage barriers and xenophobia, the rest of the Council 
treated them all as one group, renamed the Dreamspeakers. 

This Tradition's people have had a rough time. Their 
lands were seized and stripped during the Age of Explora­
tion. When European mages pontificated about "progress," 
many Dreamspeakers went back home or grew bitter with 

their counterparts. Even today, a nasty undercurrent exists 
between the native Dreamspeakers and the people whose 

ancestors stole their lands. Despite this, the Tradition's for­
tunes have recently risen. As industry gobbles up nature, even 
Sleepers return to the old ways. As the most primal Tradition, 
the Dreamspeakers have attracted many followers. The Earth, 

however, is ailing, and the shamans know Her pain all too well. 
Beyond theGaunrlet, they can see the spiritual scars that "progress" 

sets in motion. Many of these shamans are angry, and that fury 
guides their Art. 

Even less militant members defend their lands. To this Tradi-
tion.-all things are sacred and alive. They see the spirits, and they 
know. Dreamspeakers retain their ancestral ways and often live 
among their native people- Africans, Native Americans, Ab­
origines and more "backwoods" Europeans and Asians who 
remember the times before cities and lords. Because of their rustic 

manner and clannish habits, most outsiders dismiss them as 
throwbacks. The Tradition's loose structure and leadership 
doesn't help impressions. 

Of all Traditions, the Dreamspeakers are perhaps the 
most diverse; this is both a strength and a liability. Because 

they have no internal politics to worry about and no leaders to 

strike at, the Dreamspeakers are a resilient bunch. The same 
disunity that led to their lands' conquest, however, makes it hard to 

work lasting changes. Some Dreamspeakers are kindly visionaries, 
but others never leave the war-path. All share a common bond with 
the Earth and Her spirit children, an Art that relies more on visions 
and prayers than on skill or power, and a dream of rebirth when their 
people will grow strong again. 

Philosophy: This wasteland you call the "real world" is merely a 
phantasm, a transient whisper of the spirits. We know Earth for what 
She is - a mother whose children have grown too proud. Someone 
must take care of Her, and that's our task. We seek the pathways 
behind what you call dreams, for our peoples' wisdom predates your 
wonder-machines and will survive after they have gone. 



Style: Dreamspeakers believe their Art comes entirely from 
the Dreamers, or spirits; thus, their foci call such spirits and ready 
the mind to speak with them. Their Arts are strongest in lands 
where the Technomancers' paradigm has not yet taken root: the 
jungles of South America and Africa, the wilds of Siberia, Inner 
Asia and Australia. In the modem world, where the Gauntlet 
stands firm, their magick weakens. 

Sphere: Spirit 
Common Foci: Bones, feathers, dances, music and song, 

ordeals, prayers, images, natural drugs 
Organization: Very loose; many Dreamspeakers are nomadic 

and solitary. Others claim certain areas as their protectorates and 
ally with shapeshifters to defend them. Rank, such as it is, is based 
on respect and occasional votes, not on titles or power. Some· 
times, tribal rivalries begin again, and other Dreamspeakers must 
step in to stop the fighting. In midsummer and during bad times, 
the Tradition calls gatherings to exchange news and insights, 
settle disputes and celebrate. 

Initiation: Initiation is in many ways the pinnacle of the 
Dreamspeaker Path. Spirits choose most shamans - those who 
seek such destiny rarely find it. Dreamspeakers on the cusp of 
Awakening often seem unstable; they see glimpses of the Umbra 
and visions of hidden truth. Initiation is often personal - one 
goes, or is taken, on a visionquest where he undergoes hardships 
both real and spiritual. Many times, he dies and is reborn. Some­
times other shamans observe the newcomer, but the visionquest is 
often suffered alone. When it ends, the Avatar usually takes the 
shape of some patron spirit- often an animal with some signifi­
cance to the mage - and guides him to others of his kind. 

Acolytes: Garou, environmentalists, nco-shaman, native 
activists 

Concepts: Shaman, hermit, ecologist, visionary, warrior 

1 WALK W HERE THE D REAM IS REAL. 

Stereotypes 
. • Akashic Brotherhood_ Th 

ttmes when we spoke to spirits b ~Y remember the ancient 
themselves. ' ur t ey now rely too much on 

. • Celestial Chorus - W c cha£, 
mdocrrination If on I h e under their attempts at 

h · Y t ey could see rh 
w ole ness which they do. at we seek the same 
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ecstasy, of breaking the bou J u.nde7tand the necessities of 
out of selfishness. n anes o the self, but they do it 
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dark spirits, who claim t k h ese people, controlled by 
rebirth? o now t c true cycle of death and 

• Order of Hermes Th . A . 
1 L - CIT rt IS 'I ess. ook nor to books r seen e and meaning-

ror true wisdo Th 
as much as the Technocracy does. m. ey seek to oppress 

• Sons of Ether _ Th . . 
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ttc control over the naturalwo;ld. ey Stt seek mechanis-
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as they love themse.lves~ Y t eycould love the world as much 

1 DANCE TO THE HEARTBEAT OF THE W oRLD. 

J AM ONE WITH NATVRE -THE WOLF, THE BEAR, THE OWL. 

'YovR W ORLD IS BLIN D, Y OVR SPIRIT DYIN~. 

CoM E W ITH ME TO THE HEART OF NATVRE. , 

SHARE OVR D REAMS, AND yov SHALL LIVE. 
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Eufhanafos 
From the moment of our births, we die. Slowly, 

painfully, joyfully, we rejoin the Grear Unmaking which 
breaks us down, obliterates our individuality and sends us 
back, perhaps, for another trip. The concept terrifies most 

Westerners. This dread explains some of rhe Euthanatos' 
bad reputation. 

Although the Eurhanatos do not glory in death, the 
"brief death" of their initiation has left its mark on them. 
Most outsiders lay charges of murder, torture, genocide, 

necromancy, vampirism and other horrors at the T radi rion 's 
door. There are many misconceptions-and some rruths-behind 

the rumors. 

An amalgam of Greek, Hindu and heretical Arabic beliefs, this 
Tradition has had problems since the beginning of rime. Three 
hundred years before Christ's birth, Euthanaros forerunners- rhe 
Handura, Bhowana and Dacoits - battled Akashic missionaries 
over differences of doctrine. Although both groups believed in 
reincarnation and the Avatars' upward progress, the "death mages" 
sought human progress through reincarnation, weeding out cor­
ruption wherever they found it. To the Akashics, these sects 
impeded the cycle of Drahma. To the thanatoic sects, their 
practice - the Good Death - was merely pragmatic, given 

India's living conditions even then. The Euthanatosclaimed they 
saw misery and stagnation and took care of it the most direct way 
possible. In the modern world, they still pursue that legacy with grim 
determination. 

Contrary to belief, few Euthanatos go about their task coldly. 
Outsiders mistake their tight emotional control, so necessary for 

such a task, for bloodlust. This is rarely true; they simply bear 
the burden destiny has given them. Though most Euthanatos 
do display a great interest in the moments surrounding death, 
this fascination is not as morbid as it seems. To them, death is 
only a step in the journey, not an ending. 

Neither are the Euthanatos careless. Most employ 
their magicks to research the causes of decay, pinpoint 
the sources and hunt them down. Most wi II make some 
attempt to reform their targets before the Good Death 
- a killing designed to send the victim back into rhe 
karmic cycle- is applied. Some offenders recanr and 

change their ways; the foolhardy join the Grear Un­
making. 

Sadly, the times appear to have surpassed rhem. The miser­
ies of the modern world a re beyond any Tradition's abil ity 
to prevent. Some extreme sects have urged a global purging 
to bring on a new beginning. This suggestion has not mer 
with much approval, for obvious reasons. Despite the seem­
ing kinship between the Good Death's objective and the 

Nephandic ideal, no Tradition battles the Fallen Ones with 
greater fervor - the end of everything leaves nothing for 
rebirth. Euthanatos are, in their way, optimists - they 

believe in an eventual dawn to the current night. 
Through their connection with the Great Cycle, the Euthanaros 

understand the ups and downs of probability better than any other 
group. They study the effects of death and rebirth through dark 

Seekings and short trips into the Shadowlands. Games of chance and 
even physical ordeals are common teaching tools. Understanding the 

Cycle gives them power over reality. 



- Euthanaros are a pragmatic lot; they study weapons, poisons, 
dark magicks and vampirism as closely as they can. Though most 
pity the Restless Dead for remaining trapped within their identi­
ties, few hesitate to use a ghost for their own ends. Yet they are 
known throughout the Council for their fairness and compassion 
for those who deserve it. Many work as doctors or healers, assisting 
those they can save and helping on those whom they cannot. For 
them, Kali, the Dark Mother, is a perfect symbol. She gives Life, 
and she takes it away. 

Philosophy: Things fall apart. Night descends over day. 
Everyone dies, even us. The Wheel weeps for no one. But morning 
always comes. That's part of the deal. It all comes around again. 
How can you doubt that this is natural? Death is only a brief sleep. 
We're just trying to wake the Sleeper up before its roo late. 

Style: Euthanatos magick flows from their attunement with 
the Great Cycle, or Wheel, which they often personify as any 
numberofbirth/death deities (Kali, Persephone and Baron Samedi 
being the most common). Some draw upon this Cycle by entering 
a mild trance or focusing their will through cards, dice or lots. A 
few modern Euthanatos use the trappings of mortality - bones, 
skulls, graveyard dirt, etc.- while others work through purified 
weapons. 

Sphere: Entropy 

Common Foci: Dancing, dice, cards, weapons, bones, in­
cense, song, candles, meditation 

Organization: Fairly loose and democratic; most Marabouts 
( Chanrries) maimain autonomy and decide a ll pol icy from within. 
Meetings are held on the first day of every momh. An enforcer 
group, the Freedom Razor, is said to police the Tradition for 
Nephandic taint and supposedly answers to the mysterious Con­
sanguinity of Eternal Joy. Another faction, the White Band, 
administers to the needs of those Sleepers who can be saved. 

Initiation: All new members must undergo the agama ("short 
death"}, a near-death experience which takes them into the 
Underworld for a long moment to savor mortality and the wisdom 
of the Great Unmaking. From there, initiates either decide to stay 
or come back to join the Tradition. 

Acolytes: Occultists, right-to-dieactivists,doctorsand nurses, 
detectives 

Concepts: Assassin, vigilante, health care worker, wander­
ing priest(ess) 

Stereotypes 
• Akashic Brotherhood 0 
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elest1al Chorus Th h 
state of the world from th ~ ey s ift the blame for the sad 
and refuse to see that we ~~ow~ shoulders tos9me ami-god 
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WHYDOYOUHOLDON SO TIGHTLY TO YOURSELF? 
l TIS ONLY A SHELL, AND SHELLS CRACK. 

YOUR SPIRIT IS THE TRUE IMMORTAL. 
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The Order or t1ermes 
Each Tradition claims a grand and ancient history, but few can boast as rich and 

momentous a lifeline as the Order of Hermes. Inheritors - or survivors - of the 
illustrious Hermetic Houses of the European High Mythic Age, these haughty mages 

epitomize the classical wizard: hunched over arcane codices, they translate esoteric 
numerologies and divine the arcane keys to the universe. 

Once, this Tradition consisted of many smaller mystick Houses, micro­
Traditions grouped together by a common ideology, honor code and 

magickal approach. To the Hermetics, magick- or "the Art"- was 
a quantifiable field of study, much like science or grammar, with set 
rules of theorems and logic. With enough study and dedication, 
reality could be mastered through knowledge and skill. Though 
their main teachings came from Egyptian and Hebrew mysticks, the 
Orders incorporated variations as they spread their influence across 
Europe during its Dark Ages. 

Hermetic magi were among the first to recognize that shared 
beliefs established a certain paradigm under which magick became 
easier or more difficult. With this knowledge, the Hermetics began 
a grand experiment: living and operating in the public eye, they 
spread belief in their magick throughout their sphere of influence 
- the first attempt to guide the beliefs of Sleepers on a massive 

scale. Unfortunately, theirOrderofReason rivals learned the lesson 
all too well. While the Houses battled each other, the Church and the 

descendants of the Wyck, the Technocrats ultimately stole consensual 
reality from under the Hermetics' noses. 

It was a Hermetic magus, most accounts say, who began the formation 
of the Council of Nine. Unfortunately, they soon learned that their 
divisions paled when compared with the magickal practices of the world 
at large. Foreign groups soon forced the Houses to unite under one 
Hermetic Tradition, a "slight" the Order has never forgotten. 

The Order of Hermes loathes the Technocracy for its role in the 
Order's "fall," and they carry the fight to all fronts. Through intellectual 
appeal, political and social control, and the New Age press, the Order 
hopes to undermine the Technocratic paradigm and bring the Wheel of 
Fortune back their way. Sadly, this effort has been undercut by the 
Tradition's insistence upon detailed ritual, secrecy and dedicated study. 
Few modern mystics have the time or patience to master the Hermetic 
Arts. 

Hermetic formality is more than snobbishness; it is a mark of honor, 
distinction and discipline. These magi are aware that few others could 

match their dedication, and fee l they have earned the respect they 
demand. Learning is more than a chore for these magi - it is a passion 

for knowledge, an endless curiosity about the universe's secrets. 
Discretion is likewise a necessary trait; the Order knows how many 
rivals would steal those secrets for their own. The Technocracy's 

·. rise shows what happens when the keys to reality fall into greedy 
hands. 

Magi with perseverance, however, reap great rewards. Her­
metic magick harnesses elemental power and ancient bargains 
with Umbrood lords. The Order's work ethic allows such magi 
access to massive libraries, the Umbra! Courts, longevity spells 
and Doissetep, the most powerful Chantry in existence. No 
other Tradition commands the raw influence- mortal and 
otherwise - of the Hermetic Houses. The cost, however, is 
considerable: long years of apprenticeship, endless politick­
ing, dedicated study and subservience to magi who measure 



their lives in centuries. To top it off, most other Traditions distrust 
the Hermetic ones, fearing, perhaps rightly, that the wizards plan 
to take control if- or when - the Ascension War is won. 

Philosophy: Our teachings are too profound and complex for 
the weak-minded to comprehend. Thus, we must hide them in 
metaphor and teach them in analogy. Though it remains our duty 
to guide the Sleepers (and our fellow Traditions) to Ascension, 
the truths we know are so powerful that only the wisest magi may 
receive them unbound. 

Style: Hermetic mages are consummate scholars, studying 
ancient lore and preserving revered truths. The Order revels in its 
secrecy and utilizes a secret language in its magickal workings and 
society. Hermetic magick taps the elemental flow through ritual 
incantations, signs, seals, secret names and other classical para­
phernalia. Such magick is difficult and complex co use, but bestows 
potent results. 

Sphere: Forces 

Common Foci: Circles and sigils, languages and numbers, 
gems and jewelry (particularly showsrones), elaborate rituals, 
pentacles, formulae, ritual objects (wands, swords, goblets, etc.) 

Organization: The Order of Hermes relies upon hierarchy 
and discipline to maintain its secrecy. Deeply formal, this Tradi­
tion has rigidly codified regulations about proper behavior, 
teachings, forms of address and such. Beneath the umbrella of the 
Order, the many Houses still exist as factions within the Order, a 
fact unknown to most other Tradition mages. Though the stron­
gest-Tytalus, Ex Miscellanea, Quaesitor, Bonisagus and Flambeau 
-date from the Mythic Age, new Houses (Janissary, Thig, Shaea 
and Fortunae) have arisen since the Council began. 

Initiation: Recruits often come from academia, where prom­
ising students are taken aside and rigorously tested, sometimes for 
years. New apprentices are sent to College Chan tries (see Chapter 
Three), then given in service to their Masters (often called 
"mater" or "pater") for long apprenticeships. Initiation is highly 
formal and ritualistic with dates determined by astrological con­
junction. Some apprentice classes are even seen as more significant 
than ochers based upon the astrological alignments of a given year. 

Acolytes: Mathematicians, members of secret organizations 
(CIA, mystic orders, the Arcanum), scientists, scholars, publish­
ers 

Concepts: Scholar, astrologer, alchemist, linguist, magician 

I speak the secret language. 
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I know the meanings of numbers. 
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than your unsophisticated mind can fathom. 
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Sons or Ether 
Weird Science! Dreams for a Better Tomorrow! Umpia! All of 

these slogans can be applied to the Sons of Ether, the Council's most 
hopeful Tradition. Sometimes mimusted, barely understood and 

usually under-appreciated by other Traditions (and frequently 
used as the Technocracy's scapegoat), the wildly optimistic 
Sons of Ether represem the hope and wonder roo frequently lost 

in today's world. 

The Sons of Ether have historic ties to both the 
Council of Nine and the Technocracy. Their ideologi­
cal roots can be traced tO the anciemGreek philosopher 
Aretus, author of what is now called the Kirab al 
Alacir. This treatise contains two parts: the first 
posits a single Essence which all things are made of, 
ultimately called Ether. The second parr contains an 
ontological discussion of reality and discusses how 
this single Essence was differentiated throughout 
creation. According to the Kiwb a! Alacir, enlight­
ened scholars- "Philosophers"- could effect the 
world through the workings of the will. 

This scroll was lost to history for centuries. 
When it was discovered, almost simultaneously, in 
two variants, it gave rise to the Natural Philosopher's 
Guild, a magickal society based around Will-Science. 
This group went through many changes- including 
the disbanded Solificati -before congealing in the 
1860s into the Electrodyne Engineers, a Technocratic 
Convention. From rhe beginning, rhe Engineers quar-

reled with their allies. To them, the ideals of Science 
and civilization were more important than world 
domination. The Technocracy finally decided ro 

squash the egalitarian upstarts by discrediting the Er.her. 
This act proved intolerable, and the Electrodyne Engineers 

resigned, reforming within the Council of Nine as the Sons of 
Ether. 

As members of the Council, the Sons of Ether still consider 
themselves Scientists (as opposed to sciemists) and believe that they 

work for the betterment of humanity. Although no longer members 
of the Technocracy, they still find their theories and accomplish­

ments choked by bland "scientific laws." Although many Sons treasure 
old-fashioned honor and aesthetics, they're an optimistic bunch. 
While many Traditions bemoan their past glories, the Sons of Ether 
speak of a grand and glorious furure. Now these Scientists boldly seek 
this future, whether sailing the winds of Etherspace, exploring the 
lost and hic!den Hollow Earth or fighting the Technocracy with ray 
guns and jet-packs. 

A fierce rivalry sti ll exists between the Technocracy and the 
Sons of Ether. The Sons resent the Technocracy for their strangle­
hold on Science, while the Mirrorshades dislike the free-spirited 
Science the Sons employ, Science better fitted to Victorian or pulp 
science-fiction. Unlike the Technocracy, the Sons of Ether do not 
wish to force their accomplishments upon humanity. They wanr to 

inspire the world, for this spark of inspiration is what will free the 
world and lead it to Ascension. 
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Style: These are not mages, but Scientists! Because of their 
outlook, they rely heavily upon "scientific" foci: mad inventions, 
weird processes and arcane physics. Their gadgetry often combines 
S leepers' sense of wonder with scientific wizardry and may be 
e ither wildly vulgar or marginally coincidental. The most ad­
vanced Sons learn to transcend their inventions, but many prefer 
their odd devices to the mundanity of plain magick, even when 
they know better. 

Sphere: Matter 

Common Foci: Inventions, electricity, Ether goggles, strange 
chemicals, wind/water/solar power, meters, experiments, weap­
ons, vehicles 

Organization: The Sons of Ether are (some would say hope­
lessly) rooted in the Victorian mens' club pattern developed 
during the days of the Electrodyne Engineers. Rank is rather 
formal, based upon Scientific accomplishment and know-how. 
Many Sons work alone, pursuing their pet theories or researching 
long-discarded ones. Ego-rivalries are common and often resolved 
with Science-battles in wild Realms. These visionaries communi­
cate largely through their journal Paradigma, which acts as a forum 
for Scientific advancement as well as political argument. Al­
though called "Sons" of Ether, many female Scientists - who 
dislike their colleagues' Victorian demeanor - belong to this 
Tradition. 

Initiation: Most Sons of Ether tend to come from academic 
environments, although Scientific prodigies are welcome. Pro­
spective candidates are "offered" a copy of the Kitab al Alacir, and 
their observations are noted. It's said that the treatise itself can 
spark Awakenings. Afterward, the prospective candidate is in­
vited to an informal forum with Sons of Ether, in order to discuss 
matters of Science - testing the candidate's knowledge and 
probing for the sense of wonder so necessary in Scientific advance­
ment. 

Acolytes: Eccentric inventors, mechanics, golems, robots, 
SF fans 

Concepts: Mad scientist, gadgeteer, Ethernaut, pulp hero, 
bold explorer, gentleman scholar 
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Real Science comes not from sterile la boratories, 
but from the spark of imagination! 
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Verbena 
Life is not meant co be sterile and safe; the 

passions which so many fear are the things 
which keep our race alive. The Verbena roll 

up their sleeves and deal with life's joys 
and brutali ties with determination. These 

primal sorcerers know the power of such 
passions-and the cost of embracing them. 

No other Tradition, except perhaps 
the Dreamspeakers, has suffered as the Ver· 

bena have. Always feared, these followers of the 
carnal Arts fell under severe persecutions during 
the late Middle Ages. Branded as Satanic witches, 
the Tradition's European forbears were humed, 
tortured and burned. As the witch-hunters deci· 

mated a ll sorcerous orders , one Verbena, 
Nightshade, called for unity to end the slaughter. The 

Council of Nine took years to form, but even then, the 
witch-craze rook centuries to wind down. The T radition 

has never forgotten the lessons of those times. Now they 
practice in secret and deal harshly with their foes. 

Although the Verbena prize life over all things, 
their ways are nor kind. Their Arts- utilizing blood, 
sex, dance and even occasional sacrifice- are terrify­

ing even if one understands the deeper significance of 
their actions. To the Verbena, life is savage joy, a 

howl of mingled pain, defiance and ecstasy. Life 
must be viewed with open eyes if one is to truly 
understand it. In the earliest days, tales say, 
the Wyck carried magick across the globe. 
The Verbena rrace their path from these pri­
mordial Awakened, and their insights shaped 

the Spheres, the Protocols and Horizon itself. 
This legacy, and the hardships they have suffered co 

retain it, make the Verbena a self-righteous, ofren 
'"~~ a rrogant, lor. 

• 
This is nor to say that they are heartless. Quite 

the opposite, Verbena as a whole tend to be more 
' • passionate, honest and forthright than many other mages. 

• / T heir credo-"Light and Darkness, whole in One - what 
is Willed will Be" - demands a commitment co life in all its 

forms. Despite their persecutions, most are dedicated to helping 
humanity remove its blinders while there is still time. Their 
magick, firmly centered in nature, cures as quickly as ir kills. 
Though a Verbena may be suspicious, she is loyal to those friends 
she chooses. Though she may be angry, she is often just. 

Unlike their Hermetic and Celestial rivals, the Verbena 
balance strong male and female aspects, rather than favoring a 
patriarchal ideal. Many female mysticks gravitate towards 
them for that reason. T his Tradition's sacred totem, the rree, 
is more than just a symbol. Like the group itself, a rree roots 
itself, absorbs nourishment from the soil, grows outward 
filled with life and spreads out and open, disbursing nour· 
ishment for others in its leaves. All Verbena Chanrries 
have a tree, usually an oak, in the center. Most important 
rites occur around this so-called World Tree; these 
rituals often stain the trees a deep red. The darker the 
hue, the more powerful the coven. 
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guages, dress in native and medieval styles and revere family and 
honor. Verbena rites center around harvest festivals and lunar 
cycles. Although many covens have discarded the ancient forms 
of sacrifice, some still practice them when the need arises. Learn­
ing is important to the Verbena. Without history, one cannot 
understand the cycle-patterns of Fate or appreciate what has been 
done by- and done w- this eldritch group. 

Philosophy: Don't think for a second that the pulse of the 
world has been silenced. We hear it all the time; it's our music and 
our commandment. We arc the handmaidens of Fate, and we take 
all that life offers- painful though it may be sometimes- and 
delve wholeheartedly into its essence. If our ways scare you, 
perhaps you should ask yourself why - is it our passion that 
frightens you or your own? 

Style: This Tradition's ties to nature are clear in their 
magick; their Arts favor shapeshifting, healing, perceptions and 
strength. Like the Euthanaros, Verbena know the ways of Fate and 
measure cycles of being. Many of the classic witch's tools draw 
from the ways of the Verbena and reflect their affini ty for the bare 
necessit ies. 

Sphere: Life 
Common Foci: Ritual tools (wand, knife, altar, pentacle, 

cup), incense, herbs, cauldrons, dance, sex, blood, runes, o rdeals, 
song 

Organization: Covens, often numbering 13, nine, seven or 
three, make up the Tradition's base. Most Verbena are social- the 
group focuses a mystick's iment - and center around families 
whenever possible. Both women and men have powerful roles in the 
group, though women dominate many covens. Large meetings occur 
eight times a year- the four equinoxes, Candlemas (Feb. 2), 
Beltane (May 1), Lammas (Aug. l) and Samhaine (Oct. 31). 
Disputes are often resolved by votes, but many involve tests or 
even combat. 

Initiation: All Initiates must undergo a ritual death and 
rebirth. After study and testing, the prospective Verbena enters 
the circle and undergoes some form of ordeal (often illusionary, 
sometimes not). When the coven is satisfied that she has the 
necessary spirit and dedication, they call the elements as wit­
nesses. Most Verbena stay loyal unto death. This Tradition has no 
place for Orphans. If they cannot display the dedication to learn 
the anciem Arts, they are a burden and a waste. 

Acolytes: Pagans, rustic folks, environmentalists, radicals 
Concepts: Witch, druid, shaman, healer, rune-cutter, 

shapeshifter, act ivist, artist 
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Virtual Adepts 
Rebellious to the core, these futuristic anarchists refuse to 

inherit the world as it is. Like the Cult of Ecstasy, the 
Adepts' Art transcends barriers by sidestepping 

them. Instead of altering consciousness the 
o ld-fashioned way, however, Virtual Adepts 
prize technology, metaphysics and anarchy. 
Their crowning achievement is virtual real­

ity, and no other group understands its secrets 
like they do. 

The newest Tradition, the Adepts began as the 
Difference Engineers Convention . Like the 
Elecrrodyne Engineers, these Technomancers ex­
plored the possibil itiesofinvention in the mid-l800s. 

The computer and telephone excited them, the lat­
ter inspiring their theories about a "correspondence 

point" where all places were one. Tying this idea into 
the fables of Mount Qaf, the re-christened Virtual 

Adepts set to work trying ro ente r this virtual Realm. The 
group's visionary sense, however, annoyed their Techno­

cratic masters. The Adepts never had been ones to follow 
orders. 

As their science p rogressed, the group began ro experi­
ment with socia l engineering and anarchist theory. The Inner 

Circle was not amused. Things came to a head during World War 
II when the Adepts defied their leadership and undermined the 
Nazis. Consrraints tightened, and the Adepts rebelled. Post-war 
experiments with VR led Adept A lan Turing ro open access to the 
Net Realm. When the Men in Black came to take Turing's 
breakthrough away, the Adepts fled into VR, destroying every 
computer record they could find . A vic ious purge followed, and the 
Council of Nine offered sanctuary. Some mysticks have lived to 
regre t the offer. 

The Virtual Adepts bow to no one's power, and most disdain 
Council and Union mages a like. As the Reckoning approaches, the 

Adepts charge into cyberspace to build a new world before the o ld one 
ends. Their self-sufficiency and post-modern cynicism undermine the 

older wizards of the Council, and the mysticks are not pleased. Noone doubts, 
however, that the Adepts are onto somel(hing. Obnoxious as some Adepts may 

be, the future hinges on their Art. 
And don't they know it! The Tradit ion is notorious for its attitude problems­

snide humor, isolationism, pranks and data piracy are the Adepts' hallmarks. A lot of this 
attitude comes from a siege mentality. The T echnocracy has sworn to annihilate them, 
mostT raditiona lists don't trust them, and the Nephandi and Marauders seem roo vicious 
to reason with. Most Adepts believe they have only themselves - and each other- to 

rely upon. For the most part, they're right. 

Without the social outlets or skills of many magicians, the Virtua l Adepts stil l 
accomplish many things. Through their networks, they disseminate new ideas, inspire 
Sleepers, attack the T echnocracy's power structure and forge a new VR world. With their 
vision, skills and off-kilter concepts, these mys-techs epitomize post-modem magick: 
ornery, democratic, cynical and visionary. 



- Philosophy: Telling me something can't or shouldn't be 
done just makes me want tO prove you wrong. And I will. We have 
skills and access you can't even imagine; no door is closed to us for 
long. We are the future. The flesh is dying, and we're the next big 
thing. The world we know is every bit as real - and a hell of a lot 
more pure - than this decaying mudball you're trying ro save. 
Ascension lies in new ideas, not dusted-off old ones. 

Style: Mathematical and metaphysical oddities form the 
basis for this Tradition's Art. To them, all reality is information. 
By altering that information, you change the world. Like most 
other Traditions, the Adepts have a pet "lOth Sphere" theory; 
theirs is Paradigm, the clement of conceptual reality. Most Adepts 
work their arcane technomagick with advanced computers called 
T rinary uni ts. Where most systems work only with "yes" and "no," 
Trinary decks understand "maybe." 

Sphere: Correspondence 
Common Foci: Computers, VR gear, weapons, cybernetics, 

network links, inventions 
Organization : Extremely democratic; status comes through 

"eliteness," a half-serious blend of coolness, accomplishment, 
savvy and sheer balls. They meet en masse twice a year, though 
many throw smaller meetings. Most Virtual Adepts have on-line 
personae (complete with VR icons) who barely resemble their 
mortal selves; these icons are the only way many communicate. 
A I though most Adepts interact only on-line, some factions (known 
sarcastically as "legions") do exist. Some, like the Cyberpunks, fit 
the obvious stereotypes, while others, like the Reality Hackers, 
work on a more metaphysical level. Because they rarely meet in 
the flesh, the Adepts have a history of outrageous behavior. 
Disputes arc resolved through "flame wars," a VR form of certamen 
which relies on wits and imagination. 

Init iation: Most Initiates find their way into some chatroom, 
where they are tested by would-be mentors. Those who respond 
favorably are often fed magickal puzzles and theories thought tO 

provoke Awakenings. Others Awaken spontaneously and link up 
with o thers of like mind. The Virtual Adepts have nothing against 
Orphans; that's how many of them began. 

Acolytes: Cyberpunk fans, musicians, computer geeks, anar­
chists, writers 

Concepts: Hacker, revolutionary, artist, punk, on-line ex­
plorer, metaphysic ian 
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t1ollow Ones 
A joke to some, a pain in the ass to others, the Hollow O nes rank up with the Virtual 

Adepts in the Council's Hall of Infamy. The similari ties don't end there; both groups 
are products of the modem era, outgrowths of a world on the brink of hell. Both groups 
embrace a subculture that both glories and mocks that world, and both carry the light 

of future change with middle fingers upraised. Bm where the Adepts bear a neon 
lightstick to light the Council's way, the Hollow Ones carry their candelabra in the 

dark. 
Although their Goth-rock attire suggests a recent origin, their roms go back 

further than others realize. Though the "Hollow Tradition" (acrually a Craft, or 
organized magickal subculture) dates its foundation tO the Roaring Twenties, 
their so-called "lost generation" philosophy can be found in the dabblings of the 
Romantic poets. Many ofNight's Children claim Lord Byron as the first of their 
line; others call that bullshit. In any case, their fondness for bygone black is 
matched only by the ir insatiable curiosity. 

Hollow Ones realize that the modem world sucks, so they wrap themselves 
in the trappings of a more romantic time- a time when you could compose 
sonatas and end up buried alive. These Darklings mirror their own sense of 
displacement in their fix ation with tragedy. Loners from the start, they set 
themselves further apart with eccentric dress and sarcastic manner, create their 
own nightworld and piss on the trespassers. 

The Gothic Orphans know pain first-hand. Most come from broken or 
abusive homes and learn self-survival before they leave sixth grade. Many are 
so screwed up by their teens that when the Avatar comes calling, it seems almost 
mundane. Magick comes to them with little study or effort, an innate talent 
they often use to set up lives away from home. The street subcultures offer them 
a chance to rebel, find shelter and earn friendship. Magick offers them power, 
starus and enlightenment. 

Clannish and secretive, the Hollow O nes still reach out to help those 
who seem wort h the trouble. Many Council mages owe their survival to 

nearby Dark lings. After such aid, they often disappear, muttering cryptic 
jests. Deep inside, most Goth mages empathize with outcasts like them­
selves and watch over street people, barfl ies and runaways. "Outsiders," 
however, are not easily trusted -strangers usually have to perform some 

act of kinship before they will be treated with anything other than 
contempt, and even then, no "poseur" ever really learns the Hollow Ones' 

intricate social dances. In the ir own way, these Orphans have a code every bit as 
arcane as the Hermetic Mysteries. Dancing in the shadows as they do, Hollow 
cabals-or "cliques"- find their safety in numbers and secrecy. 

Within these cl iques, Night's Children cling together. They may fight, dis 
and betray each othe r, but if some outsider threatens the "family," that family 
hangs together t ill death. This sense of communi ty, dysfunctional though it may 
be, provides the stability that leads the Goth mages towards some eventual 
Ascension. The Council may never understand what they're missing. 

O ther groups believe, erroneously, that the Hollow Ones lack vision. The 
Craft's self-absorption and morbid sense of humor masks its love for things 
mysterious. Puzzles. omens and other enigmas fascinate them; magick, ghosts, 
werewolves and especially vampires draw these Orphans like black-lace moths. 
In the ir own way, the Hollow Ones are as primal as the Verbena and 

Dreamspeakers- they gravitate back to the wonders beyond rhe campfire. 
By seeing old things with new eyes, the Hollow Ones junk the baggage that 

holds so many Awakened back from revelation and carve a new Path 
with old tools. 



"Old tools" is an apt way of describing Hollow magick. Most 
channel their Arts through shopping-mall occultism - cheap 
jewelry, mass-market "grimoires," mail-order paraphernalia and 
stage magic tricks. Their libraries consist of Byron, Poe, Crowley 
and LeVey, and their rituals incorporate COs, black candles and 
roleplaying games. By using magick a ll the "wrong" ways, these 
Orphans show that magick, at least for them, comes ultimately 
from within. 

Philosophy: Your religion makes me vomit. Your enlighten­
ment makes me laugh. Wake up and see the world for what it is­
dying. Nice show, I guess, and good for a few more laughs, but if you 
think we'll all save it with a few well-placed "Hail Marys," I've got 
a deed for city hall in my back pocket. 

Style: Hollow magick is eclectic - a bit of witchcraft, some 
Victorian spiritualism, a dash of C rowley, a sprinkle of pop 
voodoo; add Sisters of Mercy for flavor, stir rapidly and put it in a 
cauldron to stew. Although the Darklings eagerly seek out new 
elements to channel their Art, they draw their real power from 
within. 

Sphere: Any, although they pay full price for all Spheres 
because of their scattershot approach and lack of tutoring. 

Common Foci: (see above) 
Organization: Informal; tightly-knit cliques form a network 

linked by friendships, nightclubs, chatlines and old-fashioned 
mail. Although "kings" and "queens" arc occasionally elected, 
these titles are sardonic at best. Local clique leaders throw huge 
parties (or "sabbaths") every Halloween, with live bands and half­
serious rituals. Many supernaturals, especially vampires, attend. 

Initiation: First, an initiate must be accepted by the local 
clique. Would-be members must appreciate despair and demon­
strate magickal talent. Lighting candles without touching them is 
a common test. Entrance rituals vary from clique to clique; some 
require tattoos, striking looks, new lore, artistic talent or even 
blood sacrifice. 

Acolytes: Blood Dolls, runaways, club owners, Goth bands 
Concepts: Occultist, musician , tragic poet, club-crawler 

" 
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The dance of death is a celebration of life to those who know the steps. 
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Traits 

--

Btu let there be no scales co tveigh your unknown 
treasure; 
And seek not the depths of your knowledge with staff 
or sounding line . 

For self is a sea boundless and measureless. 
Say not, "1 have fotmd the tnuh, " but ralher, "1 have 
found a Lrwh." 
- Kahlil G ibra n, The Prophet 

Traits arc your character's foundatio n - her 
overall personali ty, strengths, skills, aptitudes, re­

sources, contacts and sometimes even her possessions. Although 
they're ultimately little more than dots on a sheet of paper, Traits 
offer the complexity of a lifetime up for easy reference. 

These Traits describe only the most basic parameters of your 
mage. The essence of the character herself comes from roleplaying 
and imagination. These guidelines are mechanical, nor concep­
tual. The concepts behind the more mystickal Traits - Essence, 
Avatar, Q uintessence and such - can be found in C hapters Two 
and Three. 

Essences 
Classifying consciousness also encourages "higher than Thou" 

games of one-upmanship. People waste energy tlefiningwhichslate they 
are in, as if consciousness were a cosmic grammar school, in which 
third-graders were entitled to look down on kindergartners. The point 
is not what level we are on, but what we are leaming. 

- S tarhawk, The Spiral Dance 

Put simply, the Essence is the overall "personality" of your 
mage's Avatar. Most will workers agree that four differem types exist 
- Dynamic, Pattern, Primordial and Questing, each pulling towards 
some place on the Metaphys ic Trinity (see C hapter Four). A fifth 
Essence, the Infinite, is thought mcxisr, bur like the quark in current 
quantum physics, ir must exist because of its apparem absence. 

There is plenty of debate about the exact role the Essence 
plays in a mage's destiny. Some claim that it predetermines a 
person's actions (and allegiances in the W a r) , while others say 
that the Essence o nly reflects t he longings of the Avatar's last 
incarnation. Is the Avatar a reflection of rhe mage, o r is the mage 
a reflection of his Avatar? No one can say. Probably both. 

Your mage's Essence could be considered his subconscious, a 
major source o f his prejudices, quirks and persona lity tra its. A 
Pattern Essence mage might worry about detai ls and organize 
everything (while looking down his nose at those without such 
skills), while a Dynamic o ne would flit from project ro project, 
biting her nails o r quietly singing off-key songs. The Primordial 
Avatar could drive a mage to plumb the depths o f every relation ­
ship she enters, urging her to reveal everything she knows to the 
world at large, while t he Q uesting soul moderates disputes and 
strikes a balance between a messy room and a tidy office. 

,---£&iffi~ goes a bit deeper, too. As the "personality" of a 
soul, a particularly strong (four or five dots) Avatar 

agenda of its own. Essence gives you and your 
~lj~jy!_ell~!)q,me handle on that agenda. You must decide how 

ence your character's Avatar is (see "Backgrounds) 
of relationsh ip, if any, they have. Sister Beulah of the 
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Heavenly Order sees manifestations of her Pattern Avatar fre­
quently, mistaking the Avatar to be St. Jude. Khozan, a typical 
Questing personality, is aware of the concept of the Avatar and 
thinks it's a fascinat ing theory, but has never had any direct experi­
ence with it. C heshire Cat is completely unaware of the existence of 
Avatars and would dismiss them as "a bunch of crystal-rubbing 
bullhocky," even though h is Dynamic Avatar has a very strong hold 
on him, making him the iconoclast he has become. 

The manifestations of an Avatar arc usually linked to its 
Essence. The nature of each Essence also says a lot about a character's 
eventua l Ascension (or lack thereof). C hoose your own mage's 
Essence with an eye toward the goals and destiny you would like him 
to have - even if he has to wade through hell to attain them. 

Dynamic 
By far the most common Essence, Dynamic Avatars arc rhc 

very incarnation of the forces of change. A II mages are ultimately 
part of the dynamic force that drives reality, bur mages of this 
Essence arc consumed by it, driven by a love o f and desire fo r 
constant change. They will probably never achieve, and may 
never know, t heir ultimate dest inat ion. Mages of this Essence are 
often considered pioneers, for t hey embody the very heart of what 
it is to be a mage. Taken ro its greatest extreme, this Essence 
typifies the Marauder - endlessly altering, never conforming. 

Dynamic Avatars tend to be energetic spirits of great cunning 
and curiosity. Most assume many different forms, but tend to 
appear as shadows or nebulous beings out o f childhood dreams. 
Fickle and capricious, they are impossible to please. 

Pattern 
Though this Essence epitom izes the T echnocracy, Pattern 

urges arc viral in the overall survival of mage society. Mages with 
th is Essence usually wo rk toward a certain end. Like a ll mages, they 
are innately dynamic, but aren't as concerned with finding new 
ways as they are with sho ring up the existing ones. Without 
Pattern mages' support, most Dynamic mages would be incapable 
of pursuing the ir own t ruths of reali ty as far as they do. 

The Avatars of this Essence are stable and constant, and rend 
to manifest in o ne given form. Such an A vatar usua lly appears as 
an authority figure from the character's past, often a demanding 
and unforgiving one. 

Primordial 
Drawing their nature from the beginning and end of the 

universe, Primordial Essences are by far the rarest among the four 
typeS known. Many of the earliest mages embodied this Essence, 
but as time passes, fewer and fewer manifest it. In its most refined 
state, most scho lars believe , t his Essence seeks a return to the 
primal state, an end to everything we know roday. For this reason , 
Nephandi arc thought to have a Primordia l bent. 

Most mages with this Essence are not nearly so extreme; even as 
children, however, their old souls lend them a knowing air. They tend 
to be abrupt, have little time for foolishness and strive to get to the 
bottom of everything. For all the ir ancient ways, Primordial Essences 
crave new experiences. If they've "been there-done that," it doesn't 
show. Deep relationships and rich passions are their greatest joys. 



Primordial Avatars rend ro rake the form of animals, spirits or 
gods of legend. Like their "owners," they can be very coarse and 
direct in manner and speech, caring little for social niceties. 

Questing 
These Avatars seek balance over any set goal. Questing 

mages ric disparate ideas together and make forgotten thoughts 
seem fresh again. Like Dynamic urges, the Questing Essence 
pushes the mage into journey afte r journey. Unlike the Dynamic 
urge, the Questing Path finds rhc road more important than 
endless destinations. Despite this, Questing mages have more 
focus than their Dynamic counterparts. They pursue one quest, 
then another and so on in an endless road of changes. 

For millennia, few will workers saw a difference. As the world 
grew further and further apart, however, and the distance between 
the Trinity's poles grew wider and wider, this Essence (and the 
need for balance ir personifies) became more evident. For this 
reason, it is often identified wi th the Counc il of Nine Traditions, 
those mages for whom the middle Path is rhe most desirable. 

Many mages rend to overlook the forest fo r the trees, bur 
those of Q uesting Essence always seck rhc big picture. Questing 
Avatars are pushy and demanding. Never satisfied with what has 
been achieved, they always want more and better. When they 
reveal themselves, such Avatars goad their mage off on some 
important quest and will not relent until the journey has begun. 

Personality Archetypes 
No , my morality was older, more classic yet, the 
mora.lity that distinguished between sacrifice and slaugh­
ter and had not yet dreamed of sport. 
- M.J. Engh, Arslan 

We all ro leplay in our daily lives, whether we 
admit it or not. In every relationship we have, we 
project some different aspect of our "true" self. 
Admit it: don't you act differently around your 
father than you do around your significant other? 

.__..;a..-.., And do you feel that either person sees the "real" 
you, the image you greer in the mirror every day? 

Even mages have these "masks"; perhaps, for survival's sake, 
they adopt them to an even greater extent than any other mortal 
(this side of a politician) would. T o reflect our characters public 
and inner personae, we give them Natures and Demeanors . One 
represents the character's inner self, her true personality; the 
second sums up the side most people notice. 

Natures and Demeanors (known collectively as Archetypes) 
offe r you and your Storyteller easy handles on your character. 
These arc not pigeonholes or "character classes"- each character 
is unique and multifaceted, or at least he should be. Archetypes do, 
howevcr,give you something to work from. Naruresgivesomecluc 
tO the mage's Ascension goals and flaws and give him a way to earn 
back the Willpower points he spends. Demeanors are largely 
ro leplaying cools, though they can be really helpful when your 
Storyteller needs to have one of her characters interact with your 
own. If your mage's Demeanor is Rebel o r Deviant, the cop on the 
street will probably hassle him, even if his inner Nature is that of 
a Caregiver or Traditionalist. 

Each Archetype has a strength and a weakness. These ten­
dencies, when they come from the mage's Nature, can be seen as 
guideposts in that mage's Ascension Path. Strengths are those 
virtues that might inspire his higher purpose; weaknesss are stum­
bl ing blocks, weak points in his personality which keep him from 
attaining his potential. The exact nature o f these facets, and their 
impact on the character's eventual fate, a rc left to you to decide. 

Your mage's Nature a lso gives him a way to replenish spent 
Willpower points. When he accomplishes something very "in 
character" for him, the Storyteller may elect to give him from one 
to three spent Willpower points back. Obviously, this only applies 

when regaining temporary Willpower points, not buying new 
ones, although a character who wants co ra ise his Willpower with 
experience can use his accomplishmcnrs to justify doing so. 

These Archetypes are suggestions only. Don't feel con­
strained to play within some narrow definition of what you can 
and cannot do. Likewise, we encourage you to think up your own 
Archetypes. The ones we offer can only scratch the surface of the 
possibilities you will inevitably discover. 

Architect 
The quintessent ial builder, your sense of purpose goes beyond 

your own needs. You try to create something of lasting value for 
those who will come after you. People need many things, and you 
gain satisfaction by providing whatever you can. You are the type 
of person who makes an effo rt to build somcth ing of value: to found 
a town, create a company or in some way leave a lasting legacy. 

You strength is Purpose. You have a vision that will make the 
world better after you've passed through. Your deeds will hopefully 
live on and help those around you. 

Your weakness is Obsession with your ambitions - you 
blindly focus on your plans. To Ascend, you must defeat this 
fixation and open yourself to new possibilities and achievements. 

- Regain Willpower whenever you create or establish 
something of imporrance or lasting value. 

Avant-Garde 
You must always be in the forefront. A new dance, fashion trend 

or discovery is no good unless you were among the first to know. 
Nothing pains you more than hearing second-hand news. New 
discoveries are your life, and you devote a great deal of time and effort 
to kc~ping up with things. If you're not in the front, you're nowhere. 

Foresight is your strength. Because you seek out the new, you 
can appreciate radical things long before others do. 

Your weakness is Pride, the absolute self-assurance that you 
arc better than everyone e lse. Anything old is held in contempt, 
and you quickly grow tired of the new. You must aspire to find 
something to truly value. 

-Regain one point of Willpower whenever you make some 
significant discovery. 

Chapter Six: Character Creation 
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Life is too important to waste, so have as good a time as 
possible. You only go around once, after all. You are a sensualist, 
sybarite and party animal; the words self-denial and self-discipline 
are a waste of breath. Still, you don't mind a little hard work as 
long as a good time awaits you upon completion. Most Bon 
Vivants have little self-control, for they so dearly love excess. 

Joie de vivre (love of life) is your greatest strength. No loss 
can set you back for long. For you, life is a great gift, and you pity 
(and sometimes help} those who do not appreciate it. 

Your weakness is H edonism. Pleasure is your only real goal. 
True Ascension, however, requires higher ambitions, and you 
must find a less fleeting means of enjoying life. 

- Regain a point or two of Willpower whenever you have 
-a truly good time and can bring others along for the ride. 

Brz.vo 
War is your pleasure and your destiny. It may range from 

physical scraps to Machiavellian intrigues, but someone must lose 
in life and it will not be you. Power and might are all you respect. 
Your will must be obeyed. 

This attitude is more common among the Awakened than 
many might expect; reality, you know, moves for no weakling. You 
might use your prowess to terrorize the weak or protect them, but 
such weakness is not something you will ever tolerate in yourself. 

You find strength in your Strength. You are rarely deterred by 
obstacles. In fact, most setbacks only encourage you to try again, 
and harder this time. 

Your weakness is Anger. To you, life is battle, not compro­
mise. This mentality must be defeated or it will consume you. 

- Regain Willpower whenever you utterly defeat someone 
who stands in your way. 

C(\re~iver 
You always try to help those around you and struggle to make 

a difference in the needs and sorrows of the unfortunate. People 
around you depend on your stability and strength to keep them 
steady and centered. You are the one to whom people tum when 
they have a problem. 

You draw strength from your Kindness. Despite the suffering 
all around you, your good heart (and your ability to share it) still 
makes a difference. 

Your weakness is your Lack of Confidence. Your martyr's 
streak comes from a sense of duty, a need to validate your 
existence. Eventually, you must put yourself above the needs of 
others or be worn away by them. 

- Regain Willpower whenever you successfully protect or 
nurture someone else. This protection can be as small as a smile of 
support or a shoulder to lean on at an appropriate moment. You 
must help the other person in some way, though he need not 
acknowledge it openly. 

Conrormist 
Every team needs players. That's your role. Taking charge 

isn't your style. Leave that to others. You always gravitate towards 
a born leader and throw your lot in with her.lt's not in your nature 
to rebel. You hate inconsistency and instability; by supporting a 
strong leader, you help prevent chaos. 
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All stable groups need some kind of Conformist. Cooperation 
is your great strength. Unlike your malcontent peers, you value the 
common good. 

Your weakness is Low Self-Esteem. You haven't the self-confi­
dence to assert your will and allow yourself to be others' tool instead. 
Only when you discover your own agenda and pursue it can you Ascend. 

- Regain Willpower whenever your group accomplishes 
something because of your support and aid. 

Conniver 
What's the sense of working hard when you can get something for 

nothing? Why drudge when, just by talking, you can get what you 
want? You always try to find the easy way out, the fast track to success 
and wealth. Trickery is a game, and you're damned good at it. 
Connivers play many roles, so you may be a thief, a swindler, a street 
waif, an entrepreneur, an agent or just a con man. 

You're pretty Clever, a real asset in wartime. By setting your 
friends to tasks and your enemies against each other, you make life 
easier for your side. 

Your weakness is Envy. You're never happy with what you have; 
you always want more. You must eventually overcome your desire 
and find happiness in what you've got and who you are. 

- Regain Willpower whenever you get your way by tricking 
another person into doing what you want. 

Critic 
Nothing in the world should be accepted without thorough scrutiny 

and examination. Nothing is ever perfect, and the blemishes must be 
pointed out in order for the good to be truly recognized. Your standards 
are high for everything, and you insist that they be met. Encourage the 
same ideals in others; low standards reduce thequalityoflife for everyone. 
They'll thank you later, once they discover the purity of your perspective. 
Seek out and expose the imperfections in every person or thmg you 
encounter- you're never satisfied with anything that is less than perfect. 

High Standards are often necessary in life. Nothing gets accom­
plished when people are slack. With your crit ical eye, you can be an 
asset to your friends - provided they can stand you. 

You're Arrogant. It's di.fficu lt to accept who you are, so you focus 
your energies upon finding greater faults in others. Someday you must 
realize that imperfections are the seeds of further growth. 

- Regain one point of Willpower whenever you discover a 
significant imperfection that others overlook. 

Curmud~eon 
Yeah, the world sucks, and no one knows this better than you. 

Everyone around you is bound to screw up. Although your wit is 
wickedly barbed, even you find little lasting pleasure in it (or in 
anything else, for that matter). Cynicism is your middle name; it's 
the tool with which you judge everything in life. Hey, you just call 
the shots as you see 'em. 

Although it can be said that your Critical Eye is a strength, you 
really need to get a life. Sucks to be you! 

Your weakness is a Lack of Imagination. You've lost the spark 
that makes you truly magical and deny that by putting down the 
achievements of others. To Ascend, you must look at the world wirh 
new perspective. 

- Regain Willpower whenever someone does something 
stupid, just like you predicted. You must predict it either out loud to 
the other characters or in private to the Storyteller. 



Deviant 
There are always people who don't fit in, and you are one such. 

The status quo is nor your style. You're not so much an aimless rebel 
as an independent thinker who does nor belong in the society in which 
you were raised. You don't give a damn about other people's morality, 
bur you do adhere co your own strange code of conduct. Deviants arc 
typically irreverent, and some have truly bizarre tastes and desires. 

Like the stereotypical Cult ist of Ecstasy, you Shatter Bound­
aries by raking them head-on. Yours is the vision of the future, not 
the prison of the past. 

Your weakness is your P erversion. The energy you require to 

defy the established order might one day remake the world in your 
image. A little stability, however, is not always a bad thing. Some 
day you'll have to realize that. 

- Regain Willpower whenever you successfully thumb your 
nose at society and its precepts without retaliation. 

Director 
You despise chaos and disorder and tend ro rake contro l and 

organize things in order to suppress anarchy. You like to be in 
charge, live to organize and habitually strive ro make things work 
smoothly. You trust your own judgment implicitly and tend to 
think of things in black-and-white terms: "This won't work," 
"You'reeitherformeoragainst me," "There are rwoways to do this 
- my way and the wrong way." 

Your Organization is often helpful. People usually need 
leaders to accomplish great tasks (like survival!), and you're a 
natural leader. 

You have a Lack ofTolerance. ln order to Ascend, you must 
strive w integrate the views of others to achieve compromise. 

- Regain Willpower when you lead a group and accomplish 
some significant task. 

Fanatic 
You are consumed by a cause; it is the primary force in your 

life, for good o r ill. Every ounce of blood and passion you possess 
is directed toward your cause. In fact, you may feel very guilty about 
spending time on anything else. Nothing can stand in your way­
nothing that you c::mnor overcome, in any case. You and those 
around you may suffer, but your cause is everything - the end 
justifies the means. Before the game begins, make sure you describe 
your cause and define how it may affect your behavior. 

Dedication is your greatest strength. Nothing happens with· 
out sacrifice, and you will do whatever it rakes to make your vision 
happen. 

Your weakness is your Stubbornness. The possibili ties o f life 
have been closed to you. You must open yourself ro other choices, 
or your final victo ry will be a hollow one. 

- You regain Willpower whenever you accomplish an act 
that furthers your cause. 

Jester 
The world is a painful place, but it's not without its lighter 

side. People go crazy without something co laugh at . You arc that 
someone. You're the fool, clown or comic, forever seeking the 
humor in any situation. You hate sorrow and pain and constantly 
try ro rake others' minds off the dark side of life. Sometimes you'll 
do nearly anything to forger that pain exists. Your particular brand 
of humor might not always impress your friends, but it makes you 
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feel better. Some Jesters manage to escape pain and arc truly 
happy, hut mosr never flnu release. 

Empathy is your strength ; wi rh it, you can cheer up or hers and 
find the banana peel in your ca~bal's path. When you srop jokmg, 
this empathy can be pur to other more constructive uses. 

Your weakness is Hypocrisy. Focusing the attention of others 
on happiness leaves a deadly potential to ignore the dreadful. You 
can a lso be a pain in the butt. 

- Regain Willpower when you ra ise the spirits of those 
a round you through the device of humor, especially when you arc 
able w escape your own pain in the process. 

Judge 
As a facilitator, moderator, arbitrator, conciliator and peace­

maker, you always seek ro make things better. You pride yourself 
on your rationality, judgment and deductive ability when given 
the facts. Yo u struggle co promote truth, bur you understand how 
difficult iris to ascertain. Yo u respecc just ice, for through justice, 
truth will reign . 

In your view, people arc resource s, albeit difficult ones. You 
hate dissension and arguments, and shy away from dogmatism. 
Sometimes Judges make good leaders, though a lack of vision can 
sometimes cause them to maintain rhc status quo instead of 
searching for a better way. 

Fairness, Wisdom and Logic are your hallmarks. Any group 
or society needs people with your ability to separate emotions from 
the truth. 

Yo u Lack Vision , however. The static framework you have 
created must be expanded to one of choice, openness and freedom. 
You can never transcend unti l you break free of simple logic. 

- Regain Willpower when you arc able to separate the truth 
from a web of lies, or when you convince disputing individuals to 
agree with your judgments. 

Loner 
You arc always alone, even in the midst of a crowd. You arc the 

wanderer, hunter and lone wolf. Though others might think of you 
as lonely, forsaken or remote, in truth you prefer your own company 
to that of others. There arc many differem reasons why this might be 
so: you don' t understand people, you understand people too well , 
people d islike you, people like you too much , or perhaps your own 
thoughts mean more to you than people. Your reasons are your own. 

Self-R eliance is your major screngrh. You get by just fine, 
thank you, without help from ochers. No o ne can bring anorher to 
Ascension; it must come fro m within . 

Your weakness is your Lack o f Empathy. All things and 
peop le have value. By interacting with others, you can find a 
rewarding place in the world. 

- When you manage w accomplish some significam task 
o n your own, without the a id of others, yet which still aids the 
group in some way, you regain Willpo wer based o n the significance 
of the achievement. 

Martyr 
All possess the martyr instinct, bur few act upon it, and even 

fewer live that way. You do, though. Whatever someone else needs, 
you wi ll do if irkillsyou. This desire for self-sacrifice might stem from 
low self-esteem or a profoundly developed sense of love. Either way, 
you can endure severe suffering because of your beliefs and ideals. 



Your strength is Devotion; without those who would will­
ingly give of themselves for others' sake, the world would ffll l into 
ru in. In a way, all mages arc Martyrs; their Awakening sets them 
forever apart from morral men. 

Thas same Self-Sacrifice may destroy you. Without some 
sense of self-preservation, you will be consumed by mhcrs' needs 
-and drive them w hate you in the bargain. 

- Regain Willpower when you sacrifice yourself in a real 
and immetliare way for your beliefs o r another individual. 

R..ebel 
To hell with the establishment! You're a malcontent, icono­

clast and free-th inker. You're so independent and free-willed that 
you arc unwi lling ro join any particular cause or movement. 
Anythmg that oppresses the individual deserves to be brought 
down. You do nor make a good follower and aren't usually a very 
good leader either (unless your followers are willing togo wherever 
you lead). 

Individuality is your strong point; no one is going to force you 
imo a static mold! 

Your weakness, however, is your Lack of Direction. Your power 
has no focus and cannot be brought to fruition wirhoU£ a goal. 

- Regain Willpower whenever your rebellion against rhe 
status quu rurns out to be for the best. 

Survivor 
No marrer what happens, you always survive. You can en­

dure, pull through, recover from, outlast and outlive nearly any 
circumstance. When the going gets rough, you get going. Never 
say die, and never give up - ever. N othing angers you as much as 
a person who doesn't struggle to make things better or who 
surrenders to the nameless forces of the universe. 

Few or hers have your Perseverance. No matter what the odds 
may be, you come out breathing, if nor winning. How many 
warriors cnn say the same? 

Your weakness is your Lack of T rust . You must open yourself 
up to the world to transcend ir. 

- Regain Willpower whenever you survive a difficult 
situation through your own cunning and perseverance. 

Traditionalist 
You are an orthodox and conservative individual. What was 

good enough for you when you were young is good enough for you 
now. You oppose change for the sake of change- what point is 
there in that? You may be seen by some as a miser, a reactionary or 
simply an o ld fogy, but you know how important it is ro preserve 
the status quo. 

Such Consistency is good ro have. With the world in a state of 
perpetual flux, someone must hold the center. That someone is you. 

Excessive Complacency, however, kills. A mage must sum­
mon the energy to enact new possibilities, rather than succumb to 
stasis. 

- Regain Willpower whenever you arc able to protect the 
starus quo and prevent change. 



Very few are brave or srrong or imaginative enough co look 
beyond mundane thought in search of something more. Society 
treats such people with both respect and contempt, for the Vision­
ary challenges society as much as she guides it. 

You may be a spiritualist, shaman, New-Ager, mystic, phi­
losopher or inventor, but whatever you are, you are always looking 
for something more. You see beyond the bounds of conventional 
imagination and create new possibilities. Though you might have 
your head in the clouds and are often of an impractical bent, you 
are filled with new ideas and perceptions. 

Inner truth is your quest, and Imagination is your strength. 
With this vision, you may guide others who desperately need such 
wisdom. 

Your weakness is your Pride, pride in your ability to see and 
understand what others cannot. You must learn humility to 
Ascend. 

- Regain Willpower whenever you are able to convince 
others to believe in your dreams and follow the course of action 
outlined by your vision of the future. 

Attributes 
Human beings are the most flexible organisms around. 
That's why we're still around, and that's why we're 
smart enough to wonder why. 
- Robert Wright, "Science, God and Man" 
(Time, Dec. 28, 1992) 

Specialties 
For each Attribute or Ability rated four or 

....._ ___ ._. higher, a player may select a specialty for her 

character. Such specialties reflect an aspect of that T rait that 
someone might be especially good at, like Charming (Manipula­
tion), Pistols (Firearms), Motorcycles (Drive) or Hacking 
(Computers). 

A specialty allows the player tore-roll "1 O's" on actions when 
that specialty comes into play (riding a motorcycle, say, or flirting 
with a countess). The player gets to keep the success the "10" 
originally indicated, but can try again for another success. She may 
continue to roll that die unt il anything other than a "10" comes 
up. Only one specialty may be chosen per Trait. 

Physical 
Physical Traits indicate a character's raw strength, build, 

agility and sturdiness. Characters adept at physical combat or 
athletic activities have high Physical Traits. 

This Trait ranks physical power, including the ability to 
move heavy items and cause damage. Generally, a character with 
a high Strength rating will have a larger frame than someone with 
a lower rating. Use Strength when attempting to make any sort of 
jump or leap. ln melee combat, your Strength rating is also added 
to your Dice Pool to determine damage. 

Suggested Specialties: Hulking Brute, Strong Upper Body, Wiry, 
Tough Grip, Massive, Husky, Solid 
• Poor: You can bench press 40 lbs. 

• • Average: You can bench press 100 lbs. 

• • • Good: You can bench press 250 lbs. 

• • • • Exceptional: You can bench press 400 lbs. 

• • • • • Outstanding: You can bench press 600 lbs. 
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Dexterity 
Dexterity measures your mage's speed, quickness, agility, 

grace and coordination. A person with good balance and reflexes 
will have a high rating, and her build with often reflect this-such 
people are often slender, graceful and sure-footed. 

Suggested Specialties: Cat-like Grace, Lighming Reflexes, Nimble 
Feet, Perfect Balance, Light Touch, Smooth 

• Poor: Two left feet and ten thumbs. 

• • Average: You can walk and chew gum at the same time. 

• • • Good: You have natural grace and coordination. 

• • • • Exceptional: Juggling knives is a career option. 

• • • • • Outstanding: You can dance along the edge of a 
precipice while blindfolded. 

Stamina 
Stamina indicates your general health, colerance for pain and 

the ability to engage in prolonged physical activity. It encom­
passes staying power and a character's will to live and survive 
physical hardships. 

Suggested Specialties: Tenacity, Tirclessne.ss, Durability, Tough, 
Unmovable, Hardy Constitution 

• Poor: Your constitution is frail; you get sick easily. 

• • Average: You stay in moderately good health. 

• • • Good: You engage in regular exercise and rarely get ill. 

• • • • Exceptional: You could run a marathon. 

• • • • • Outstanding: You can withstand almost any travail. 

Social 
Social Traits describe looks, charm and understanding of the 

human mind. They often determine the nature of your interac· 
tions with others, from first impressions to leadership skills to 
dealing with people in general. 

Charisma 
This Trait measures how well others react to you. Charisma 

can help you win peoples' favor, gain their trust or simply fascinate 
them with your presence. This charm is more innate than delib­
erate; overt manipulation has its own Trait. Instead, Charisma 
reflects a natural air of confidence, power or social grace. A good 
rating makes other believe in you. 



Suggested Specialties: Eloquence, Good Manners, Sophistica­
tion, G raciousness, Sensuality, Gentility, Captivating, Regal 
• Poor: Others avoid you. 

• • Average: You're likable. 

• • • Good: People trust and confide in you. 
• • • • Exceptional: Others are drawn to you in large numbers. 

• • • • • Outstanding: You inspire people to great deeds 
and loyalty. 

M i\nipuli\tion 
Manipulation measures your aptitude for getting others to do 

what you want them to. When you want w trick, outmaneuver or 
influence someone, overtly or otherwise, use this Trait. Manipu· 
lation works on friends and foes alike, though it may be more 
difficult on the latter. If you blow an attempt to Manipulate 
someone, he will probably be really pissed off with you. No one 
likes to be fooled. 
Suggested Specialties: Silver-Tongued, Imposing, Persuasive, In­
gratiating, Glib, Charming, Devious 

• Poor: You have a hard time convincing others to do 
what you want. 

• • Average: Sometimes, others believe you. 

• • • Goocl: Word games and political fencing are no problem. 

• • • • Exceptional: C lever and sophisticated. 
• • • • • Outstanding: With a little effort, you can make people 

do almost anything you want. 

Appei\ri\nce 
This Trait indicates how attractive you are. It measures more 

than just physical beauty. Any feature - animation, expressive­
ness, cuteness, vulnerabili ty, etc. - that others find enticing 
could be considered part of your Appearance. This Trait can be 
vital in some situations, for like it or not, we're all influenced by 
the way people look. Appearance is a good way to measure first 
impressions. 

Suggested Specialties: Alluring, Bold, Sensual, Cute, Cuddly, 
Roguish, Innocent, Wild 

• Poor: Others treat you with indifference or hostility. 

• • Average: You fit in well with the crowd. 
• • • Good: People notice you. 

• • • • Exceptional: Others respect and favor you, for your 
looks if nothing else. 

• • • • • Outstanding: You awe and fascinate others with your 
beauty. 

Menf£\1 
These Traits represent instincts, wits, memory, learning and 

imagination. A character with high Mental Traits can usually 
think himself out of bad situations or absorb vast amounts of data. 

Perception 
How much do you notice! How aware are you of your 

surroundings? Are you wide-eyed and imaginative, or do you trip 
over the cracks in the sidewalk? This Trait covets all of these 
things, from attentiveness to comprehension. Some people, espe-

dally children , have high Perceptions because of their perpetual 
wonder; others watch the shadows out of nervousness or caution. 
Whatever the reason, your overall sensitivity to impressions and 
stimuli can be judged by this Trait. 

Perception goes beyond sensory impression. A mage with a 
high rating can catch subtleties in someone's demeanor, grasp the 
intent behind a work of art or overhear the snapping twig that 
indicates an ambush. Characters on the run will need high 
Perceptions to survive. 

Suggested Specialties: Keen Senses, Uncanny Insight, C lear· 
Sighted, Astute, Watchful, Intuitive, Feral 

• Poor: Huh? What'd he say? 
• • Average: You notice obvious goings-on. 

• • • Good: You can get below the obvious and pick up 
moods and subtexts. 

•• • • Exceptional: You are constantly alert and spot subtle 
things easily. 

• • • • • Outstanding: Few things get past you. 

lntelli~ence 
This Trait measures raw mental proce.sses- memory, reten­

tion, judgment, reasoning, understanding and critical thinking. 
A !though it reflects information-processing and clarity of thought 
more than common sense or street savvy, a character with a low 
Intell igence may miss the underlying complexities of an argument 
or event- everything seems clear-cut and simple. Complexities, 
to such people, are for other folks. 

A character with a high Intelligence Trait has very sophisti­
cated thought patterns; she can analyze many levels of an argument 
and discern truth from lies. Overall, Intelligence represents care­
fully-reasoned judgments over quick intuitive decisions. 
Suggested Specialties: Sheer Brill iance, C reative, Bookworm, 
Pragmatic, Discerning Thinker, Analyst 

• Poor: IQ 80 
• • Average: IQ 100 

••• Good: IQ 120 
• • • • Exceptional: IQ 140 

• • • • • Outstanding: IQ 160+ 

Wits 
The Wits Trait is a measure of how quickly you think and 

react to new situations. It combines shrewdness with overall 
sharpness and cleverness. A character with a low Wits rating, like 
the veritable "deer in the headlights," may be easily taken off· 
guard, tricked or surprised. Those with a high Wits rating are 
seldom waylaid by sudden changes. Whatever happens, they keep 
their heads clear and their minds focused. You also use Wits to see 
how fast you react in combat situations and other times of stress. 
Suggested Specialties: Level-Headed, Shrewd, Cunning, jumpy, 
One Step Ahead, Sharp 
• Poor: A con man's dream. 

• • Average: Rush Limbaugh doesn't impress you. 

• • • Good: You can handle big city rush-hour traffic 
without wrecking your car. 

• • • • Exceptional: Sharp enough to be a stand-up comic. 
• • • • • Outstanding: You can handle nearly any unexpected 

event with clarity and purpose. 

Chapter Six: Character Creation 
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Abilities 
The wise man croes noc medicace on deach, buc on how 

- Benedict Spinoza 

Your sharp senses are ever-vigilam. With 
Alertness, you've learned to keep an eye open in 
every direction, listening and watching for unex­

pected rhmgs lurking around the comer. Seldom does anyone or 
anyrhmg catch you by surprise. 

• Novice: You can spot a lmost anything you're looking for. 

• • Practiced: You notice everything that happens around 
you, whether overt or subtle. 

• • • Competent: Trouble has a hard time getting past your 
senses. 

• • • • Expert: You rarely, if ever, let down your guard. 

• • • • • Master: Eyes in the back of your head. 
Nothing escapes you. 

Possessed by: Bodyguards, Hunters, Detectives, Military Person­
nel, Reporters, Thieves 

S uggested Specialties: Paranoia, Spot Ambushes, Poinr Guard 

Mage: The Ascension 

Athletics 
Climbing rocky cliffs, leaping chasms or playing brilliant 

games of badminton are all Athletics-based fears. This Ability 
describes your general athletic skills with both ream and indi­
vidual sports. It assumes a familiarity with the rules and play of rhe 
sport in question. 

• Novice: You're always the first pick for teams at fami ly 
reunion football games. 

• • Practiced: You've played regularly on school or 
community athletic teams. 

• • • Competent: You understand the rules and strategies of 
all popular sports; you've played or participated in a 
wide variety of athletic ac tivities. 

• • • • Expert: An accomplished athlete, you train vigorously 
and could be a professional in your chosen sport. 

• • • • • Master: Your athletic abi li ties arc world-class; 
you could even serve as a trainer for others. 

Possessed by: Most Children, Professional Athletes, Gym In­
structors, Sports Enthusiasts 

Suggested Specialties: Any Specific Sport (Swimming, Football, 
Tennis, ere.), Body-building, Outdoor Sports, Aerobics, Running 



Awareness 
Mages can sense rhe unknown like few other beings. Aware­

ness reflects almost prenarurnal senses that detect supernatural 
activity. Although this is largely a magickal ability, some Sleepers 
do possess it. This Trait detects unusual phenomenon, such as rhe 
presence of magick, within rhe boundaries of normal sensory 
range. For example, a mage could use Awareness to sense magick 
cast across the dance floor, but she can't use rhe Talenr to sense a 
magickal Effect in another country. 

The greater the number of successes, the more the mage can 
sense about her target. At lower leve ls of success, this may just be 
"funny feelings" about beings or objects. With more successes, she 
may note the specific supernatural nature of what she is studying. 
For example, she could discern whether or not the subject is 
human, alive, dead or undead. The Talent also extends to affect 
spiri tS, animals and inanimate objectS such as Talismans, as well 
as persons and things considered "invisible" phenomena. Aware­
ness influences interactions with other creatures, since it gives the 
mage information about their true natures. (See "Detecting 
Magick" in Chapter Eight. ) 

• Novice: You often get weird vibes about people you 
meet or places you visit. 

• • Practiced: No longer do you buy imo the notion that a 
rational explanation exists for the unexplainable. 

• • • Competent: You can see that all things have an aura, 
and you've learned what different aura colors signify. 

• • • • Expert: You arc constantly aware that humans are not 
alone; there's a whole world of unknown creatures and 
powers our there. 

• • • • • Master: Restless spirits, walkingdead,srrangeshapeshifters 
and all the odd events they bring with them flourish in 
the Tellurian. You regularly commune with the bizarre, 
learning new things with each experience. 

Possessed by: Investigators, Psychics, Fo rtune Tellers, Gypsies 

Suggested Specialties: Aura Reading, Talismans, Spirits, the 
Undead, Animals 

Brawl 
Brawling is the ability ro fight without a weapon, including 

basic hand-to-hand maneuvers such as punching, kicking, grap­
pling, throwing o r just ordinary scratching and biting. Brawling 
isn't generally fatal, but you can cause a lor of pain and suffering 
with your bare hands. 

• Novice: Though inexperienced, you know the basics of 
fisticuffs. 

• • Practiced: You know where to hit people for maximum 
effect. 

• • • Competent: You know how to take someone down 
quickly without doing permanent harm. 

• • • • Expert: You possess a black belt in a martial art. 

• • • • • Master: You've developed your own unique style and 
perhaps formed a fighting school. 

Possessed by: Martial ArtistS, Soldiers, Thugs, Police Officers, 
Bouncers 

Suggested Specialties: Any Martial Arts Style (Judo, Aikido, 
Karate, ere.), Dirty Fighting, Boxing 

Dodge 
Whether you dive for cover, duck n punch or sidestep an 

arrow, you've learned the best way ro avoid injury is not getting 
hit. Dodge simply describes your ability to ger out of the way of any 
incoming attacks. 

• Novice: You know the basics of avoiding a line of fire 
if you have some warning. 

• • Practiced: You've been in enough fights to know when 
to stay down and safe. 

• • • Competem: Accomplished and experienced; you know 
a number of ways to place yourself where most attacks 
won't hit you. 

• • • • Expert: Enemies find you exceedingly difficult whit; 
you never seem to sray in one place for long. 

• • • • • Master: Over time, you've actually learned to sidestep 
bullets. 

Possessed by: Street Fighters, Mil itary Personnel, Bouncers, Mar­
tia l Artists 

Suggested Specialties: Sidestep, Duck, Dive for Cover 

Expression 
Expression helps you get your point across, whether you are 

writing, singing, speaking or performing. In its highest form, 
Expression is an art; characters with high ratings convey their 
feelings with eloquence and passion in their medium of choice. 

• Novice: You have rudimentary talents, probably good 
enough to win a college scholarship. 

• • Pract iced: You communicate with a nomble level of 
tact and skill. 

• • • Competent: You are a popular success in your chosen 
medium. 

• • • • Expert: Your audiences always respond with deep 
passion to your performances. 

• • • • • Master: You arc nationally known and loved for your 
expressive skills, one of the most popular artists of your 
day, such as Andy Warhol, Pavarotti or Stephen King. 

Possessed by: Actors, Politicians, Writers, Performance Artists 

Suggested Specialties: Poetry, Music, Improvisation, Prose, Com­
edy, Poli tics, Talk Radio, Game Design 

Instruction 
With Instruction, you can teach subjectS in ways that let others 

learn easily and well. Though you can never raise a student's rating 
above your own, thisTalenrallows you to teach others your Skills and 
Know ledges. For instance, if you have four dots in Computer Knowl­
edge, you may teach a student up to four dots in this Knowledge as well. 
To determine the time and energy it takes to teach a particular ski ll , 
roll your Manipulation + Instruction against a difficulty of II minus 
the student's Intelligence. One roll may be made per month of 
reaching. The number of successes is the number of experience points 
thestudentcan apply mwards that skill. Peter Kobie, for example, tries 

--

to teach his fellow Chantry member Clarissa Ryan about rudimentary 
first aid (Medicine) so he won't be the only person wlie-eaa-bftfldtl:ee-­
people after a fight. Though squeamish, C larissa is hr;klllol''•n • 

to learn (Intelligence 3); rhe base difficul ty for J"crcn l,n;IU 
Clarissa's Intelligence (3) • 8. Peter rolls his ' ""'"L""''......,."'"'"'u"u•et· 
tion, a total of six dice. With three successes, ~"n'>"a '''1'!1111!1iliW 

three experience points to purchasing a dot in ov•euoq .... 



--

Sometimes, a student may become discouraged and dis­
tracted from her studies with vanous interruptions. In this case, 
she may have to spend a Willpower point (at the Storyteller's 
discretion) to continue learning. With a lot of stops and starts, the 
student will have to burn a great deal of Willpower. Likewise, the 
reacher may decide to withdraw his services if the student doesn't 
seem to be progressing. Without approval from the Storyteller, 
Talents like Awareness and Empathy cannot genera lly be taught; 
they are inborn and only learned rhe hard way. 

• Novice: You can present simple concepts, such as 
multiplication, in an Lmdersrandable manner. 

•• 

••• 

•••• 

Practiced: You can teach moderately complex subjects 
like physics in straightforward lessons. 

Competent: You can teach anything you know to a 
level of high-school competency. 
Expert: Learning from you is a pleasure; you make 
advanced calculus and ancienr languages easily 
accessible. 

• • • • • Master: You're a reacher who consistently inspires your 
pupils, endowing them with a deep and true 
understanding of what you instruct. 

Possessed by: Mentors, Teachers, Do Masters, Professors 

Suggested Specialties: Any Skills and Knowledges, Specific Sub­
jects (History, Law, Statistics, ere.), T radit ion Practices 

Intuition 
Your hunches a re good, and you've come to trust them. 

Sometimes, you can' t explain why you know something or how 
you jump from a jumbled set of facts to a bri lliant conclusion, but 
the ta lent has served you well. Intuition reflects your aptitude for 
good guessing and having "gut fee lings." This T alent is not a 
psychic abili ty, but rather an inborn "sixth sense" for making leaps 
of logic and connections. Intui tion may let the character know 
whether or not someone is lying or allow her to pick up on a lead 
to a puzzle from a seemingly minute set of clues. Intuition is a lso 
an excellent tool for the Storyteller to convey information to the 
players. 

• 
•• 

Novice: Your instincts often pur you on rhe right tra il. 

Practiced: You've learned ro always follow your first 
answer. 
Competent: You know when something's afoot. 

Expert: Nor only do you know when something's wrong, 
you know where to go to figure out who's responsible. 

Master: Your insights are so sudden and precise, you 
scare yourself. 

Possessed by: Gamblers, Fortune Te llers, Entrepreneurs, Body­
guards, InvestigatOrs, Verbena 

Suggested Specialties: Nose for Trouble, Flashes of Inspiration, 
Gambling, Insightful 

Intimidation 
Intimidat ion lends you an air of quiet authority and domi­

nance. lt comes in many forms, from subtle suggestions to outright 
physical threats or harm. Each method depends on rhe rime, the 
place, and those involved. C haracters with this T alent know how 
to get what they want when they want it. 

Mage: The Ascension 

• 
•• 

••• 

•••• 

Novice: You can back geeks into a corner. 
Practiced: You've won the occasiona l staredown with 
a bothersome competitor for a bus seat. 
Competent: People avoid your direct gaze and scurry ro 
do your bidding or answer your questions. 
Expert: With a soft whisper or even a single gesture, 
you convince others to obey you on your terms. 

• • • • • Master: Faced with your commanding presence, a wolf 
might consider showing its throat to you. 

Possessed by: Businesspeople, Bouncers, Military Personnel, 
Mobsters, Men in Black, Mentors 
Suggested Specialties: Veiled Threats, Overt Violence, Com­
manding Voice, Condescending, Look Official 

Streetwise 
You can find lots of useful stuff on the street: information, hit 

men, love for sale and drugs, for starters. On the other hand, you 
can also find real trouble. This Talent a llows you to blend in with 
the local scene in order to pick up on pertinent gossip and teaches 
you how to survive on the streets by simple larceny and panhan­
dling. It includes a knack for picking up street slang and passing 
yourself off as a street-dweller. 
• Novice: You know where to find hookers and drug dealers. 

• • Practiced: The local street people think you're okay 
and give you some measure of trust. 

• • • Competent: You know how to get the best skinny on 
everything that happens on rhe street. 

• • • • Expert: You make friends and contacts with ease on the 
streets, and fit into the local color like you belong there. 
Maybe you do. 

• • • • • Master: You're a natural on the streets; people fully 
accept you as one of their own, and you can find 
invaluable information or items outsiders couldn't 
possibly pick up. 

Possessed by: Gang Members, Winos, the Homeless, Streetwalkers, 
Crime Reporters, Detectives, Cultists of Ecstasy 
Suggested Specialties: Gangs, Chicken Strips, Drugs, Nightclubs, 
Street Slang 

Subterruge 
You're a tricky bastard. You hide your own motives and discover 

others' secrets to use their own plans against them. The intrigues of 
other people fascinate you because they reveal inherent weaknesses 
you utilize to your own advantage. Characters skilled in Subterfuge 
know how to call upon their best wordplay and body language to gain 
information without others realizing what they've given away. 

• Novice: You lie easily and convincingly. 

• • Practiced: You're adept at getting the upper hand in a 
parley. 

• • • Competent: When there are secrets to be learned, you 
always come out with the clear advantage. 

• • • • Expert: You're always ten moves ahead in the chess 
game ... or the conversation. 

• • • • • Master: You're so proficient at guarding your own hand 
and reading others' plans, you sometimes foo l yourself. 

Possessed by: Lawyers, Con Artists, Politicians, Hermetic Masters 
Suggested Specialties: Little White Lies, Innuendoes, Find Weak­
nesses, Fast Talk, Gossip 



- Skills 
Do 

Do, translated as "the way," is the most basic of all martial arts 
forms. But Do encompasses much more than simple fighting. 
Simply put, Do opens a person to his body's ultimate potential 
through mental and physical concentration. Akashic Brothers arc 
the only teachers of Do and a ll its maneuvers, and they require 
students to display great discipline and dedication. The members of 
this Tradition have learned that the full integration of mind, body 
and reality enable them to unlock abilities that would otherwise 
remain untapped. Students desiring to learn either Do philosophy 
or fighting styles must seek out Akashic Brothers for their instruc­
tion. (For the particulars of Do, see "Combat" in Chapter T en.) 

Beginning characters may only purchase up to two dots of Do; 
higher levels may only come through experience and training. As 
a student progresses through the levels of Do, he usually adds the 
animal name associated with a particular level to his own name; 
these names are mentioned only among the Akashic Brother­
hood. Each step brings further enlightenment and conceptual 
undersranding, so that the student eventually reaches a leve l of 
cognition where he may consider himselfhuman again, able to use 
his body to its highest possible potential. 

• Insect (grasshopper, mantis, ant): You are an initiate of 
the teachings of Do and have learned the basics of 
proper breathing and how tO move your limbs with 
some efficiency. 

• • Reptile (lizard, snake, iguana): You have begun to 
understand your body as one unit and become one with 
that unit. 

• • • Four-Footed (tiger, boar, horse): Realizing there is a 
hidden potential inside everyone, you see the current of 
energy beneath your physical form and can call upon it. 

• • • • Bipedal (monkey, bear, ape): You may exert 
tremendous force through the simplest of motions. 

• • • • • True Humanity: an Honored Master or One Who is 
Truly Enlightened. Your mind is at peace; you know 
that all things have strengths and weaknesses and can 
be destroyed as well as constructed. You concern your 
self not so much with what can be done as opposed to 
what should be done. 

Drive 
This Skill reflects your ability to operate motor vehicles, 

though merely having a Drive rating does not guarantee your 
familiarity with all vehicles. The Storyteller may raise or lower your 
target number based on your experience with a particular vehicle. 
• Novice: You can drive an automatic or standard auto 

mobile or ride a motorcycle without a problem. 
• • Practiced: You've driven in a car race with a high 

school buddy on a back road. 

• • • Competent: You know some trick maneuvers and how 
to get the best performance from a vehicle. 

• • • • Expert: You could race professionally. 
• • • • • Master: Your Astin Martin is waiting for you. Do be 

careful. 
Possessed by: Truckers, Race Car Drivers, Parents, Chauffeurs 

Suggested Specialt ies: Off-Road, Big Trucks, Limos, Motorcycles, 
Evading Pursuit 

Etiquette 
You possess impeccable manners, conducting yourself with 

grace and style in a myriad of social circumstances. Your Etiquette 
Skill is useful during diplomatic engagements, fanciful dinners, 
romantic dances or seductive pick-ups at the bar. Used well, it may 
pay off in surprising ways. 

• Novice: You know which forks and spoons to use at 
dinner. 

• • Practiced: Eyebrows raise at your elegant tipping style. 

• • • Competent: You know the best wines and foods to 
order and how to dress for most social occasions. 

• • • • Expert: You could plan a United Nations state dinner. 
• • • • • Master: At home with anyone, you can squat with the 

Aborigines in the morning and sip tea with the Queen 
in the afternoon. 

Possessed by: Idle Rich, Corporate Executives, Tradition Mas· 
ters, Diplomats 
Suggested Specialties: Dining, Soirees, Business Deals, Seductions 

Firearms 
You know about the properties, repair and use of a variety of 

guns, from small calibre rifles to submachine guns. This Skill does 
not cover heavy artillery weapons, but you do have knowledge of 
the various types of ammunition available for firearms. 

• Novice: You've had one or two lessons at the firing range. 
• • Practiced: You almost always manage ro hit the target. 

• • • Competent: You can pull off some fairly impressive 
maneuvers with a firearm. 

• • • • Expert: You can hit almost any target even under duress. 
• • • • • Master: You'd give Dirty Harry a hard time. 
Possessed by: Gang Members, Police, Soldiers, Hunters, Cyborgs 

Suggested Specialties: Rifles, Handguns, Machine Guns, Custom 
Ammunition, Cybernetic Weaponry 

Leadership 
People look to you to take charge in many situations. With 

this Skill, you know how to get them to obey your orders and 
remain calm under stress. Leadership involves exerting a certain 
authority and setting a good example to those in your charge. 
Combined with Charisma or Manipulation, you may have signifi­
cant power over others' actions. 
• Novice: You can head a committee successfully. 

• • Practiced: You can coordinate major projects or speak 
confidently at town meetings. 

• • • Competent: You can manage a profitable company or 
run for local government. 

• • • • Expert: Have you considered candidacy for a national 
office? 

• • • • • Master: You can change the course of human events, 
like Gandhi ... or Genghis Khan. 

Possessed by: Politicians, Businessmen, Military Officers, Gang 
Leaders 
Specialties: Take Command, Sway Opinion, Oration, Gain Trust, 
BrainstOrming 

Chapter Six: Character Creation 
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M editation 
Centering yourself, calming troubled emotions and relaxing 

your body are the purposes of Meditation. Those anempring Medita­
tion require a focus for their thoughts, an object, a phrase or a physical 
action which screens our distractions and allows for tota l concentra­
tion. Meditation has many uses: making up for lost sleep (roll Stamina 
+ Meditation, d ifficu lty 8 , the number of successes is equal ro rhe 
hours of sleep gained); entering a state of hibernation (roll Stamina 
+ Meditation, difficulty 9, the number of successes determines how 
many days the character can survive without sustenance); or gaining 
insight into complicated puzzles (roll Intelligence + Meditation, 
difficulty 9, each success lowers the difficulty of an Enigmas roll by I). 
Meditation can take many forms, such as yoga or Tai Chi, and several 
styles of magick require Meditation as part of their rituals. 

• Novice: You can sit sti ll and focus your thoughtS for a 
short period of rime. 

•• 
••• 

•••• 

Practiced: Your mind can achieve a state of peace . 

Competent: You can center your rhoughrs and your 
spiri t under adverse circumstances. 

Expert: You can ach ievc a stare of being where others 
find it hard to distract you. 

• • • • • Master: Even in times of stress or disaster, you are able 
to remain calm, at case and inwardly focused. 

Possessed by: Martial Anises, Monks, Granola-chicks 

Suggested Specialties: Relaxation, Zen, Tannic, Vir£llal Reality, 
Foci 

M elee 
Melee is the skill offighting with blunt or edged weapons, such 

as knives, clubs and swords. Proficiency with such weapons can earn 
a great deal of status in the right environment. Some Traditions and 
Conventions value Melee as a part of training during apprentice­
ship, and duels of honor often call upon the ability to fight with 
certain melee weapons. 

• Novice: You know how to pick up a weapon and use it 
with some basic fighting techniques. 

• • Practiced: You have some formal instruction with at 

least one weapon. 

• • • Competent: You've been in a number of successful 
fights and are fam il iar with the different styles 
associated with certain melee weapons. 

• • • • Expert: A worthy opponent, you have earned fame as 
an armed fighter. 

• • • • • Master: You are deadly with a weapon in your grasp; 
others consider you o ne of the finest known 
combatants with your chosen style. 

Possessed by: Martial Artists, Law Enforcement, Soldie rs, 
Recreationisrs, Gang Members 

Suggested Specialties: Edged Weapons, Disarms and Takeaways, 
Blunt Instruments, Improvised Weapons 

R..esearch 
All seekers of knowledge must learn how to find information. 

This Skill allows a character to locate resources he needs for further­
ing his studies. Such information existS in traditional libraries, in oral 
tribal litanies or in sophisticated virtual reality nodes. Success with 
Research doesn't necessarily mean the character gets the exact lore 
he seeks, but he will know where to obtain what he's looking for. 



- • Novice: You're comfortable with most public sources 
of informauon, such as the locallihr:lry. 

• • Pracr iced: You 'vc used in-depth reference systems, 
such as the World Wide Web or Gopher. 

• • • Compel em : You know the contents of many privately 
owned lrbrarics. 

• • • • Expert: G1vcn time, you can locate most any piece of 
mformauon you need. 

• • • • • Master: Whether written, encoded or spoken, you 
know where ro find the lore you arc seeking. 

Possessed by: Writers, Scientists, Hermetic Acolytes, Lihrari<ms 

Suggested Specialties: Arcane Collections, On-line Data, Oral Tra­
ditions, Specific Subject Maner (History, Philosophy, etc.), Folklore 

Stealth 
lfyou'regood at this Skill, you can smlk, sncakor hide si lently 

in the shadows. O ther characters can usc rheir Perception against 
your Stealth abil ities, a nd certain environmental conditions may 
affect your difficu lty ro ll positively or adversely. 

• Novice: You can hidepreny well in the dark ifyoustaysti ll . 

• • Practiced: You've gotten the hang of moving silently. 

• • • Competent: You are an accomplished nighttime hunter. 

• • • • Expert: You can walk silently over dry leaves and 
througb muu puddles. 

• • • • • Master: I lave you considered jo ining a ninja clan ? 

Possessed by: Spies, Assassins, Burglars, Hunters 

Suggested Specialties: Blending lntoShadows,Silem Movement, 
Concealment, Floors 

Survival 
The wi Ide mess and other outdoor environs are dangerous for 

those unfamiliar wi th their hazards. Survival a llows you to seck 
she lter, find a safe route or follow a tra il in the great outdoors. Basic 
survival skills apply to a range o f climates, though characters wi ll 
not necessarily have proficiency in every possible outdoor setting. 
For example, even if you have spent time in the wilds of the 
Appalachians, you may wi ll sti ll have trouble in the Arctic. 
Additionally, if you use S tealth in the wilderness, your Dice Pool 
may not exceed your rating in Survival. 

A variant on this Skill, Urban Survival , allows you to live on 
the streets, picking through trash, finding warm places to sleep and 
knowing where- and where not- to go for shelter. 

• Novice: You can survive an all-day hike in a temperate 
envi ronment. 

• • Pract iced: You have spem considerable time outdoors 
and arc fully at ease there. 

• • • Competent: You are familiar with advanced survival 
techniques, such as trapping and garhering foodstuffs 
from the wildcmess. 

• • • • Expert: You can live like a king in the outdoors without 
any modern conveniences. 

• • • • • Master: Making it across Death Valley or up Mount 
Everest on foo t isn't that hard! 

Possessed by: Tribal C ultures, Hunters, Rangers, Hikers, Street 
People 

Suggested Specialties: Tracks and Trails, Specific Environmems 
(Jungle, Arctic, Desert, Urban, etc.), Foraging 

--



--

Technology 
With Technology, a character understands how mechanical 

and electronic devices work. This Skill a llows you to use and repair 
technological items, such as cars, recording devices and light 
machinery. Some forms of technomagick may require this skill to 
succeed. 

• 

•• 

••• 

•••• 

Novice: Normal household technology is familiar; 
replacing fuses, fixing the toaster, and checking the 
fluid levels in the station wagon are no problem. 
Practiced: You like to tinker with mechanical or 
electronic devices; you could put together a working 
clock or a transistor radio with no difficulty. 

Competent: You have the insight to engineer simple 
technological items of your own design and construct 
them to suit your needs. 
Expert: You regularly invent highly complex mechanical 
and electronic machines that perform multiple tasks 
and functions. 

• • • • • Master: You create unique and one-of-a-kind 
technological devices that do utterly amazing things 
no one can replicate. 

Possessed by: Repairmen, Security Specialists, T echnomancers, 
Inventors 

Suggested Specialt ies: Electronics, Transports, Security Systems, 
Magickal Devices, Invention 

Know ledges 
Computer 

This ability allows you to operate computers and write com­
puter programs. You probably know one or more programming 
languages and may even design your own computer systems. This 
Knowledge is necessary if you wish to break into protected com­
puter systems or crack any kind of digital encryption. 

• Student: You can use a word processing program like an 
experienced secretary. 

• • College: You write simple programs and possess a 
knowledge of most operating systems and software. 

• • • Masters: You're a competent programmer; you write 
extensive and complex software. 

Doctorate: You could make a living through on-line theft. 
Scholar: You could probably construct an AI or break 
into the most sophisticated computer system in the world. 

Possessed by: Programmers. Data Processors. Hackers, Virtual 
Adepts 

Suggested Specialties: Hacking, Viruses, Data Shredding, Surfing 

Cosmology 
The universe holds many secrets. This Knowledge reflects 

the information you can learn and understand about the Umbra 
and its many Realms. Cosmology is re lated to the Sphere of Spirit 
in the sense that both deal with the Umbra and its denizens. 

~:;Q,smtolcJgv relates more to the cultural and physical 
the Umbra (such as it is), whereas the Sphere of 

the manipulation and control of the Umbra 's 
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• Student: You know that a place called the Umbra exists. 

• • College: You know certain places and things to avoid 
in the Umbra. 

• • • Masters: You can navigate reasonably well throughout 
the Otherworlds. 

• • • • Doctorate: You are familiar with difficult-to-find 
persons, places and things throughout the Umbra and 
the Realms. 

• • • • • Scholar: You are a veteran traveler of the Otherworlds; 
you intimately understand the construction and the 
inhabitants of the cosmos. 

Possessed by: Mages, Garou, Demons, Umbrood, Nephandi 
Suggested Specialties: Celestines, Incarna, Near Umbra, Deep 
Umbra, Realms 

Culture 
The idea of Culture combines the concepts of societal beliefs, 

behaviors, rituals, institutions, history and general thought pat­
terns in reference to a certain group of people. It encompasses both 
how members of the society behave and what motivates their 
actions. The character can call upon his Culture Knowledge to 
interact with or influence certain societies and can pick up on 
useful t idbits when encountering a new one, based on his experi­
ences. 

• Student: You know some taboos and cultural mores. 
• • College: You're familiar with most cultures that have 

some similarity to your own. 
• • • Masters: You're conversant with the sociological 

imperat ives of several diverse cultures. 
• • • • Doctorate: You are a expert in working with other 

cultures; given t ime, you can fit easily into any society. 

• • • • • Scholar: You're at home with most any culture you 
encounter from the outse t. 

Possessed by: Anthropologists, Sociologists, Politicians, Explorers 

Suggested Specialties: Re ligion, Taboos, Politics, Specific Societal 
Groups (Garou, Kindred, Faeries, Traditions, Technocracy, etc.) 

Enigmas 
Using Enigmas enables you to piece together puzzles of all 

kinds, bringing together bits of information to solve mysteries and 
conundrums. W ith this Knowledge, you can remember pertinent 
facts and vita l details and combine them into a coherent explana­
tion of what may going on. This could include anything from 
answering riddles, to navigating the Technocratic bureaucracy, to 

fulfill ing a quest given by a mentor. 

• Student: You can solve a cryptogram or put together a 
large jigsaw puzzle. 

• • College: Logic problems are a snap for you. 

• • • Masters: You are an astute deductive reasoner, difficult 
to tr ick. 

• • • • Doctorate: You can order reason out of chaos. 
• • • • • Scholar: W ith just a couple of clues, you might solve 

some of the great mysteries of the universe. 
Possessed by: Crossword Devotees, Consulting Detectives, Garners, 
Analysts 

Suggested Specialties: Riddles, Visions, Twisted Plots 



lnvestig()tion 
Investigation a llows you to call upon training in basic crimi­

nology to locate evidence, perform forensic analysis and note 
minute details o thers miss. It a lso gives you the know-how ro 
conduct a proper criminal investigation and reconstruct the scene 
of a crime to gain insight into what really occurred. 
• Student: You are an amateur with rudimentary training, 

• • College: You've had some investigative experience, on 
the level of a law enforcement officer. 

• • • Masters: You're experienced and could set up a 
successful business as a Pl. 

• • • • Doctorate: You could serve as a field agent for a 
government intelligence or investigative agency. 

• • • • • Scholar: You fit well within the company of Sherlock 
Holmes, Hercule Poirot, or Lord Darcy. 

Possessed by: Detectives, Reporters, Government (or Techno­
cratic) Agents 

Suggested Specialties: Forensics, Criminal Minds, Collecting 
Evidence 

L()W 

Those who know the law can often use it to their advantage. 
This Ability gives you knowledge of the legal system and jurispru­
dence, both how to manipulate the law and how to work within 
the system ro get what you want. 

• Student: Your knowledge is practical, a long the lines of 
most police officers. 

• • College: You could pass the state bar exam. 

• • • Masters: You've practiced law for some years and are a 
full partner in a firm. 

• • • • Doctorate: You've served as a judge or a district attorney. 

• • • • • Scholar: You could be a Supreme Court justice, or a 
member of Congress or Pari iament. 

Possessed by: Law Enforcement Officers, Public Officials, Law­
yers, Criminals, Detectives 
Suggested Specialties: Legal Procedures, Courts, Law Offices, 
Specific Fields of Law (Criminal, Real Estate, Tax, Corporate, 
etc.) 

Linguistics 
Everyone speaks their native tongue with normal profi­

ciency; with each level ofLinguistics, you may speak one additional 
language other than your own. Linguistics also allows you to 
understand the basic structure of language, which often influences 
thought and action within a specific culture. Proficiency with this 
ability also lets you identify certain accents and dia lects and easily 
acquire vernacular and slang in a chosen language. 

• Student: You know one additional language. 

• • College: You know two additional languages. 
• • • Masters: You know three additional languages. 

• • • • Doctorate: You know four additional languages. 
• • • • • Scholar: You know five additional language. 
Possessed by: World Travelers, Scholars, Diplomats, Interpreters, 
Hermetic Magi 
Suggested Specialties: Epithets, "Dead" Languages, Business Ter­
minology, Technical Terms, S imultaneous Translating, Reading 
Ancient Texts 

Lore 
Every supernatura l group hoards its secrets from others. Lore 

provides you with information about a particular "hidden" subcul­
ture or organization within the Tellurian. Knowledge about other 
groups, however, may often be second-hand or even assumed, and 
doubtless whoever is providing the information will filter it to suit 
their own needs. For example, a Technomancer would describe 
the Camarilla very differently than one of the Kindred themselves 
would. Gathering Lore may lead to inaccurate perceptions that 
can rrip up players and create interesting problems and inherent 
dangers. Maybe you don't really want to know about those barabbi 
habits after all .... 

Each type of Lore must be purchased separately; knowledge of 
the Get of Fenris will not help you deal with Technocra ts. Some 
of these Lares are exceedingly dangerous to learn - or to know. 
• Student: You possess dubious and sketchy facts. 

• • College: You are certain some of your knowledge is 
accurate; then again, you may know just enough to get 
yourself in real trouble. 

• • • Masters: You could hold an inte lligent conversation 
with a member of the organization in question. 

• • • • Doctorate: You've learned some facts they wish you 
didn't know. 

• • • • • Scholar: You know the subjects at least as well as they 
know themselves, and they may consider you a liabili ty. 

Possessed by: Sages, Spies, Mentors, War Cabals 
Variations (each one bought separately): Faerie, Garou, Kindred, 
T echnocrars, Traditions, Nephandi, Marauders, Wyrm, Sabbat 

Medicine 
Medicine is the study of anatomy and physiology and the 

techniques used to cure bodily ills. It includes a knowledge of drugs 
and their use a long with the diagnosis and treatment of disease and 
injury. For complicated tasks, this Knowledge is necessary in order 
to effectively use the Sphere of Life. 
• Student: You know advanced first aid, CPR and the 

basics to keep someone alive until professional medical 
help arrives. 

• • College: You have the equivalent of paramedic-level 
training. 

• • • Masters: You are a licensed physician and can dispense 
medication to rreat diseases and illnesses. 

• • • • Doctorate: You can perform surgery. 

• • • • • Scholar: You are a famous healer, a well-known 
specia list in your field. 

Possessed by: Doctors, Rescue Rangers, Paramedics, Progenitors, 
Verbena 
Suggested Specialties: Alternative Medicine, Pharmaceuticals, 
Emergency Care, Diseases, Specialized Fie lds (Neurology, 
Oncology, Orthopedics, etc.) 
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The occu It encompasses both nendy New-Age images as well 
dark and sinister rumors of curses and "black magick." It includes 
knowledge about voodoo, mysticism, the T arot and other related 
"magick" popular among the S leepers. The occult is highly signifi­
cant in its own right, for many among the un-Awakened have 
strong beliefs in its supposed powers. 

• Studem: You can manipulate a Ouija board. 

• • College: You're familiar with the real intricacies of the 
Tarot. 

• • • Masters: You might be a voodoo hougan or a 
professional psychic. 

• • • • Doctorate: You are a respected parapsychologist. 

• • • • • Scholar: Well-blessed with occult knowledge, you could 
have kept company with Gerald Gardner and Crowley. 

Possessed by: New-Agers, Fortune Tellers, Psychics, Voudoun 
Practitioners 
Suggested Specialties: Supernatural Creatures, Predictions, 
Magickal Devices 

Science 
This Knowledge deals with the appl ication of scientific 

theory and specific fields of scientific investigation. Scientific 
principles can be used to make magick coincidental. This is a must 
for all T echnomancers. 

• Student: You know the basics taught in high school 
science classes. 

• • College: You understand all the major scientific theories 
and applications. 

• • • Masters: You have proposed some notable theories of 
your own. 

• • • • Doctorate: A prize-winning scientist, you have made a 
significant connibution to your field. 

• • • • • Scholar: You are a scientific genius along the lines of 
Einstein, Pasteur or da Vinci. 

Possessed by: Engineers, Researchers, Inventors 

Suggested Specialties: Scientific Theories, Specific Fields ( Chem­
istry, Physics, Biology, ere.) 

B()ckgrounds 
I saw patterns in the wind and in the sand 
I saw the stars, I read the clouds, I understand 
Then the madness overwhelmed me (I lost control) 
It was cut ota for each stain upon my soul 
- Killing Joke, "Communion" 

Backgrounds are special advantages that chart 
your mage's influence in the world. These Traits 
cover things a mage has acquired, rather than 
those he learned or was born with. 

When you choose your Backgrounds, consider how or where 
your mage came across this advantage. How did he meet his 
Mentor, and who is she tohim?Whoare his Allies, besides dots on 
a sheet? Where did he get his Talisman, and does he Lmderstand it 
yet? Likewise, Storytellers should feel free to make up things about 
the Background that even the player doesn't know. Perhaps the 
Library really belongs to another mystick, or the Node carries a 
curse. And who really knows what his Destiny is, anyway? 

Backgrounds may be rolled in conjunction with other Traits. 
A good Manipulation + Mentor ro ll could buy you some respect 
with other mages, while Perception+ Influence could help you 
find someone through a contacts network. 

After creation, you cannot increase your Background ratings 
with experience points. They can only be improved through 
events in the story. Storytellers may give a dot or two in some new 
Background in lieu of experience points if the character comes 
into money, friends or influence somehow. 

Allies 
In their travels, mages often encounter a variety of interest­

ing people (and other beings). While many are hosti le, some 
befriend and a id the mage. These Allies can be acolytes, influen­
tial S leepers or even magickal beings. 

Allies should be characters in their own right, not simple 
cannon fodder. Though they may be loyal unto even death, such 
friends will not throw their lives away for nothing, especially if the 
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mage does nothing to support that loyalty. Friendship is a two-way 
street, and even Allies have their own agendas. 

Each dot in this Backgrmmd gives the mage one Ally or 
increases the power of one that already exists; thus, five dots in the 
A llies Background could indicate five Allies of moderate power or 
one extremely powerful entity. Nearly anyone (or anything) can 
be a mage's Ally, though it's safe to say that such an Ally will be 
unusua l in one way or another. Some mages even have 
extradimensional creatures, spirit beings, vampires or magickal 
animals as A llies. 
• One Ally of moderate power 

• • Two Allies, or one more powerful Ally 
• • • Three A llies, or fewer Allies of correspondingly greater 

power 

• • • • Four A llies, or fewer Allies of correspondingly greater 
power 

• • • • • Five A llies, or fewer Allies of correspondingly greater 
power 

Arcane 
Mages are inherently mysterious people, and few mortals 

notice them for what they nuly are. Because they bend reality 
slightly simply by existing, some mysticks have the ability to avoid 
detection. This power manifests itself differently from mage tO 
mage; some cloud minds like the Shadow, while others exist, like 
the Purloined Letter, in plain, inobvious sight. 

A mystick with a high Arcane may simply "slide away" from 
view and memory or may appear too ordinary to notice. This 
abil ity is not invisibility per se and does not conceal a sorcerer 
during combat. If someone searches for the mage, however, they'll 
find it a frustrating experience. Somehow, things just happen to 

cover their quarry's tracks: cameras malfunction, sources disagree, 
and clues the investigator just knew were in that file no longer 
exist. Naturally, these effects have litt le to do with conscious 
magick use; they just occur. 



Whatever form me Arcane power takes, it subtracts its dot 
rating from any Perception or Investigation Dice Pool used to find 
the mage.lt also adds its rating ro the character's Stealth attempts. 
Arcane may be consciously dampened by rhe mage if she wants, 
allowing people ro find her more easily. 

• Easy to overlook 

• • Where did he go? 

• • • Very difficult ro follow 

• • • • A needle in a haystack 

• • • • • Which grain of sand? 

Avatar 
While Chapter Two deals wim the myst ickselfindecail, this 

Trait measures its relative power. The higher rhe rating, the more 
of a force in the mage's life the Avatar will be. A ll True Magi have 
Awakened Avatars; those with low Background ratings, however, 
have less potent ones than some. 

The dots in this Background also translate into the mystick's 
base Quintessence pool, the amount of Primal energy she holds 
within herself. Whenever a character's Quintessence rating dips 
below her score in this Trait, she automatically reabsorbs Quintes­
sence after successfully meditating (Perception + Meditation; 
difficulty 7) at a Node for at least an hour. The number of successes 
determines how much Q uintessence she regains; the amount 
cannot, however, exceed her Avatar rating. If she has an Avatar 
of two, she cannot absorb more than two Quintessence at a time, 
no matter how many successes she rolls. Likewise, she may only 
spend two points of Quintessence per turn to lower her magick 
rolls. (See "Quintessence.") 

Quintessence that a mage gains from his Avatar may not be 
stored or channeled roanother mage. This innate energy may only 
be used by its "owner." In essence, it's part of his Pattern and 
therefore untouchable. 

• May rebuild a pool of one Quintessence 

• • May rebuild a pool of two Quintessence 

• • • May rebuild a pool of three Quintessence 

• • • • May rebuild a poo l of four Quintessence 

• • • • • May rebuild a pool of five Quintessence 

Destiny 
Destiny is an ephemeral thing; each mage has his o r her role 

in destiny. This Trait, however, signifies a mystick who has - or 
is supposed ro have- a very special part in futu re events. Chapter 
Two discusses vision and the Path of destiny in more detail. In 
game terms, this Background earns the mage the respect of her 
peers and an extra W illpower boost when things get bad. 

A character with a high Destiny rating is a chosen one; perhaps 
a vision, prophecy or a simple "sense of greatness" follows her. 
Mysticks who recognize such things will treat the mage with some 
respect. Her actions, however, wi II often be watched and sometimes 
criticized if she appears "unworthy" of whatever Fate has planned for 
her. Several groups may even fight to share in whatever she has ro 
offer. The exact nature of me mage's Destiny is left up to the player 
and Storyteller. ltshould, however, remain mysterious- an enigma, 
rather than a testament, i.e., "You wi II overthrow me Technocracy." 

Mages with Destiny rarely die ignominious deaths. They may 
d ie young, but they perish with style and importance. This cer­
tainty can carry the mystick through hard times. O nce per story 
(not each game session), if something threatens her with a bad 
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end, she may roll her Destiny rating against difficulty 8 . Each 
success she scores a llows her ro regain one spent Willpower point. 
She may use these points to avert a cheap death; Destiny reaffirms 
her inner fa ith. 

Remember, though, that the Destiny rating means just that 
- the mage is destined to accomplish some great feat, die valiantly 
facing overwhelming odds or even turn to the forces of evil. One 
day, the Storyteller •uill call the Destiny due .. . . 

• Mage of merit; roll one die 

•• 
••• 
•••• 
••••• 

A creditable mage; ro ll two d ice 
Mage of promise; ro ll three dice 

A respected mage; roll four dice 
A revered mage; ro ll five dice 

Dre£\m 
Mysticks with this Tra it can tap into the universal uncon­

scious. Through focus and mediation, the mage may learn things 
he does nor yet know and access a genera l stream of information 
for short periods of time. 

In story terms, the mage enters a trance of some kind; the 
specifics vary, of course - a shaman may touch the ripples of the 
Dream Realms, while a hacker mage might sprint-scan a free fo rm 
database in hopes of learning through subconscious impressions. 
In any case, he soon emerges from his trance with some form of 
information - hopefully, a kind he can use! This d ream-lore is 
more intuition than hard facts, but it is helpful in a general way. 

In game play, Dream allows a character to access information 
he does not normally have. He must first go into some form of 
t rance (Perception +Meditation or Enigmas, if you need a ro ll) 
and concentrate on the form of information he wants ro gain. lfhe 
already has the A bili ty, this is easier than if he does not. After a 
rime (Storyteller's option - the harder the task, the longer the 
time), he emerges with the lore he soughc. Maybe. 

The universal unconscious is not a library; sometimes the 
knowledge the mystick seeks is not the kind he comes out with. 
From time to time, a ch aracter wi th Dream should manifest a 
different skill than he wanted ro find. This Abili ty should still be 
useful (perhaps in ways the mage does no t expect) and related to 
the one the mystick sought. Dream is a chancy talent, however, 
and does not always work according to plan. 

While the d ream-lore las ts, the character may substitute his 
Dream rating for one chosen Abili ty, whether he has the Abili ty 
or not. If he needed Medicine to save his fri end, say, but didn't 
have that Knowledge, he would ro ll In telligence + Dream instead 
after returning from his t ran ce. This Background cannot be used 
to add to his Dice Pool fo r an Abili ty he already has - he e ither 
uses the dream-lore rating or his own. This mystick insight lasts 
until the character next sleeps; when he awakens, it is gone. O nly 
one Abili ty can be used per day. 

Dream may come in handy in completely alien situations 
where no other Abil ity would be usefu l, such as Intelligence + 
Dream (for Linguistics) to understand the language of a creature 
from another Realm. 

• 
•• 
••• 

Hazy bi ts of information can be gleaned . 

Respectable lessons can be learned . 
Worthwhile lore is available . 

• • • • Remarkable knowledge can be accessed. 
• • • • • Astounding insights are possible. 

lnrluence 
Influence reflects a mage's abili ty roaffect the S leeper commu­

nity through contacts or channels. He may hold political power, 
own a nightclub, perform in a rock band or command great respect 
among the fa ithfu l. Either way, people listen when he speaks. This 
Background does nor reflect standing among other mages (Destiny 
covers that) . Such "common" Influence may actually detract from 
a mage's standing in the eyes of his peers. 

By roll ing this Trait in connection with Social Traits, the 
mystick may get special favors, a temporary forum or just a good 
table at his favori te restaurant. Combined with Mental rolls, it can 
help represent a local search through connections. Influence also 
helps you acquire new acolytes, by ro lling Charisma+ Influence, in 
certa in situations. People will just want to fo llow the mage. 

Influence is genera lly effective only within the mage's own 
culture unless the rating is fourorfivedots, in which case the mage 
may have an internationa l reputation. 
• Moderately influential; always called on when you 

•• 
••• 
•••• 

raise your hand. 
Well-connected; you have important things to say . 

Posit ion of influence; people seek your opinion . 
Broad personal power; a few comments could affect 
stock prices. 

• • • • • Vastly influentia l; when you ta lk people listen (and 
take notes). 

Library 
Some mages have libraries of tomes filled with occult knowl­

edge. Such books could have been gifts from a mage's mentor or 
may have belonged to him before he even Awakened. 

Libraries are usefu l for mundane research; picking up new 
Know ledges is easy when you have vast resources. Real occult lore, 
however, is even more important. Although True Magick cannot 
be learned through simple study, the principles behind the Spheres 
can be. 

These resources are not always books. Scro lls, databases and 
even friends who know a lot of folklore can be considered libraries 
if the character can study continuously, access the information at 
will, and find what she is looking for. O bviously, a wise grand­
mother cannot teach a Virtual Adept Time magick - though her 
insights could prove helpful. 

Like Mentors, Libraries are usefu l when spending experience 
points. By ro lling her Library rating (difficulty 7) while learning a 
new Knowledge or Sphere, she can save experience points she 
normally would have spent. Each success counts as one point 
saved, though at least one point must a lways be spent. The mage 
must spend at least one week (often longer) in research and can 
ro ll only once every time she spends the experience. 

Mages often keep the ir tomes at the Chantry library and share 
them freely with the others in rhe cabal. Thus, this Background, 
like Chantry, can be pooled so long as the means allow and the 
characters stay together. 

• A collection of New-Age paperbacks. 
• • A few notable works and lots of superficial stuff. 

• • • A handful of ra re and ancient books, and vast mundane 
resources. 

• • • • An impressive collection of occult and morral lore. 

• • • • • A hoard of lost secrets, a sea of common wisdom. 



- M entor 
A figure of enormous influence in most mages' lives, a Mentor 

may be an older mage, a spirit or some other Awakened figure who 
rakes the character under his wing and teaches her the ropes. This 
Mentor may or may not have been the one who A wakened the 
mystick in the first place. Whatever their early relationship may 
have been, however, the Mentor now instructs his pupil in the 
ways of magick, destiny and rhe pitfalls of the Acsension War. 

The Background listing reflects how helpfu l the teacher is. A 
dul l or distant Mentor is better than none, but barely; the wiser, 
more learned or more influential the Mentor, the higher his rating. 

Mentors are important both for what they can teach and how 
they can intercede in their pupils' lives. The ste reotypical Mentor/ 
student re lationship involves apprenticeship, with a younger 
mystick learning from a master who demands tasks in return for 
instruction. Such tutelage may last from weeks to years and could 
range from affectionate ro abusive. Whatever the re lationship may 
be, a Mentor wi ll always feel (and be held) accountable for his 
student's act ions. The pupil, likewise, benefits or loses status with 
other mages on account of her Mentor's reputation. Either partner 
could either help or harm the other during the course of a 
chronicle. 

Like Libraries, a Mentor can also aid a mage who wants to 
increase her skills o r Spheres. By convincing her Mentor tO teach 
her what she wanes to know, the will worker can ro ll her raring and 
save experience (see ''Library"). In some cases, the Mentor may 
be necessary for learning the ski It at al l-learning the principles 
of the e lements without instruction can rake years or even de­
cades! 

Like A llies, a Mentor should not be a collection of dots on a 
sheet. Though he should not overshadow the player characte r, a 
Mentor must be a potent and colorful person in his own right. Take 
Merlin or Obi-Wan Kenobi as examples- their influence was 
more important than their presence, and each had personali ty to 
burn. This Background is not a free ride; Mentors, especially 
powerfu l ones, should not give something for nothing. Mentors 
have motivations like any other person, and wi ll often demand 
favors or services for their teachings. This could be as simple as 
keeping his books in order or as dangerous as retrieving strange 
artifacts from a Realm. In general, though, the mage receives much 
more from her Mentor than he requires of the mage. 

• Unimportant o r d istant Mentor. 

• • Helpful but eccentric Mentor. 
• • • Good and notable Mentor. 

• • • • Wise and respected Mentor. 
• • • • • Powerful or influentia l Mentor. 

Node 
This Background represents a place of power that the myst ick 

(or his cabal) has easy access to. Through it, the character can get 
a certain amount of Quintessence, both to absorb (see" Avatar") 
and ro carry in the form of T ass. This is a great benefit; most 
powerful o r obvious Nodes have a lready been claimed. Nodes can 
be located nearly anywhere- in church cellars, in the backs of 
bookstores, or in graveyards. 

The Node's rating determines how much Tass the place 
produces, in addition to any "free" Quintessence the character 
absorbs. The ratings can be added together if more than one 
character has the Background, and the T ass can be "stockpiled," 

• 
•• 
••• 
•••• 
••••• 

Talism an 
A Talisman (or Device, to the Technocracy) is an object of 

power, an item imbued with magick which the wielder can use. 
This Background allows a beginning character to start play with a 
T alisman in her possession. It's a tricky Background, and Story­
tellers may limit it if they see fit. 

Any item can be a Talisman if it's enchanted somehow; 
stones, cybernetics, computers, bones, weapons, even works of art 
may be used as magickal items. Note that mages do not rake these 
wondrous things for gramed- there is so little real magick in the 
world that Talismans are both rare and treasured. 

These objects have built-in magickal Effects. In most cases, 
only an Awakened person can use them, although there may be 
exceptions if the Storyteller wants to make them. Some Talismans 
have several small powers, while others have one big one. No 
matter how many powers such an item possesses, it cannot have 
more Effects than the dots in its rating. A level three Talisman, 
then, could have three Effects, maximum. The Effect is a lso 
limited to a Sphere level equal to the dots in the Talisman; the 
same Talisman could not have an Effect beyond the third rank in 
a Sphere (see Chapter Eight for the powers of the Spheres). 
Conjunctional Effects are considered to take up one dot per 
Sphere involved; the sample item could only have one power if 
that Effect used three different Spheres. 

Because of their power, Talismans a re purchased differently 
than other Backgrounds. Each dot costs two Backgrounds instead 
of one. A level five Talisman, then, would cost lO points (see 
listings below). O ur third-level T alisman costs six points. 

Every Talisman has an "Arete" of its own, allowing the mage 
to ro ll one die per point of A rete. Most Talismans have one point 
of A rete (i.e., one die) per level. An optional rule allows a mage 
to buy an additional point of A rete for another Background point. 
To buy the sample Talisman an Arete of five, the player must 
spend eight Background points instead of six. 

Each use of a Talisman's power expends one Quintessence 
from an inner reserve. This Prime Force powers the Effects, and 
when it's gone, the item is useless. Before this happens, the owner 
may "refue l" it with a Prime 3 Effect. A similar spc~tl:~!)'"1ffiltn·!:;:= 
Talisman, taking one Quintessence point per 
ficulty 10). These reserves usually equal the item's 
sample Talisman, then, has 15 Quintessence at A 
Arete 5. 

Chapter Six: Character 
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Spirit T alismans, called fetishes, work differently in story 
terms, but are purchased the same way. These items contain spirits 
who have, by force or friendliness, entered the item to perform a 
service. They may or may not cause the mage some difficulty when 
doing so, depending on how the mage treats the spirit. Assume 
that when the Quintessence is used up, the spirit departs. Fetishes 
cannot be refueled. 

Talismans can be used as foci. This may not make their 
magick coinc idental (it usually isn't) , hut may help the mystick 
concentrate. All Paradox an item's Effect produces goes to the 
mage. Chapter Nine has rules for Talisman and fetish construc­
tion. The Appendix offers some sample l[ems. 

• A weak item 
2 points, Arete I, Quimesscnce 5 

• • A useful Talisman 
4 points, Arete 2, Quintessence 10 

• • • A significant item 
6 points, Arete 3, Quintessence 15 

• • • • A famous and potent Talisman 
8 points, Arere 4, Quintessence 20 

• • • • • A powerful magickal device 
10 poinrs, Arete 5, Quintessence 25) 

Arete 
But if the vision wru tnte and mighty, ru 1 know, it is 
true and mighty yet; for such things are of the spirit, 
and it is in the darkness of their eyes that men get lost. 
- Black Elk, Black Elk Speaks 

A rete (commonly pronounced AIR-i-tay) is 
the foundation of the mystick's power - the 
enlightened will. Through this combination of 
understanding, confidence and will, the mage di­
rects his knowledge of the elements walter reality. 

,__---'_._.....,.__, This mystickal awareness may come slowly or may 
explode into a sudden flood of understanding. It's not unusual for 
a mystick ro acquire a lot of Arece (one to three dots) duri ng he r 
Aw:~ken ing. Progressing from there, however, is a laborious road. 

Arere is no t merely "enlightenment"; it is comprehension 
mixed with intuition mixed with sheer mysrick will. It is not an 
easy concept to understand, much less quantify, and each mage 
views it a little bit differently. Hermetic schol~rs consider Ar~te 
the measure of one's understanding of cosmic patterns and pnn­
ciples. Dreamspeakerssee it as a bond between the flesh, mind and 
spiri t. Akashic mages describe Arete as harmony with the All, 
whereas an Euthanatos might view it as an acceptance of the 
transcendent self. A ll of these views, and o thers, are correct. 

In game terms, a character's A rete a llows him to man ipulate 
reality. The higher his rank, the greater his understanding and 
myst ick might. Each A rete dot he has gives him one dot to roll for 
magickal Effects. As the mage progresses (see " Personal G rowth," 
Chapte r N ine), h is Arete rises, and with it, his power. 

Raising the Arete score requires more than experience points. 
It involves roleplaying through Seekings and studying one's Art. 
C hapter Nine details the process, but for now, assume that your 
character cannot gain Arere through experience alone. 

Because Mage is largely a game about growth and challenge, 
we strongly recommend that new characters begin with an A rete 
of three of lower. If the troupe wishes to run a game of experienced 
mysticks, you may ignore this rule. 

Mage: The Ascension 

X Sleeper 

• Unschooled 

•• Talented 

••• Novice 

•••• Disciplined 

••••• Commanding 

•••••• Aware 

••••••• Understanding 

•••••••• Wise 

••••••••• Enlighten eel 

•••••••••• Transcendent 

G~me Errects of A rete 
• The mage's Arete rating indicates the maximum amount of 

dice she can roll to perform a magickal feat. If you don't understand 
reality very well, you won't be able to do much with it. 

• The more a mystick learns, the more she understands that 
her foci are unnecessary. As she rises in A rete, she can discard such 
a ids at a rate of one focus per dot. This often begins with the first 
Sphere the mystick learns. From there, she may set aside one focus 
per additional dot. 

• A character cannot have Sph.ere rat ings higher than her 
A rete rating, unless the latter has been lowered through loss of 
Wi II power( see below). In this case, she sri It possesses know ledge, 
bur lacks the abi li ty ro use it. 

• If the mage's pennanem Willpower rating drops below his 
A rete, he cannot use the difference until his Willpower is restored. 
His magick Dice Pool is reduced and he is denied access to the 
higher Sphere levels until he regains his confidence. If Kobie's 
Willpower rating, for instance, dropped to three dots while his 
Arete was four, he could not use that last dot (o r his rank four 
Spheres) until he bought his Willpower back to four or better. The 
understanding is there, but the mystickal wi ll is not. 



Willpower 
'Do as thou wilt' slul/1 be the whole of the law. 
- A Ieister Crowley 

Mages must be masters of self-concrol. Will­
power does nor measure mystick command, though 
the t\vo are related. It represents a character's drive 
and emotional stability. A person whose Will­
power Pool is high has confidence to bum, while 
one with a low rating has very little motivation or 
control. 

Unlike other Traits, Willpower is not usually 
rolled- it isspenr. When a character has to push beyond his usual 
houndaries, resist temptation or force things not to happen, he 
expends his Willpower points until either he triumphs or collapses 
in exhaustion. 

Most of the t ime, the Trait's permanent rating - the squares 
on the character sheet - stays consistent; this represents the 
character's overall confidence. The temporary Willpower Pool ­
the circles-go up and down. When you spend a Willpower point, 
you remove it from the Pool. Some exrraordinary circumstances 
burn permanent Willpower. This can cause long-term problems 
for the mage, as she must rebuild her confidence from the ground 
up (creating many story possibilities). 

Willpower is used as the difficulty of many kinds of rolls. 
S leepers use their Pool as the difficulty, but mages use their 
permanent rating instead. 

• Weak 

•• Timid 

•• • Unassertive 

•••• Diffident 

••• •• Certain 

•• •• • • Confident 

••••••• Strong 

•••••••• Controlled 

••••••••• Iron-willed 

•••••••••• Unshakable 

Osing Willpower 
• By spending a Willpower point, a mage can get one 

automatic success in an action. Only one point per rum can be 
used this way, but it grants a single guaranteed success. During 
extended actions, this can make a lot of difference. Only Awak­
ened beings can use their Willpower this way; Sleepers cannot. 

• By rolling her Willpower, a person may resist the 
effects of Mind magick. The difficulty for such rolls is usually 6. 
(Sec "Dodging and Resistance," Chapter Eight.) Botching such 
a roll might cost a temporary Wi llpower point, depending on the 
Effect she was trying to resist. 

• When a mystick rolls a botch during a magick casting, 
he can avert the worst effects of a Paradox backlash. This is not a 
cheap dodge - the feat costs a Willpower point and a previously­
rolled success, and sti ll results in failure - but by willing the worst 
notto happen, the mage may escape disaster. This only works once 
per casting; an Effect that is botched twice automatically causes a 
backlash. 

• A point of Willpower can also dispel a delusion 
brought on by Quiet (see "Paradox," Chapter Eight). This 
requires a ro ll as well, but neutralizes one point of Paradox in the 
process. Only one point per game session (or per day, if you prefer) 
can be spent this way. 

• Some urges are too srrong co ignore. When a mystick 
is faced with an uncontrollable reaction ("The thing's so hideous 
you feel compelled to run away ... "), he may spend a Willpower 
point to avoid following the urge. If the situation continues, 
however, he may be forced to spend more Willpower in order to 
keep his self-control. This can get nasty if the problem lasts longer 
than the character's Willpower Pool. 

Losing Willpower 
Everybody's got a breaking point. Prolonged shocks may 

weaken a mage's resolves until her self-confidence is damaged. 
This should not be done lightly, as it represents real damage, not 
mere setbacks, and the mage will need time to heal. When this 
happens, her permanent rating (the squares) is reduced until she 
can buy it back up with experience and roleplay through the 
psychological scars. 

This optional rule is left to the Storyteller's discretion, but 
should not be abused. We recommend that no trauma reduce a 
mage's Willpower rating by more than cwo points, total. Mages are 
not sissies. 

• A mage who receives a strong shock- a severe Mind 
attack, an emotional kick, a personal disaster or a Paradox back­
lash - when his Willpower Pool sits at one or below loses one 
permanent point from his rating. 

• Prolonged emotional trauma - brainwashing, tor­
cure, an especially disastrous Seeking, severe personal tragedy, etc. 
- may cause the character to lose a permanent Willpower point. 
This should only happen during especially bad incidents. 

R-egaining Willpower 
Whenever a character gets a chance to rest and regain her 

self-confidence, she can replenish her Willpower Pool. Although 
the Storyte ller wi ll have the final decision about it, the methods 
below offer some common ways ro restore lost Willpower. They 
only count towards rebuilding the mystick's spent stock, not her 
rating, although they may be used as guidelines for raising the 
rating through experience. 

• At the end of a story (not a game session), the charac­
ters regain all the Willpower they spent during the tale. If the story 
ended on an uncertain note, the Storyteller may limit this amount 
until some way of restoring their faith has been found. 

• If a mage achieves some kind of special success, like 
rescuing her mentor, helping a homeless person re-enter society or 
uncovering a lost rome, she may get a point or more back from the 
rush of victory. 

• When she fulfills some criterion of her chosen Nature 
(see "Archetypes"), she may regain one or two Willpower. This 
must be accomplished through roleplaying, not simply by stating, 
"I'm a judge, so I'll arbirratedisputesaround the Chantry umil my 
Willpower is back to normal." 

Chapter Six: Character Creation 
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• If the mage has the Desnny Background, he may renew 
his confidence through his higher purpose. If Father Shelley, who 
has a Destiny of three, were cornered by a couple of thugs, he could 
regain some spent Willpower by ro lling his Destiny dice against 
difficulty 8-hecan'tdie this way! lie's got a destiny to fulfill! He 
rolls, gets cwo successes and regains two points of Willpower. 

• For simplicity's sake, each character can just recover 
one Willpower every morning when they wake up- a new day 
gives one renewed purpose. This only works once per day. 

Quintessence 
and Paradox 

We scaled. che face of reason 
To find at least one sign 
That would reveal rhe true dimensions 
Of life lest we forget 
-Dead Can Dance, "Anywhere Ourofthe World" 

These Traits arc a study in contrasts. Qumres­
sence represenrs the Primal Force a mage coma ins, 
his affiniry with "real" reality, while Paradox repre­
sen ts how much of an aberration to realiry rhe 
mysrick has become. The elements, while nor quire 

opposites, contradict eaclh ocher. The rule; for each are below. 

Both T ra irs are measured on <l wheel of 20 spaces; Quinres­
sencepoinrsarefilled in from the left-hand markergoingclockwise, 
while Paradox is marked by the spaces going counterclockwise from 
the same po int. If the two ratings overlap, Quinressence loses. 

Paradox points (also referred to as the "Paradox Pool" in 
Chapter Eight) a lways eliminate Quintessence points if the rwo 
meet somewhere on the wheel. If, for example, a mage with 14 
Quintessence and five Paradox gained three more points of Para­
dox, the last two Paradox points cake the first two Quimessence 
points' place. The opposite does not occur; if a mage with 12 
Paradox and six Quintessence absorbs three more Quimessence, 
only two of those new poims go on rhc wheel. The other is lost. 

Because these ratings may overlap on rhe track, we recom· 
mend that you fill each type of nuing with a d ifferent mark, i.e., 
Quintessence with checks and Paradox with "x's." 

Quintessence 
• A mage gains Prime Force through his Avatar Background 

or by absorbing it from some Talisman, Node or Tass through Prime 
magicks. The Avatar raring represents the maximum amount of 
Quintessence he can soak up per rum through any means. 

• Quintessence can be spent to reduce the difficulty of a 
magick roll (see Chapte r Eight). For each poim spenr this way, 
the mystick lowers his difficulty by · I, m a maximum of -3. 

• Channeling this energy from a Node requires Prime I; 
getting it from Tass demands Prime 3. A Master of chis force can 
draw Quintessence from anywhere with a vulgar Prime 5 Effect. 
Each success equals a point of Quintessence absorbed. Though 
often invisible, this magick causes ltghrs to Oicker, rooms to chi ll 
or people to weaken suddenly. 



• Magicks which shunt large amounts of Quintessence around 
are never coincidental; such Arts twist the fabric of reality itself. 
Consider "large amounts" to be disturbances involving more than 
five points in a tum. Really large shifts, involving 10 points or 
more, or really violent channelings, can actually be seen by the 
morral eye as bright ribbons, floods or explosions. These manifes­
tations are always vulgar. (An exception is anti-magick; see 
"Permutations," Chapter Eight.) 

Paradox 
• Mysticks run the risk of Paradox every time they use their 

Arts; rhe more extreme the magick, the greater the risk. The full 
rules for Paradox and magick can be found in Chapter Eight. 

• A mage's Paradox rating makes up his Paradox Pool. Each 
point on the wheel, combined with any points he has just incurred, 
becomes one die in a backlash Dice Pool. Storytellers roll this pool 
when a mage really screws up. 

• Given time, Paradox points fade as the anomaly evens out. 
If the mage has less than 10 Paradox, it takes one game week per 
point for the energy to bleed off, provided the mage earns no more 
Paradox during that time. By laying low, a mystick can remain 
somewhat safe, which explains mages' affinity for hidden places. If 
he has more than 10 points stored up, something has to give. 
Sooner or later, some backlash, Quiet or Flaw will appear. Should 
he make it up tO 20 without incident (unlikely), he may e ither go 
eternally mad or go out in a spectacular Paradox explosion. 

Health 
I cut clean across just as the net descended 
I'm a sandman and I'm a solider 
I'm a wrecker of engines 

,--,-.......,. -The Jack Rubies, "Wrecker of Engines" 
(See also "lnjury," Chapter Ten.) 

Wounds, sickness and other conditions affect 
the Health Trait. Whenever something injures a 
mage, his player subtracts Health Levels co reflect 
the damage. Healthy characters have essentially 
eight Levels to lose; each one lost penalizes that 

person by subtract ing from his Dice Pools. The more injury a mage 
susta ins, the worse his condition. If the penalty exceeds the 
person's Dice Pool, he can do nothing. 

Arete rolls are the exception tO this. A Crippled mage can 
still call upon his powers. O nly when he goes to Incapacitated or 
below does he take magick roll penalties. 

Even if the damage is healed, pain or other trauma may 
remain. While this need not subtract from Dice Pools, the player 
should keep his mage's injuries in mind, even after they heal. 



Chi)ri)ct er Cr ei)tion Process 
• Step One: Character ConceptEss "" 'atureand Demeanor 

T d' ·on ence,•" 
Choose Concept, r:a ~r~ \;efs and personal history 
Decide style of mag•c ' e 

• Step Two: Select Attribu~es Ph . \ Social Mental ( 7/5/3) 
th tegones: yslca ' ' 

Prioriti'te the ree ca . h Stamina, Dexterity 
Choose Physical Tratts: Str.engt M' . lation Appearance 

. 1 T · . Chansma, ampu ' 
Choose Socw ratts. . Intelligence, Wits 
Choose Mental Traits: Perceptton, 

S l t Attributes d 
• Step Three: e ec . T \ s Skills Knowle ges 

p . . . e the three caregortes: a ent ' ' 
nonut Sk' \ls Knowledges (\3/9/5) 

Choose Talents, 1 • 
. h h 3 at this stage 

No Attribute hlg er t an ( Options below) 
• Step Four: Select Advantages see , 

Choose Backgrounds (7) f based on Tradition) 
(5 \us a ree one 

Choose Spheres ' p 
• Step 'Five: Finishing Touches 

Record Arete ( 1), WUlpower (5) 
Spend "Freebie Points" ( 15) 

Concepts 
• Artist: dancer sin 
• D b ' ger, actor, writer 

e utante: thrill-seeker con , 
• Explorer: environm ,·. notsseur, heiress 
• C k enra tst, nature-bo . areta er: cop soc· 1 k y, sctentist 

u • ta wor er · · 
• n ermit: vaaabond I , mtsstonary, doctor 

M b ' , rec use sea d . 
• ystic: pagan, theolo . ' .. rre survtvor 
• Outsider: half- d~tan, Vtstonary, shaman 

casre, tsposse d 
• Philosopher: dreamer . sse , neurotic, gamer 
• Rebel· r ' ponttficator Stude . re,ormer nk • nc 
• R 'pu • criminal h ' · h everent: clermnn ' 1PPte, acker 
• S h .,, ... an, reacher disci I 

c olar: professor th . ' p e, truth-seeker 
• eonst kn 1 d 

• Warrior: vigilance ld ' ' ow e ge-seeker 
, so ter gang b 

' mem er, protector 

The Tri)ditions 
• Akashic Brotherhood: Mysricks based in the East, the Broth· 
erhood searches for perfection through discipline and harmony 

Sphere: Mind 
• Celestial Chorus: These mages pursue unification of the world 
with the One from which all things came. 

Sphere: Prime 
• Cult of Ecstasy: Shattering the barriers of time, society and 
endurance is this Tradition's way to e nlightenment . 

Sphere: Time 
• Dreamspeakers: Speakers-with-spirits, these primal shamans 
strive to break down the barriers between flesh and spirit, 
bringing them together as one. 

Sphere: Spirit 
• Euthanatos: Wrongly perceived as death-cultists, this Tradi­
tion pursues rebirth. By separating the chaff from the wheat, such 
reincarnationists seek a new and better world. 

Sphere: Entropy 
• Order of Hermes: Classical masters of education and disci· 
pline, Hermetic magi crave Ascension through perfection of 
their Art. 

Sphere: Forces 
• Sons of Ether: Though often dismissed as mad, these vision­
aries guide their Grand Science through personal theories and a 
code of honor. 

Sphere: Matter 
• Verbena: Primordial mysticks, these mages find perfection 
within, not without. Their Art links the cycles of the world with 
the cycles of the flesh. 

Sphere: Life 
• Virtual Adepts: Brilliant anarchists, the rebel Adepts carve a 
new frontier by melding technology with the soul. Packed with 
attitude, such survivors are hard to kill . 

Sphere: Correspondence 
• H ollow Ones: Not a formal Tradition, but close. Though they 
drape themselves in darkness, these young seers carry less baggage 
in thelr quest for Ascension than any other group. 

Sphere: Any 

Spheres 
(Sec also Chapter Eight) d' f space and relationships. 

Co 
ondeoce: Underscan mg o 

• rresp d spiral. 
• Entropy: Mastery of the downwar l l ents from fire to radiation. 

d the natura e em h ' 
• Forces: Comman over . . the makeup of living t mgs. ed 

L'f . This Sphere grants instght mto and how they might be chang . 
• ' e. f l' ·ng physical scructures -

A asp o non· tVI d 
• Matter: gr k'n s of the min · 
• Mind: A backstage pass to ~he wor I g he cornerstone of the universe. 
• Prime: Command over Qumtesselndcen, dt 'tts many aspects and inhabitants. fl 

. th · 't wor a: 'd pits ow. 
• Spirit: Insight mto e spirt. , This Sphere allows a mage to Sl este 
• Time: Time is nor necessanly hnear. 

Essences 
• Dynamic: Driven to eternal change, they flit from one task to another. 
• Pattern: The opposite; these architects t ry to build something lasting from chaos. 
• Primordial: Old souls, these Avatars draw their Essence from the begin~ing- and end- of the universe. 
• Questing: Eternal Galahads who strive for balance and purpose. They often hold the middle road between the pull of the others. 



(Nature e; Demeanor) 
Archetypes I 'ng accomplishments. 

. k co leave asn . 
• Arc:hltecu You sec b h first to do anyrhmg. rd You must e t e 
• Avant·Ga e: . impormnr nor to enjoy. 
• Bon Vivant: Life is too b lly 

, -ora u · y are a protector 
• Bravo: ou • h 1 llcviate suffering. C --'ver: You must e p a 
• a...... m player. 11 1 Coo

L rmist: You are a tea . help you- rea Y· 
• 10 e's best mtercst to 
• Conniver: It's m everyon b Point out how. 

I s be errer. h · · Cri
tic• Things C:l n a way . the world for w at It IS. • • C I hell! You JUSt see • Curmudgeon: ynlca' 

R I CXISt £O be broken. 
• Deviant: u es . d r Bring it about . • Stability requares or e . 
• Director. . e thing to you. 
• Fanatic: Your cause IS e~ ~okc in everything. 
• )eater: Help other~ see t 1C J 

Experience Points 
T rait 

New Ability 
New Sphere 
Willpower 

Know ledges 

Talents and Skills 
Attributes 

T radi tion Specialty Sphere 
Other Sphere 
A rete 

Cost 
3 

10 

current rating 
current rating 

current rating x 2 
current rating x 4 
current rating x 7 
current rating x 8 
current rating x 8 

k · sticc for all. 
• Judge: You see JU fi . and never will. 

h never It m r 
• Loner: You ave h having is worth dying ror. d 

Freebie Points 
T rait 

A ttributes 
Abili ties 

Backgrounds 
A rete 

A cause wort ·c may bree · 

: :=;~o:•:,ogglo ,,.;n" ~·~~·~::n;0~,h;~::::: ~•ybo, b"' yoo •l~l" '""'1"'· S rvivor: Nothing stops you, . 

: T:aditionalist: The old w~ys are br:~est quest and your greatest gift. 
. . lliJden truth IS your g • Vi81onary. Willpower 

Spheres 

Q uintessence 

th L evels 
t1eal Dice Pool: . penalties. 

h o awon d d Effect: \ bruised and as n ent isn't hin ere . Level: 
Bruised: 

is on Y movem 
Character 1 mildly hurt; ement. 
Character is on ~ 1 hindrance to movlk 

. ·es·lm e 'II wa . bo 
1 Minor inJun ' but can su I I obble a ut. - nnot run, d n on y 1 H urt: -I Character ca dl inJ·ured an ca . nly crawl. d 

·s ba Y d d can o l ojure : -2 Character I rely injure an f movement. 
ded is seve ble o 

Wooo .2 Ch""'" l.,dy ;n"P" L ol hod;,.. 
Mauled: -5 Character is compone more Health cv ' C

rippled: th 1 f he loses 
d· I e to dea . Incapacitate . d mage is very cos 

An Incapacitate 

Backgrounds 

Cost 

5 per dot 

2 per dot 
1 per dot 

4 perdor 
l per dot 
7 per dot 

1 point per (our docs 

• Allies: Your companions, from morral acolytes co supernatural beings. 
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• Influence: Your status in the Sleeper community. 

• Library: A repository of magickal knowledge and helpful lore. 
• Mentor: Your tutor and guardian in mage society. 

• Node: A wellspring of Quintessence you have at your disposal. 
• Resources: Your access to cash and property. 

• Sanctum: A space you have sec for yourself; your place of power. 
• Talisman: Some magickal item you have in your possession. 
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The sear of rhe soul is ... where rhe inner and otHer worlds meet. The outer world is wluu 
)'OU ger in scholnrship. The inner world is your reacrion wit, and it's where these rwo come 
wgerher rhar we have rhe my rhos. The ourer world changes wuh historical time, but rhe mner 
world is rhe world of amhropos- it LS rhe one 1n1e constanc 10 che human race ... you always 
have rhe sense of recognizing something. Whar you're recognizing is your own inward life, and 
at rhe same time, the inflection through hisrory ... the problem of making rhe inner world meet 
che ower world of today is, of course, rhc function of rhe artist. 

- joseph Campbell, Transformation of Myth Through Time 

Cl()riss()'s Tempt()tion 
The sex 1uas beyond belief; Clnrissa wondered 

why she'd never borhered 10 do the wild thing with 
someone who cortld join 1uirh her mind as well as her 
body before. She and Rick cuddled in his hor wb, 
perfecrly comenr, breathing m the fumes of rhe porenr 
sandalwood incense. 

"Mmmm, hut thac was lovely," she whispered in 
his ear. "I love seeing things from different perspec­
tives, y'know, but nothing's e11er quite taken my 

l:rreathlike feeling your thoughts, drinking i11 your senses like tlwr ." 
"I've ne11er known anybody qr~ire like you eith.er," her lover 

replied, rolling lnrge pearls soaked in scented oil 011er her back andanru. 
"You know," he said, "I thoughr maybe you could stay here awhile. My 
master has taken quite a fancy to yo11." 

"I.. ." Thinking of Rick's master, the dark man who'd spoken 10 

her in silky tones with ttndLSguised ltLSr in his eyes, Clnrissa shuddered. 

"You could be so useful to him," said Rick, dribbling water down 
her back. "Not w memion gerring ro see me allrhe rime." His eyes locked 
with hers in a passionare gaze. "My master's very generous to rhose who 
work 1uirh him. You'11e been wllis Realm. Have you ever seen anyrhing 
lrke 11 before?" Clnrissa shook her head. "I know things aren'r easy for 
yo11 back home, Clnrissa. You're runnmgyourself crazy trying wdo so 
many rhings at once. Here, you could srudy and learn as mttch as yott 
wanted, all rhe time. I really wish you'd consider it." The mage lnid his 
dark head against her heart, listening, tvaiting. 

Clarissa swallowed hard. Rick and his master offered everyrhing 
she'd e11er wanted. She gor so tired of never lwving rile time to seek her 
own Parh, trying to balance her Clwnrry duries with her life as a 
confidante and sympathetic ear to all the hip and trendy hangers-on at 
the club. It would be easier, jttSt like Rick said, if. .. 

Then she thought of the e11il she'd seen in Rick's master, swimming 
below rhe surface. She thoughr of the chorru in his great tangle of mazes 
m a Realm where the sun ne11er show11. Though it stung her heart wirh 
regret, she eased away from Rick and left behind rhe tainted power he 
sought to share wirh her. 
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Remember the last time you saw a really great movie? Remem­
ber how it fe lt? When we watch a fi lm we really enjoy, time seems 
to stand stil l. The rest of the world is set aside, and the experience 
consumes our senses. From the opening scene to the end credits, that 
film becomes our world. Afterward, we can say that it's "just a 
movie," but then again, part of us knows that isn't exactly true .... 

A movie is a way of telling a story. !f it's a really good film, we 
find a reason to get caught up in it . Maybe it's a character wi th 
whom we can identify or a scene rhat makes us feel some thing. We 
watch hoping co find sometlting we like. The medium of movies 
has one big d rawback, however: it's a passive experience. A person 
in the audience can choose whether he' ll have butte r on his 
popcorn or where he wants to sit in the theater, but that's about 
it. He can look for h is own reasons for liking the film, but someone 
else has put the meaning into it. 

A lot of stories are like that. With books or plays, television 
programs or comics, the end result is the same. Someone else te lls the 
story, we watch it or read it, and take what we're given. The best we 
can hope for is to read something into it that wasn't originally there. 

Storytelling games are another medium for te lling stories, a 
medium just as valid as movies or television. Each entertainment 
has irs own strengths and weaknesses, bur storytelling has an 
overrid ing strength: it's a personal experience. The people invo lved 
tailor it to what they want it to be and rework it for themselves. 

With the assistance of a group of players and the advice in this 
book, each of you will bring your own story to life. You're not going 
w perform to an audience of millions, nor will you be dependent 
upon a budget of mill ions. With a few d ice, a few fri ends and perhaps 
a few slices of pizza, you' ll lead your troupe of players on a journey 
that no movie or television program can ever fully reproduce. 
A lthough you're just playing a game, it can also be something more. 
A game is just a game, but a well-wid story is a work of art . 

This chapter is about the art of telling stories. If you've never 
done this before, it might seem a little strange ar fi rst. If you've done 
it countless times befo re, we should begin by saying that Mage has 
its own inherent virtues and pitfalls. This game, like many roleplaying 
games, has a broad expanse of themes, settings and ideas. Therefore , 
it helps to have a structure we can use to develop stories. This 
chapter sketches a map of the te rritories ahead. Exploring that 
terri tory is up to you and your troupe. You're the navigator, the 
helmsman and the capta in. You are the S toryteller. 

The Storyteller 
"Let's pretend we're kings and queens; .. . Well, you be one of 

them, chen , and I'll be all the res t." 

- Alice ( co Dinah), Through t.he Looking Glass 
For the uninitia ted, let's begin with the basics. 

The players have a rather straigh tfo rward job: Each player 
focuses on developing a single character. The Storyteller is re­
sponsible for everything else. As one would expect, running the 
world is no minor task. 

The first responsibili ty of the S toryteller is to act out the ro le 
of anyone the characters encounter. G oing back to the analogy of 
films, it's as if the players are the stars and the Storyteller is 

::;;;;;:;:respt~!'Q!~•~r the supporting cast. Next comes the setting these 
in. The Storyte lle r describes the streets they walk 
they live in, and even the cul ture they've devel­
this is Mage, the possible range of settings in a 

The easiest way to begin to develop a setting 
llels to our own world. This part icular game can 

be a bit daunting at first because of the wide variety of possibilities, 
but use the real world to inspire you ... and go from there. 

T he next responsibili ty is to interpret the rules. As the char­
acters explore the serrings you've created , you'll have a set of ru les 
to help you interpret events as they happen. Whether a character 
is climbing a tree o r altering reality, it helps w have a set of rules to 
back you up. These rules should allow you to focus on the most 
important part of your game: your story. Beyond the math and 
mechanics, rules serve as a guide to describing the events of the 
game. The S toryteller interprets the raw numbers and dice rolls and 
weaves their mystic revelations inro the story. If the rules get in her 
way, s he simplifies them or sets them aside. The story's the thing. 

T he story itse lf is the last considerat ion, but by no means the 
least impon anr one. Begin each chapter of your story with a rough 
idea of where you want that story to go and what you want it to say 
co your players, then guide their characters into the world you've 
created. Things won'talwaysgo the way you've planned-players 
will always come up with variations and twists you never consid­
ered - but that's part of the fun of collabora tive storytelling. With 
a li ttle practice and a helpful group, the lot of you can tum your 
concepts into full -fl edged ta les. 

This book gives you the e lements you need to begin ro put a 
story together. There's a set of guidelines for creating characters, 
an elaborate background to integrate into your setting, and a 
framework of rules to guide you through the scory. Once you've 
prepared what you need, you can then chart the course of your 
chronicle. Take what you want and leave the rest behind. It's your 
world. It's your story. 

The Troupe 
Fortunately, you're not going into this task alone; storytelling 

is an interactive activity. Each player, by designing a character, 
has given you a set of cues for what type of story she wants to hear. 
ls the story romantic? Is it filled with action and violence ? ls it 
ultima tely tragic? The players in your troupe aren't your audience 
-they're your collaborators. Through a process of give and rake, 
you sh ape the story wi th them. 

The players will give you a lot of freedom to create, but never 
fo rget tha t they're also part o f the creative process. Each of you 
makes an investment of t ime and efforr when you game together; 
any of you could be reading a book or going out on a date instead. 
Your players have put a degree of trust in you to make their 
investment worthwhile. Naturally, you will. 

T his doesn 't mean that you should give players whatever they 
want. If there's no danger or conflict in your story, there's no 
drama. If a story seems completely arbitrary, the illusion is shat­
tered. There's a balance between setting up obstacles the characters 
must ove rcome and realizing when the game becomes unwie ldy. A 
great Scoryteller plays off what her players say and keeps the 
balance between static o rganization and dynamic improvisat ion. 
This requires a degree of empathy and a sense of what works in a 
story and what doesn't. 

h 's rough, but rewarding; when a room full of people are 
captivated by a story, the Storyteller feels the ir reactions. The 
players become enthusiastic, and the session is better because of 
tha t energy. There are moments in a sto ry when it becomes so 
compelling that everyone is drawn into it . Storytellers live for 
these moments. Time stands st ill, and the mechanism of the game 
is set aside as the story becomes "real." If you remember to make 
sure that the charac ters are having fun, and collabo rate with your 
troupe to create a good story, that bliss is your reward. 



Chronicle 
So we musr love while these moments are still called 
today 
Take part in rhe pain of chis passion play 
Screrchingou.ryouchaswemust, u.milweareashes wdwa 
Until time makes his wry of us 
-Indigo Girls, "History of Us" 

The practical side of preparing for a game 
involves planning your chronicle - a series of 

.___..::..u......,.~ connected stories rhat build into something big­
ger. If a srory is a chapter in a book, a chronicle is 

the entire novel or the entire series. 
A chronicle can be as lengthy as you like, from a few sessions 

to a campaign that takes years to fu lly develop. Because there arc 
characters at the hearr of the story, there's always the chance to 

develop a chronicle further. If you've c reated a thorough back­
ground and supporting cast to your chronicle, there's always room 
for a "sequel" to the initial story. Your players wi ll hopefully find 
your chronicle intriguing enough that they'll want to develop it 
further. Always leave rhem wanting a little more. 

Long before the players begin to create their characters, take 
the opportunity to map our where you want the chronicle to go. An 
exciting setting and cool subplots arc a good place to start . Along 
the way, there should be issues to examine, problems to solve and 
places to discover, but the basics of your chronicle come first. 

Getting Started 
Mage is a frighteningly open-ended game; a lthough It IS 

simpler to run that it appears, getting started may be intimidating 
at first. A few tips here may be helpful: 

• Conceptualize 

Mage contains a multitude of options; will you run an intrigue 
chronicle, with double-agents and backstabbing? Or a free-for-all 
with combat in the streets? A serio-comic tale of Marauders on the 
loose, or a tense cyberpunk epic with an all-powerful Technocracy 
looming over the characters' shoulders? Decide the kind of story you 
want to tell first. The rest will flow from there. 

• Brainstorm 
The fun pan -daydreaming- begins. As you reflect on your 

chronicle, th ings from the real world will inspire you. Anything can 
act as inspiration - a story on the news, an encounter at the bus 
stop, an insight into another person, or a song thar's stuck in your 
head arc a few examples. Take notes. Draw. Outline. Visualize. Your 
creativity will lead you from there. 

Good things to plan at this stage include: strong antagonists, 
allies and subcultures, the common goal (see below), the overall 
setcing (is it the Web? New York C ity? The Australian O utback? 
Doissetep?), major themes you wish to explore (see "Themes"), 
etc. Running a game will become much easier once you know 
where you want to go with it. 

• Get Input 
Your players will, of course, want some say in the game they'll 

be playing. After all, if your troupe wants to kick ass and you want 
them to run or die, your game will have problems from the start. 
The players are your collaborators, after all. Get their input before 
you begin. 

You need not rell them what it is you have in mind; a little 
misdirection is not a bad thing-some of your actua l plans mixed 
in with a bit of daydreaming should keep the players from knowing 
what to expect. Keep an open mind at this point-thesuggcsrions 
you get may lead ro something better than you originally planned. 

• Set Boundaries 
Obviously, your game cannot be all things to all people. Once 

you have a good idea of your chronicle's direction, lay our what 
you need in solid form (See "Packing," below), and let the players 
know what they can and cannot play. 

A group needs some kind of coherence. If you have a pack of 
mages who would never stay together without a player group 
behind them, the fabric of your game will soon resemble the 
Tapestry after a long and vulgar magick fight. Before you begin, let 
your players know what kind of characters they should design. If 
the game will be combat-heavy, tell them to load up on fighting 
skills; if it's to be an intrigue-laden mystery, Social Attributes and 
Abilities (or the lack of them) will be important. Most of all , try 
ro establish some sort of a reason for the characters to work 
together- a quest, a common Chantry, mutual revenge, family 
ties, romantic interest- whatever works. Make them have some 
motivation to stay together. 

Above all, make sure this common bond is strong but not 
binding. Nobody wants to play a game where they remain slaves 
to rhe Storyteller's demands. 

• Plan First Scene 
The first scene will set the mood for the entire chronicle. If 

it begins with the usual "Urn, all you guys are in this bar, see, and 
a ll of a sudden, a fight breaks our. .. ," the game will have a random 
feel to it. When the first scene is strong, however- "It's midnight 
at Chantry Ooissetep; thunder shakes the foundations of this 
ancient place, and the shock waves can be fe lt even in the heart 
of the Grand Ballroom, where Porrhos celebrates his 550th birth· 
day. Suddenly, a shot rings out. .. "- the ta le begins with a kick, 
a tone and an overall goal. Writers call this the "hook;" give your 
game a powerful hook, and you' ll be off to a good start. 

Setting 
Any story needs a strong setting. With this book in your 

hands, you won't have to start your chronicle from scratch; Mage 
contains a background to build upon. Supernatural embellish· 
menrs aside, this world is like our own ... with a few alterations. 
The area the characters know best, or the one where they'll be 
spending the most time, is the place to focus on first. 

This setting does not have to be exactly like the place where 
you live in the real world. It might be a stretch of wilderness, a 
Realm in the Umbra or even a setting on another planer. The story 
will work better, however, if the players can identify with at least 
part of it. That means basing what you do on what you know. One 
of the easiest ways to portray the surreal, for instance, is ro set it 
against the commonplace. Horror becomes more terrible when 
contrasted against sanity. If you want to lead your characters 
beyond the boundaries of reality, begin with a realistic setting. 

As you think through your setting, you'll develop the derails. 
Minor details can be just as useful as major ones. What places will 
the characters visit often ? Where can they do research? Where do 
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they get food?Where can they sleep when they're hiding from the 
Technocracy? Plan out the basics. If you have a variety of elements 
prepared beforehand, you'll glide into them effortlessly when you 
need them. If you haven't prepared a particular derail, you'll find 
inspiration on the spur of the moment, but having something to 
fall back on will make you more comfortable. 

Supporting Characters 
Add to this background a group of supporting characters. 

Who shares the world with rhe characters? Who are the Sleepers 
they'll encounter? What arc the supernatural threats that remain 
hidden? If there are other mages in the area, whar are their 
Tradition politics like? One temptation here is to fall back on 
stereotypes or choose the obvious, but character comes from 
personality, not templates. If you stick to the obvious, your 
chronicle will become predictable and shallow. 

Again, when you're creating, minor derails can be jusr as 
useful as major ones. Personality often comes from the smallest 
details. How does a character speak 1 What inspires his trust?What 
color socks does he wear? An eccentric gas station attendant with 
the combat abilities of a hamster can make for a better story hook 
than yet another Akashic Brother with an awesome array of 
combat stars. Fleshing out a character involves giving her little 
quirks and petty flaws, and any character, even a supernatural one, 
must be able co relate to the world around her. 

To keep your story realistic, don't forget to include the 
"normal" world. Nm everyone the characters meet will be a 
Hermetic Master barabbi serving Tazgool the Tormentor. Before 
you escalate the danger level of your campaign, remember that 
putting personality into "mundanes" can make the setting richer 
and more robust. If your supporting cast is a series of combat 
statistics or neat critters, you don't have a supporting cast. You've 
got a bunch of stereotypes. Any character needs a degree of 
motivation and depth, even supporting ones. 

Motivation puts a character in motion. Consider: any char­
acter has a goal. That character will work coward that goal until he 
meets outside opposition. In physics, "any object in motion stays 
in motion ... until acted upon by an opposing force." The same 
applies to your supporting cast. O utside opposition usually comes 
from the characters, the most potent motivators in the story. If rhe 
opposition doesn't come directly from them, it might still come 
from the consequences of rheir actions. Things happen for a 
reason, and often, the rationale "she does it because she's e-uil" just 
doesn'rcut it. To give your stories verisimili tude, focus on making 
the supporting characters realistic. 

This applies to antagonists as well.lf there's no conflict, there's 
no drama; antagonists provide opposition. Don't set up a series of 
cur-our figures- giving a "villain" a motivation is a challenge. A 
game gains depth when the adversaries aren't so much villains as 
characters with different points of view. Don't think of them as guys 
in black hats; the phrase "alternative morality" is useful here. Look 
::It the opposing factions of the Ascension War - each side still 
follows its own particular morality. 

It's hard to play an antagonist convincingly if you can't 
understand him. This doesn't mean chat you have to agree with 
him, but you do need to have an idea of how he thinks. This makes 
rhe game more challenging for your players. A black hac is easy to 
overcome, but a detailed antagonist, with his own particular idiom 
and point of view, makes for a worthy adversary. Even the darkest 
adversary has an element of humanity. 



The Center 
or Your Story 

Forget philosophies and Traditions for a moment. Set as ide 
settings, conflicts and antagonists. The core of your story involves 
human beings. The most important of these are the player charac­
ters. As you paint the elaborate backdrop for the stage of your 
drama, don't forget that the player characters are at the center of 
it. It's very easy to fall into the trap ofdevelopingsuch an extensive 
background that there's no room for the characters. The chronicle 
must center around the characters and the conflicts they endure. 

Establish how the heroes tie into the background. Why are 
they there? Why are they risking the ir lives to explore your dark 
and dangerous theater of the mind when they could just flee for 
their lives or hole up in a bomb shelter somewhere? If the 

It's also a good idea to have a way for the characters to work 
together. They all belong to the same cabal, so do they share a 
common Chantry? What motives bind the characters together? 
Revenge? Ambition? The destruction of the Technocracy? The 
salvation of the world around them? Once you and your players 
have found a reason for the characters to be together, it's easier to 
chart out a route for them to take. 

The meaning behind the World of Darkness is not that the 
world is dark. That's incidental. That's atmosphere. The real 
meaning in a chronicle comes from the characters. 

Nuts and Bolts 
Don't feel an obligation to create a modem 

myth before lunchtime tomorrow. Take your time. 
Once you have a sense of direction, it's simply a 
matter of starting out on the path. Regardless of 
whether you're setting out to inspire art or just to 

provide an evening's entertainment, the first few 
steps on the journey are the same. 

First, make sure a good story is told. That 
doesn't mean that you just tell a story. The troupe 

-...;.....;;-......u~~~-., creates it with you. In each chapter, the Storytelle r 
leads the story in the direction he wants it to go. If you're working 
with your players (and not just performing for them), you'll 
eventually find yourself struggling to keep up with what they want 
to do, commenting and elaborating on what happens rather than 
simply laying out a narrative. The result is a collaborative effort, 
a "consensual reality." 

The story will often deviate from your plans. If you feel that 
the story is naturally drifting in another direction, don't force the 
players to follow your plans; work with them. So long as the tale 
stays within reason , go with i.t. You're usually the guide, but 
elements of the story often come together naturally. An experi­
enced Storyteller often feels as though the story is flowing almost 
without effort. Just as your players try to antic ipate what you're 
going to do, try to anticipate the characte rs' actions. They'll 
surprise you from time to time, and that makes the story come 
alive. 

Pc.cking 
Before you begin, be prepared. When you're just starting out, 

it will be easier to create the story if you spend plenty of time 
preparing. These preparations include creating a setting, envi­
sioning a rough idea of the plot you want and establishing a few 
good plot books. A "cheat sheet" of important detai ls can be a 
critical aid ro running a smooth game. Cheat sheets might include 
brief reference descriptions of significant characters (name, story 
role, physical description, motivations, powers or important skills, 
and relationships with other characters), a combat summary (who 
can do what, the average damage they do, weapons they use, 

amount of damage they can take) and short listings of important 
places and things (the layout of a houseboat, the distance between 
points A and B). A re lationship chart, if you can create one, makes 
character reference easy. 

You may want to use a premade story. If you do, read through 
the text carefully a few times beforehand. Make sure you know 
when and where everything happens, who is where at what time 
and so on . Pay close attention to the major antagonists, their 
personalities and motivations, and some ways to portray them 
convincingly. You can start with a very linear or straightforward 
plot; there's nothing wrong with that. You must learn the basics 
first; defying reality and creating dreams comes later. 

Such aids are useful, but not mandatory. With a game as 
complex as Mage, it helps tO have a few notes on hand. As you 
become more experienced, it will be easier tO deviate from what 
you've planned. The structure you adopt and the rules you use are 
the game itself; the events you and your troupe create are the 
actual sto ry. Storytelling is ultimately a balance between the story 
and the rules. 

Rules 
Once there was a man who decided he knew everything 
Once there was a book that he threw in my face 
Once there was an angry mob that marched up and down the street 
Don't ya know they all called my name 
What do they want from me? 
- Oingo Boingo, "Fill the Void" 
This book is filled with rules. In reading them, you might feel 

as though you're studying for a test. Players wil l question you about 
them, other Storytellers will argue about them, and, remarkably 
enough, some people will really get worked up over them. Despite 
the fact that Mage is just a game, some people enjoy giving 
themselves (or others) grief over the rules to that game. 

First off, you have to be consistent and fair. Some people 
interpret that as meaning that you must be strict. That's not the 
case. We've done our best to make sure these rules are consistent, 
clear and usefu I, but you and yourcroupe are the fin a I judges of how 
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Having said that, here's a word of advice: don't worry exces­
sively about rules. In Storytelling, like many things in life, there 
are no rules ... only guide lines. The game is nota test of your ability 
to memorize. Learn the basics first. Later, you'll take the bits and 

- pieces that work for you. You'll simplify, expand, a lter and amend. 
- If you eventually make things up on your own, no one is going to 

kick down your door and take this book away. Your game belongs 
to you and yours. 

There is no "official" way to play this game, only the way that 
works best for you and your troupe. Most people who use rules fall 
between two extremes. Their preference is largely a matter of style. 

Style 
If you've watched o ther people run games, you've no doubt 

seen a variety of styles. Most Storytellers run somewhere between 
the "rules lawyer" and the "freeform gamer." You won't get a sense 
of which style works best for you until you start to play. Style comes 
from experience. 

A "rules lawyer" re lies on an extremely strict interpretation 
and application of the rules of the game. If the chart on page 592 
says that a player describing a certain action should roll Stamina 
+ Arete and cross-reference the number of successes against a 
resisted Willpower roll at a difficulty of 8, then that's the way it's 
gotta be. Rules lawyers often pursue "realism"; for some reason , 
they feel that adding more rules will make a game more realistic. 

This extreme has definite disadvantages. If a rules lawyer gets 
so caught up in roll ing dice and looking up rules that he forgets to 
concentrate on his story, the story suffers. T o us, rules should serve 
the story; the story is not just a cheap excuse to use rules. 

Some players tend to be rules lawyers, too. Rather than 
holding on to the concepts that make a good story, they'll try to 
solve problems by bending the rules their way. The character's 
personality is set aside, and the structure behind the game be­
comes more important than the game itself. Storytelling should be 
seen as a collaborat ive activity, no t a contest between the Story­
teller and his players. The troupe as a whole ideally works together 
to create the events. Rules lawyer players have to learn to "play the 
characters, not the rules." 

An extremely "freeform" Storyteller doesn't need any rules at 
all. If the game only consists of guide! ines, why bother with structure 
and mechanics? A situation may call for tossing a coin or generating 
a random number, but that's about it. If you have to roll dice, then 
something's gone wrong. The character sheets provide a rough idea 
of what characters can do, so dice become superfluous. If the troupe 
really wants something to happen, it happens. This type of game 
resembles improvisational theater more than anything else. 

While this approach is valid, it also has obvious drawbacks. 
If anything can happen at the whim of the Storyteller, then 

c=~!e~fffi~~~t happens is, by definition, completely arbitrary. 
to have a framework of rules feel lost when they 

of a freeform gamer. They'll have certain expec-
should work ... and find themselves in a situation 

All sarcasm aside, the style that's right for you wi ll probably 
fall somewhere between these two camps. Both extremes can 
destroy a game for the game'ssake. Consistency is one way to build 
that particular mindset. O nce the players feel comfortable with 
your style, telling stories comes naturally. Never radically alter 
your style without letting the players know you're experimenting. 
If you're going to do something freakish with the rules, the players 
tend to appreciate it if you let them know beforehand. 

Adjusting Your S tyle 
It's possible to shift your style a li ttle during a session to suit 

your game. Think of taking your journey through the story as if 
you're driving a race car. When you go into a turn, you downshift. 
When you'reon a stra ight road, you shift back into highgearagain. 
During your story, for instance, if there's a critical combat coming 
up, you may slow down and throw a little more detail into the fight. 
Once it's over, if you want the characters to focus on their 
discussion of what happened as they search the building, you can 
shift back up ro high speed so that the characters aren'tdistracted 
by the dice rolls. As long as you don't radically shift in the middle 
of a session, you won't ruin the £ransmission and bring things 
grinding co a halt. Most players will sense whar you're doing and 
react. 

Unfortunately, some people are a pain on long car rides. 
Certain players delight in trying to c ircumvent the rules of your 
game. The goal here isallegedly"success." An individual character's 
success becomes more imponant than the game's success. The 
structure that's been buil t into the game gives you some measure 
of protection against rules lawyers, but rules alone are not enough 
to protect you from an overly aggressive player. One option is to 
build further layers of rules to shie ld you from assaults, but then the 
game becomes so structured that the flow of the story is sacrificed. 
The best recourse is to find players who work well with you. Over 
time, you'll find ways to adjust to different types of players, and 
good players will make an effort to adjust to you. When that 
happens, you've assembled a worthwhile troupe. Then you can let 
go of the wheel. .. and the rest is magic. 

There can't be rules for everything, but you can find an 
amount of detail that suits you. Give the players a chance to offer 
feedback, especially at the conclusion of each chapter. Through 
this process you'll develop a set of "house rules" that will make 
everyone comfortable. Just as you tailor the story to what your 
troupe enjoys, you' ll discover your own particular style of using 
rules. As long as you're consistent, the players won't feel as though 
you're being arbitrary. Consistent ru les and sound judgment reveal 
the path; drama and passion make the journey worthwhile. 

Tips 
Ideals are all well and good, but they're nothing without 

practical skill to back you up. Here are a few more basic ideas to 
help you along ... 

• T he Dice Should Guide You, Not Control You 

Dice are a random element, a helpful device to use when 
srories get stuck or an outcome should be left to chance. In the end, 
however, they're a tool, nothing more. How you use that tool will 
affect the feel of your story. Ultimately, the game is played by 
human beings, not dice. Use die rolls for inspiration, or for 
adjudication if you really need it, but remember to balance the 
game and story. 



In these cases, rhc dice arc useful for adjudicarion. You don'r 
have rogive in when a playerwanrs rosolve a problem with a simple 
die roll. Even for powerful characters, rhe raw power of magick isn'r 
always something that's easily controlled. You can always add a few 
complications to any encounter where the dice are a quick fix. 
Sometimes mages "summon up what they cannot put down .... " 

• Describe Magick Dynamically 
Maglck is neither predictable nor boring. Irs effects should 

always rake on a li fe oft heir own; simply rolling a handful of dice and 
saying "I throw a fireball" is dull. Describe what happens and how. 

Magick loses its vitnlity when confined to a chart. If you 
prefer a "frecform" style, you need not roll dice every time a 
character casts magick. If you prefer "crunchier" rules, the charts 
on pages 169-171 should help. Prnctice is also helpful; with a bit 
of experience, you shouldn't need to check the charts very often. 

• Paradoxical Complications 
Like magick, Paradox should nor simply be a game system. It 

is a force of nature, nor a series of filled-in boxes. The various 
effecrs of Paradox arc discussed in Chapter Eighr. Whatever form 
they take, however, Paradox backlashes ought to seem like a 
metaphysical force, nor a game mechanic. Vivid descriptions and 
a sense of irony can help. 

The universe has a warped sense of poetic justice. Backlashes 
usually keep with d1e nature of the magick rhar caused them; the 
punishment often firs rhe crime. Having Paradox embody the 
unexpected once in a while, though, keeps your players from 
becoming too comfortable. A littleemparhyisuseful here: if Paradox 
is always random and surreal, your players wi ll feel out of control. 1f 
Paradox is always predictable, magick no longer has a dynamic feel. 
Strike a balance based on what you feel is right for your group. 

Paradox can throw a massive wrench in a player's plans; make 
sure it doesn't fou l up your own in the bargain. If a backlash would 
disrupt your story, ignore i r- (or now. J or down rhe poi nrs a character 
would have received and save them up for later, when you need a good 
bit to make them sweat. .. or ro make rhem think about their actions. 

• Magick in the Spirit World 
The line about magick's unpredictability goes double outside 

conventional reality. Otherworldly laws change so rapidly char 
even the most seasoned traveler is hard-put ro guess rhe effects of his 
next rote. The boundaries arc more flexible, sure, but rhe side effects 
can be as simple or as complicated as you want them to be. 

When mages case magick in other Realms, the nature of those 
places colors the willworkings cast within. Whether you're 
Storytelling rhc effects of magick in the material world. the Umbra 
or any other reality, that magick may he colored, flavored or 
otherwise altered by the reality of the world. It's possible for a 
Euthanatos to bring a Dreamspeaker into the Shadowlands, for 
instance, but if that Dreamspeakcr uses a Life Effect in the midst 
of the Restless Dead, something's gonna give. Regardless of the 
actual rules involved, the end result is a conflict of ideals. Concep­
tualize, and, as always, let the story be your guide. 
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• Improvisation 

A mage's world, like a Storyteller's, is full of surprises. Intent 
may shape reality, but reality often has its own ideas. Dice roll ing 
is one way to inject this element of uncertainty into the game, but 
what can you do when a player (or circumstances) comes up with 
something no rules can cover! 

Improvise. 

Many questions can be resolved with a little imagination. If 
all else fai ls, however, adjust difficulty levels or die pools. Kathy 
wants her Marauder to cast an Effect while blindfolded? Fine. Just 

- up her difficulty by +2 or +3. Adding or subtracting modifiers for 
imaginative descriptions can also encourage players to be inven­
tive, although this can get out of hand. The rules in Chapter Eight 
suggest a maximum adjustment of+ or -3. You may want to stick 
to that, if only for your own sanity. 

Techniques 
Once you've got the basics down, there's sti ll room to grow. 

After you've structured your plot, established the background and 
set rhe characters off and running, certain techniques can en­
hance the experience. To begin with, a well-done game will have 
a certain atmosphere that will evoke a particular mood. 

Creating Mood and Atmosphere 
What characters do is one part of an adventure; what they feel 

is almost as important. Evoking those feelings is achieved with 
atmosphere . If the cast is at the center of the stage you set, then the 
atmosphere is the lighting. I fit's done badly, everyone will stumble 
in the dark; if it's roo high-key, the acwrs will sweat and squirm. 
When designed properly, the atmosphere will convey the proper 
mood. If there aren't any klieg lights handy, there are other tools 
you can use to create the mood and atmosphere of a scene: 

• Remember All F ive Senses 

"Virtual" reality is usually a misnomer. An environment isn't 
virtual unless it draws upon all five senses. Storytellers have 
known this for millennia. A setting can be something as simple as 
a mapped-out room, but an atmosphere assaults all the senses at 
once. An apartment can be described as a room with a kitchen and 
a bed, but a comfortable apartment might be filled with the aroma 
of baking cookies, the ambiance of a Tori Amos CD, the invita­
tion of a downy comforter stretched on a luxurious futon, the 
illumination of black candles and the elegant flavor of the first cup 
of peppermint tea your host has handed you. The first example is 
a map; the second example is an environment. 

• Use Analogies 

If you want to convey a feeling fora scene, incidental events can 
convey subtle clues to the mood you want to instill. A minor 
occurrence can be used as an analogy to the mood of a scene. For 
instance, suppose the atmosphere you wish to create in a scene is one 
of fragile hope. The setting might be a desolate stretch of roadway at 
three in the morning. Newspapers drift lazily in a gentle breeze, and 
moonlight fights to hold back the night. The characters walk past 
two homeless men rubbing their hands over a small fire. Then one of 
the characters notices the silhouette of two young lovers holding 
hands in the distance. In the middle of the street, the two lovers 
pause, embrace and then walk their separate ways. None of these 
elements has to be tied to the plot in anyway,shapeorform, but they 
contribute to the scene by lending cues. If your players pick up on 
them, they'll respond by adjusting their roleplaying to fit the mood. 
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Analogies are also useful when describing the working of a 
character's "sixth sense" or otherworldly awareness. If a Virtual 
Adept is using his Spirit Sphere to search a video arcade for pattern 
spiders, he may very wei[ see bl inking webs of energy scintillating 
like Christmas tree lights, hear inhuman voices inton ing repeti­
t ive demands for "more quaners," feel a frisson of static e lectricity 
and sense a slight ionization in the air. "Spiritual" environments 
are easier to describe when you can make analogies to what the 
players already know. 

• Vary Tone 

The way you use your voice is another cue. This may seem like 
an obvious remark, but many Storytellers forget about the versati l­
ity of the human voice. Softly whispering to draw your player's 
attention, frantic dialogue to hurry them a long, matter-of-fact 
description to render a scene as sterile or boisterous blustering to 

describe a rambunctious crowd are bur a few examples. 

Another effective technique is to use a tone that's the exact 
opposite of what your players expect. Describing an int imate scene 
in third person with no embellishment can convey that a suppos­
edly romantic encounter might just be an attempt ro manipulate 
someone. If you're describing a crime scene where a fam ily has been 
slain, relating the conditions of the children's toys can make the 
scene far more sinister than the standard cliches associated with 
gore. Less is indeed more, and an unexpected approach can lend a 
routine description an intriguing atmosphere. 

• Detail Supporting Characters 

The derail of supporting characters can also add to the auno­
sphere of a scene. Any human being has little quirks and foibles that 
reveal minor bits of his personali ty. If a minor character is usua lly 
identified with a specific location, his little quirks can contain cues 
about that location. Suppose you want the characters to feel a sliver 
of pity before they charge into a werewolf caern to steal Quintessence. 
A brief encounter with Benedict the Bone Gnawer, complete with his 
mussed-up hair, mindless gum-chewing, worn-out shoes and simple­
minded humming, might convince them that the "sacred site" in the 
middle of the city park is more a place of kindness and comfort than 
a filling station for wandering wizards. The quirks do the talking in 
this instance; the werewolf doesn't have to say anything. 

Those li ttle cues might a lso shape a character's view of a 
group of people. Suppose he looks into the window of a police 
station secretly run by Iteration X cyborgs. One officer checks h is 
watch every 23 seconds, another restlessly twitches the fingers of 
his left hand as he stands guard, and a third stares so intensely at 
the te levision program he's watching that he forgets to blink. How 
should the player feel? The cyborgs are, through a few quirks, 
implied to be impatient, method ical, v igilant and, oddly enough, 
sti ll a li ttle human. The mood could be described as nervous 
anticipat ion or alienation. There's an emotional component to 
the scene ... and that's what mood is all about. 

Common Pifralls 
There are a number of ways in which a chronicle can fall 

apart. A few are worth mentioning here: 

• Monster of the W eek: The easiest way to bring a group of 
characters together is to establish a common enemy. There's a wide 
variety of nasties that lurk in the World of Darkness- mummies, 
Garou, Black Spiral Dancers, Unsee lie fae, spectres, werecatsandso 
on. There's a temptation then to make your campaign a "creature 
feature" and throw one nifty critter after another at your players. 



Remember, however, chat there's just as much material for antago· 
nistic characters in rhc real world. Not every problem in the world 
has a supernatural conspiracy behind it, and every antagonist you 
create should have depth. Describing stereotypes is easy. Creating 
"ethically gray" characters is far more rewarding. 

• Escalation: Once you've created a massive challenge for 
your characters, there's always the temptation ro top i£. Escalating 
your chronicle quickly won't make it more thrilling, just more 
difficult to continue. After you've had rhc characters steal Void 
Engineer scoutships from a Horizon Construct and firebomb an 
Urge Wyrm in Malfcas, whatdoyoudo for an cncore?T rying roout· 
do the Storytelling equivalent of Industrial Light and Magic isn't 
much of a challenge. Developing flesh-and-blood characters is. 

• The Drawing of the Dark: There's a lot of suffering and 
horror in the world. It's tempting to make your chronicle more 
compelling by making it darker. However, making a story darker UJill 
not give the story more meaning. The world tests characters with 
adversity; the meaning of your story comes from how characters 
react to it. The darkness is there to give conrrast to the light. 
Roleplaying suic idal remorse or rage is easy. Romance and bliss arc 
far more difficult to convey. 

• Power! Give Me Power! For some players, simple immortality 
or the ability to bend reality just isn't enough. Success becomes creating 
an invincible character. If all the little circles on the sheet work with 
all the little rules, power garners are happy. Success, however, isn't 
measured by the success of individual characters. A hero is someone 
who takes on something bigger than himself, and making the charac· 
tcrs bigger doesn't make the story bener. The true success is in telling 
a compelling story.lf your players live to tell stories of turning vampires 
into lawn chairs and aspire to create mummified vampiric werewolves 
in their spare time, they've missed the point. Scale down the power 
level, and focus on real accomplishment instead. 

• The Shattered Cabal: One cliche in the Storyteller 
universe is the idea that everyone in your group has to hate everyone 
else. Amazingly enough, a common definition of" serious" roleplaying 
IS playing a character who treats his friends like garbage. Paranoia 
is one thing, but "not playing well with others" is quite another. 
This situation can be complicated by devious Storytellers who 
simply want to turn rhe characters against each other. Some troupes 
can benefit from a little bit of tension between characters, but more 
important to the game is identifying and strengthening the tics that 
keep the characters together. Building unity makes for a long-term 
advemure, not an afternoon of angst. 

Stories 
O nce you've eva luated what you're doing in 

the long run with your chronicle, it's easier to pur 
your short-term goals into perspective. Keep in 
mind that you can play a game without commit· 
ting to a lengthy chronicle. The "one-shot" is an 
art form all its own. Whether you're planning for 
a skirmish or a siege, it he lps ro remember the 
overarching goals of chro nicles and storytell ing. 

Structure, atmosphere, mood, theme and tech­
"""'"""".._ _ _,..,., niquc are just as useful in a short chapter as they arc 
in an extended chronicle. Rudimentary as these elements seem, 
never underestimate the power of the well-timed gust of wind or 
the melancholy flashback. Srorytellers throughout time have 
known the value of such flourishes. 

To begin with, any story has struc ture. The basic strucLUre of 
a "chronicle" consists of rwo steps: a series of chapters (or "ses­
sions") tell a story, and a series of stories compose a chronicle. We 
tend to favor a literary analogy for this, but any analogy can work. 
You might choose to sec the story as a series of acts, like a play or 
a television show. Or perhaps the scenes are like sectioru. of a 
comic book mini-series or a series of movements in a symphony. 
Use the metaphor that works for you. If you can draw upon your 
knowledge of another art form, you can develop your understand­
ing of the process o f creating stories. 

Themes 
Theme is one of the hardest things to develop in a story. You 

don't have to preach when running a story or chronicle, but there 
are definite themes that will come up in a Mage chronicle. You 
don't have ro inspire angels to come down from the heavens to 
weep tears of blood at the beauty of your story, but a strong theme, 
o r series of themes, wil l elevate your game beyond a simple cyborg· 
pounding. 

Subtlety works. If we can't sympathize with the motivations 
of the characters or the antagonists, the story, as o ne person would 
say, is "just a bunch of stuff that happened." You can work your 
chosen themes into the game with characters (whose personali­
ties, motivations or circumstances force the players to think), 
situations (which put them into dilemmas), re lationships (which 
incorporate both) and symbols, o mens o r mindscapes which 
emphasize the theme. Just remember - go easy. 

Some common Mage themes include: 

• Community 

A sense of community is especially important in this game. 
The setting for a srory emphasizing this type of theme is a 
spiritually empty area. This can be anything from a few city blocks 
to an entire country. Someone needs to care for the community, 
ro transform it into a self-supporting and nurturing place. The 
community must find strength. How much should we suffer fo r the 
sakeofour sociecy?Whatcan we do to make a community fee l like 
home? What docs it take to make us feel like we belong? As the 
characters find reasons to interact with the world around them, 
they'll find inspiration, not just reasons to compute Dice Pools. 

• Survival 

A chronicle describing a struggle for survival centers on more 
than Health Levels and Ability rolls. Existence itself should be a 
trial. T he characters live in a dangerous area, one where survival is 
a day-to-day crisis. This might be anything from a rough stretch of 
wilderness to the bad side of town. The world doesn't care whether 
they live or die, and unless the characters struggle and learn, near 
tricks with magickal Spheres won't be enough to save them. This 
takes more than raw force. In fact, a story centered on survival 
doesn't have to involve force atall.lf you want to make a character's 
li fe more difficult, it's more effective to do it through ingenuity than 
to have someone hit him on the head. T here arc also orher 
definitions of "survival": What constitu£Cs "selling out?" What 
compromises do we make in life to get by? Staying alive exacts a 
price; idealists defy that temptation and succeed in spite of it. 

Chapter Seven: Storytelling 
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• Rebell ion 

Mages arc distinctive because their vision extends beyond 
the commonph1cc. S leepers fall inro the misconception that what 
they see of the world is all that life has to offer. It's human nature 
to reject whar\ differcm. How do the characters counteract that? 
Nephandi luring mages to destruction and Tcchnomanccrs ab· 
ducting dcvianrs arc only part of rhe danger. Whar happens when 
a cabalunleashc~ the power of magick and normal people around 
them can't accept ir1 Any mage is a rebel, and rebellion can have 
dire consequences. The risk is even grcarcr because an Awakened 

- human being doesn'Ljust rebel againsrconnicting philosophies ... 
- he rebels aga insr rea lity itself. 

• Espionage 

Who can you uust? The Technocracy has spies and agents 
throughout the world seeking ro subvcrr and infiltrate the T radi· 
tions. Those Tradition;, themselves arc not models of cooperation; 
rival Chanrrics p lot and scheme, Marauders seed chaos where 
order is strong, anJ Ncphandi convert the powerful into their vile 
re ligions. Whar. happens when you can't trust anyone? Whar 
happens when paranoia overwhelms reason? lf"fighting the bad 
guys" consisted of coting guns and scning explosive charges, the 
Ascension War would be easy. In a paranoid world, it's difficult to 
tell who the "bad guys" are .... 

• Sanity 

Through magick, anything is possible, including things thar 
should not be. Mages soon learn that our world is not the only 
possible one, and that the boundaries of sanity are merely optional. 
The potenrial to lose control is there. Whm exists outside the space 
and time we know/ What happens when the force of the Wyld is 
released on an unsuspecting world? Is the dynamic always prefer· 
able to the static! When the Quiet descend;, on you, how do you 
keep yourselffrom going insane? And who, exactly, are you ro judge 
the difference bc[lvccn madness and reason 1 

• Power 

Imagine what it would be like ro have the power to change the 
world- if ordinary people were only pawns, and the world of spirits 
was your playground, or the powers of sctence your playthings. 
Underlying this b a m~t basic concept: you're only human. W call 
know the cliche that "power corrupts," bur how does it happen? If 
we all know that this is true, why docs it still happen so frequcnrly1 
There's one more complication: In the world of the game and the 
real world, you do h<1ve the power to rebel against the established 
order. So what arc you going to do if you succeed? 

• Identity 

We detem1inc who we are. Society determines who we arc. 
Generics is a llegedly a facror, education and media are supposedly 
influences, and our social status and the company we keep arc 
theoretically environments that shape how we think, feel, and 
react. Now consider this: magick makes all things possible. How 
does that affect (or corrupt) something as fragile and malleable as 
a human being? In game terms, how much docs aT radition or a 
mcnrordefine a magc?Then there's rhc ISSue of compromise again. 
Sacrificing for others, compromising for )un•ival and even losing 
yourself in your love for another person arc a ll threats to the fragile 
concept we call idcn ti ry. This type of story ta kcs rolcplayi ng beyond 
the simple limits of "class," "gender" and other stereotypes. T he 
result is a mirror ro the world around us. 

Mage: The Ascension 



Concepts or 
M ood and Atmosphere 

If you're already familiar with White Wolf games, then you've 
no doubt been inundated with the most common atmosphere used 
by Srorytellers. Yes, darkness is an easy atmosphere ro evoke, but 
that doesn't mean it has to be the only one in your repertoire. A story 
can have any number of flavors of emotion, and whether you're 
seasoning a scene or an enrire story, you have choices: 

• Basic Black 
The world is just like ours, save for the fact that the shadows 

a re deeper, the suffering is greater, the Earth is dying, and the 
destruction of all we know is just a whisper away. Skyscrapers tower 
over the cityscape while the destitute huddle in the shadows 
praying for a warm night. Set to the accompaniment of screaming 
guitars, the world is a spiritually empty place where hope is the 
most valued commodity of all. 

Gothic-Punk isn't a mandate. It's an option. Other options 
include: 

• Energetic 
The characters fee l they can do just about anything. If the 

chronicle or adventure is set in a Horizon Realm or the Otherworlds, 
this may be they true ... Paradox is a temporary setback. Doubt is a 
passing phase. The biggest challenge for characters in this atmo­
sphere is to keep things under control when they work too wel l. 
Remember "The Sorcerer's Apprentice?" 

If you choose to set this type of adventure in the "real world," 
you can evoke this mood by downplaying Paradox a little. After 
all, Paradox backlash can be customized to the type of game you 
want to run. If the adventure is set outside the consensual reality 
paradigm of Sleepers, then a mage can be a useful ally to wraiths 
or spirits, especially if she's brought her cabal along. Another 
option is creating little "pockets of surrealiry" in the real world. ln 
the sanctum sanctorum of a Hermetic mage, activities as simple as 
sweeping the floor and carrying buckets of water can get out of 
control if magick is involved. Enthusiasm, encouragement and a 
rapid pace make a session energetic. 

• Paranoid 
The Technocracy is everywhere. They can listen in on 

telephones, abduct your friends and brainwash them, tum society 
against you, track you down like a bad check and convert you to 
their way of life. And that's just the beginning .... 

Cryptic clues and events help set up a paranoid campaign. If 
mysterious events take place and answers aren't forthcoming, even 
the most stalwart heroes tend to pause before taking any drastic 
actions. Pay telephones that ring as characters go by, strangers who 
swear they went to high school with you, shadowy figures on the 
other side of the street and cryptic remarks from otherwise normal 
people are a few examples. Exploiting the secrets of the characters, 
"splitting up the parry" and passing secret notes are other time­
honored techniques. Even if the characters have Awakened insight, 
a mage's "sixth sense" doesn't have to give direct answers. Encoun­
ters with skeptical or querulous characters, alliances with new-found 
friends who aren't entirely trustworthy, and situations where the 
heroes dwell in moral ambiguity help create this atmosphere. 

• Spiritual 

Few S leepers realize the spiritual potential that surrounds us. 
A mage is a keeper of mystic secrets and true knowledge. She 
understands the forces of nature, the elements of the universe the 
power ofli fe, the true meaning of death and the secrets of the oc~u It. 

That also makes her vulnerable to them. Knowledge is found in the 
real world, but true knowledge lies waiting to be uncovered. Only 
the visionaries among us can see things as they rea lly are. 

Spirit is most easily described in terms of metaphors. A 
spiritual mood is best evoked by describing events and encounters 
conceptually, not literally. Since mages have specific talenrs ro 
guide them toward insight-such as Awareness, the Spirit Sphere 
and perception-based Effects - feel free w reward players when 
they choose to use them. For some garners, the simple experience of 
having a scene described fu lly in terms of senses other than sight and 
sound is enough to liberate them from traditional thinking. Em­
pathic characters also work well in this atmosphere. Any 
conversation with a member of the supporting cast has an emo­
tional subtext, which means rhat empathic characters will be 
playing a slightly different game from other types of characters. If 
you can multi-task your description of scenes, the environment of 
a simple encounter can be transformed to a spiritual event. 

• Sensual 
True power comes from passion. Mages are not ethereal 

creatures removed from reality. They're mortal. While other 
supernatural beings may have tainted emotions, only a mortal can 
truly understand anger, lust, envy and fear. The power of rework­
ing reality doesn't have to be an abstract intellectual process. Ir 
can instead be the fulfi llment of any desire. 

The concept of contrasting the exotic with the common­
place is extremely useful in creating this mood. A sensual adventure 
must keep its ties to the real world. Comparing the ordinary world 
of Sleepers ro the epiphanies of magickal Awakening makes mages 
more exotic. Even if the characters venture into another world, 
the real world should be waiting for them upon their return to put 
things in perspective. Encounters with normal people allow the 
characters to keep in touch with "human" emotions, and interac­
tion with the awestruck, envious and impressed can make a hero 
feel "more than human." Acting out the supporting cast in this 
type of adventure is also easier if you can put a bit of emotive 
memory or sympathy behind each performance. Make the real 
world concrete, and the sensual world will be intensified. 

• T ragic 
A tragic mood is often the result of the way a tragic plot is 

structured. This type of story usually centers around a hero failing 
despite her best intentions. That hero has an inner flaw that she can't 
overcome or believes in an ideal that's too lofty - true love, a highly 
developed sense of honor, or anything else skeptics tell us is a lie. The 
hero will suffer for the sake of that idea or flaw. Before the hero's 
ultimate destruction, however, she will usually understand why she 
failed. This catharsis leads to discovery of the self, and the hero 
ultimately triumphs even in the midst of failure. A tragic ending is 
typically bittersweet: if done artfully, thesufferingmakes it even more 
beautiful. Points for style. Points for substance. Standing ovation. 

• Fragile H ope 
The Awakened realize the possibilities of life. The Gothic­

Punk world is filled with despair and corruption. Many "heroes" are 
actually tortured souls who spend just as much time fighting their 
own internal struggles as they do fighting the world around them. 
Mages don't have the immortality or power of these dark heroes, but 
they have one huge advantage: they're human. They live in a morral 
world where compassion and hope are practical aspects of life, not 
mere trappings left behind. For mages, however, part of the darkness 
comes from self-doubt or the results offalse pride. Hope is fragile, but 
it gives courage to those who never give up in the face of adversity. 

Chapter Seven: Storytelling 
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This slightly ambiguous approach can be a ided greatly by 
dialogues. "Mouthpiece" characters in your supporting cast can 
help set them in motion. The supporting characters have person­
ality, but also converse with the cabal at length to d iscuss a 
particular poim of view. An innocem person seeking knowledge 
can put the heroes in an encounter where they must explain basic 
ideas in their life. A person driven by guilt or doubt will question 
the actions of the characters, sparking discussion of the morality 
and ethics of their actions. Authoritarian figures will demand 
explanations for a character's actions, forcing him to justify what 
he has done. The player then analyzes the motivation of his 
character, turning a series of events into a look in the mirror. 

Story Concepts 
Now we enter the realm of the single session. There's an endless 

number of stories you can run, but some ideas are more obvious than 
others. If you need to prime the pump, the supplements ro this 
ru lebook and the suggestions below arc good places to starr. If you 
want to begin with the time-honored formulas, that's another 
option. Hopefully, though, you'll move from the obvious to the 
innovative. To set you on your way, here are a few simple adventure 
ideas. Build on them long enough, and you'll make them your own. 

• The Death of a Mentor 

A character's mentor has been slain. The story begins with a 
recollection of why the mentor was important and may involve a 
scene or item that conjures images of a message from her. The next 
step can be a mystery in which the killer is hunted down, a quest that 
involves finding a lost item that was stolen, a mission of vengeance 
against the killers. or even revelations about the mentor's true 
nature. The character's lingering respect for the teacher and thirst 
for further knowledge open up a variety of story options. 

• P rotecting the Neighborhood 

T he characters either have a Chantry or have access to a 
place of importance. The area around this place is threatened by 
some outsider, either as a result ofself-imerest orself-preservaLion, 
or because the location is a sustaining pare of a larger area. The 
resoiU[ion can be anything from taking a stand against the bad 
guys to journeying into another Realm to recover the ethos that 
was lost. The problem may be a simple miscommunication, or the 
outcome may depend on bringing wisdom to the foolish. The 
reward is gratitude, wisdom, safety or knowledge. 

• Rescuing a Fallen Comrade 
A Chantrymate, acolyte, lover or friend has been captured. 

This can be the result of anything from a Technocracy operation to 
a falling-our with a hive of nasties. Stealth, force, reason and 
ingenuity are possible means to find a solution. There are other 
potential complications. The victim might be brainwashed, or may 
have even left of her own volition! This type of adventure can be 
anything from a tact ical exercise to a psychological dilemma. 

• Defeating Your Enemies 

This can involve far more than just stomping bad guys. 
Traditions have conflicting goals, Chanrries have politics, Sleep­
ers act out of ignorance, the world is corrupted with spiritual taint, 
and even Tradition mages can be corrupted by power. Combat is 
the most obvious way ro solve this type of problem ... and the most 
foolish. A more devious resolution may invo lve gathering a ll ies, 
coming to an understanding with antagonists, humiliating en­
emies to prevent them from acting again, or even converting them 
to your way of thinking. Posturing and posing is no substitute for 
showing wit and wisdom. 
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approach to suit the story makes for an artful chronicle. You might • 
focus on mood and atmosphere to unveil a dark and sinister ~ Imagination and brill iance are often stifled by stasis or corrup­

tion. The solution is chaos. The characters may be in the frame of 
mind to bring havoc to a place trapped by reason, rescue a mythic 
creature, bring the force of the Wyld into the world or even journey 
inro the mindscape of someone who has lost the wi ll to keep up the 
good fight against stasis or entropy. This type of story also has the 
potential to produce intriguing results: the chaos, once unleashed, 
may not be easily conrrolled or conrained again. 

• Restoring Order 
Reality has a limit to what it will to lerate. The supernatural, 

which includes more than just magickal activity, can threaten the 
safety of S leepers, or even the world as a whole. One faction's 
t riumph often means the downfall of another. Restoring the 
balance or bringing order can involve stopping criminal activity, 
restraining a mage who has lost conrrol, or putting an end to a 
supernatural or magickal threat. This type of story becomes even 
more complex if the characters find out that someone who's a 
perceived "threat" has a reason for placing others in jeopardy .... 

Variety 
I could not believe in a God that could not dance. 
-Nietzsche, Thus Spa.ke Zarathustra 
Having a variety of sto ries in a chronicle helps to keep it a live. 

No doubt each player has a particular preference and specialty, so 
different types of adventures give different players a chance to 
show off their talenrs. As long as each hero gets a moment in the 
limelight, and as long as the overarching theme of the chronicle 
is preserved, changing your approach for a few sessions will help to 
make for a dynamic campaign. 

A chronicle will cycle through different phases, ranging from 
the simple and fun to the sublime and mythical. Changing your 

chronicle , but this task is easier if you occasionally throw in a 
different type of adventure, whether it's a session cooked for manic 
chaos or created to bring salvation to a tragic hero. If the last four 
sessions in a chronicle have been getting progressively more bleak, 
a session that's fast and furious can bring a welcome respite. If the 
last session you did was an intense combat session, juxtaposing it 
against a freeform spiritual journey can keep your players' interest 
in the overall structure of the chronicle . Challenge yourself. Taking 
on a variety of new tasks will help you grow as a Storyteller. 

The One-Shot 
You don't have to put your chronicle in jeopardy to experi­

ment with a different approach. "One-shot" adventures offer 
opportunities that chronicles don't have. W ith a one-shot game, 
you can show off your talent to a new group of players, o r give your 
o ld ones an opportuni ty to do something d ifferent for an evening. 

Although a one-shot chapter can t ie in to your regular chronicle, 
you might decide to do something completely unrelated. It's hard, 
for instance, ro justify tying in your epic adventure of polit icians in 
Doissetep to an adventure set in 17th-century France starring a 
cabal of Akashic Brothers armed with sabers and dueling pistols. 
You may not want to bring the troupe's ongoing characters inro an 
adventure in which a pack of shapechanging d inosaurs assault 
Atlantic City (and you may not want New Jersey to be destroyed in 
your campaign). No one can live ent irely on myth. 

There's also a chance to switch to a very d ifferenr viewpoint 
in the World of Darkness. Maybe your players should be playing 
S leepers for a session ... or Technomancers .. . or whatever. If you 
begin to feel a t inge ofburnout, or if your players get a little restless 
on a long trip through your chronicle, arrange a vacation in a one­
shot adventure. 

Advanced Techniques 
Only he can command who has the courage to disobey. 
- William McDougall 

More complicated tricks of the trade can make 
a story impressive. If you decide to go for a higher 
level of difficulty, the support of your troupe can 
make the task much easier. Handling an advanced 
technique isn't something you do completely on 
your own -you'll need skillful roleplayers to pull 
these off. Otherwise, all you'll be doing is talking to 
yourself. Plan these carefully, execute them grace­

fully and you'll create a story your players will remember. 

Foreshc.dowin~ 
Timing is everything. Foreshadowing is a part of t iming, or, 

more specifically, a way to subtly introduce something before it 
happens. 

Time magick is an easy way to work foreshadow ing in; if a 
character predicts what happens before it happens, what do you 
do? The easiest method is to describe foreshadowed events in 
genera l terms. Since magick is capric ious, the event may very well 
be in the near future ... or further along in the adventure. The 
complex version of foreshadowing involves playing free will against 

determinism. If a mage has the ability to predict the future, is she 
liberating he rself with the knowledge or condemning herself to a 
predicted outcome? 

The most useful application of this device is "setting up" an 
element of your story. When an event is foreshadowed, you may 
convey a clue, or an emotion, without setting off a full realization 
of what's going on. The easiest events to foreshadow are dark ones. 
They're also the easiest events to overemphasize. If the sky turns 
gray, clouds roll in, a raven lands in front of the characters, and 
thunder strikes, everyone is pretty much clued in to what's going on. 
If foreshadowing is cryptic and vague, it's easier to set up anticipa­
t ion without alarm. If a raven swoops down from a street sign and 
grabs a newspaper out of a character's hands, how should that 
character react? Is it just a chance event, or is fate trying to tell the 
characters rhat something is at hand? As foreshadowing becomes 
more subtle, it draws upon other techniques .. .. 

Symbolism 
Symbolism is another type of metaphor, a very facile one. 

Having something represent something else is a well-established 
li terary technique, and it's amazing how much impact it can have. 
O n a small scale, you can try to convey an idea without smacking 
anyone in the forehead. Take the example of the raven swooping 
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• from the street sign. How are the mages supposed to interpret that? ~ Are they scrambling for more knowledge than they can use wisely? 

Is something malevolent going to destroy what they've fought for? 
Or has a random bird suddenly gained a predilection for newsprint? 
The player's interests are piqued, and one seemingly random event 
adds to the mood and atmosphere of the story. 

On a grander scale, symbolism is used to address themes and 
issues. Remember, meaning in a story doesn't have to be an overt 
message. Moods and themes can be pervasive without being 
blatantly introduced. Try to figure out what concerns the players 

- personally. What are their fears, needs, desires and loves? Repre-
- sent these symbolically. This might be an overpowering (and 

usually unpleasant) experience, or it may be a gentle theme that 
resonates through the chronicle. When symbolism is used well, it 
conveys meaning without preaching. 

Fli\shbi\ck 
T iming is even more critical in a flashback sequence. A 

flashback is an excellent way to roleplay scenes in a character's past 
and present a new perspective on a current story. The technique 
involves constructing an additional storyline. You can either tell 
the second srory directly, or you can have the players roleplay it. 

J['s even possible to run a flashback story with a second group 
of characters. The story can be played in a single chapter, or the 
scenes of the flashback can be interspersed with the scenes of the 
main story. Regardless of how you structure it, the technique is 
easier to pull off if the flashback story connects to the main story, 
preferably by theme, subject or mood. Each story should illustrate 
an essential feature of the other. 

An even harder approach is to have the events of the flashback 
affect the events of the main story. The players will consciously 
separate the rwo groups of characters, but thematically, the mood will 
carry over between the two stories. This takes a great deal of improvi­
sation, but it makes the story more compelling. Artfully executing this 
draws upon some of the skills required for the next technique .... 

Pi\ri\llel Story 
A parallel story, much like a flashback, is played out as a second 

story alongside the first. However, the second story takes place at the 
same time as the original one does. Thus, the two stories start our as 
separate and seemingly unconnected events, bur eventually relate 
to each other. You may not want to conclude the parallel story until 
near the end of the game session, because that parallel story adds 
focus to the central story, enhancing its theme and power. 

Dream S equence 
Another challenge is to have the players roleplay through a 

dream of one of the characters, or perhaps one of the cabal's 
antagonists. This can be done in the same manner as a parallel 
story or flashback. There are many reasons why you might want to 
ro leplay dreams, but the opportunity to get the players to focus on 
rhe personalities of their characters is perhaps the most useful. The 
dream world draws upon the archetypal and the unconscious. It's 
an opportunity for mystical revelations, portents, or even com mu­

ng primal. The laws of reality are far more 
gives the Storyteller freedom to deviate from 
ues. Whether you choose to see dreams as a 

a potential weapon, a gateway to another reality 
ta l manipulation, dreams open a variety of 

innovative Storytellers. 

Alternative Settings 
One strength of Mage is the vast and varied amount of back­

ground avai lable. Not every game has to be a mystical trip through 
'90s technopunk. This book has an essential framework well-suited 
ro a basic game. It can also be used to launch cutting-edge stories and 
innovative interpretations. The one-shot is ideal for this type of 
work; it doesn't place an ongoing chronicle in jeopardy, and gives 
everyone a breather if a chronicle is getting intense. The Storyteller 
can disregard the game's continuity for a session and radically 
change her approach rousing rhe rules, if she likes, and players can 
take a break from their usual characters. If the experiment is a 
smashing success, it may even lead to a second chronicle (run by you 
or somebody else) or vastly alter your main storyline. 

Most of the material in this book is based on the assumption 
that the average game will start in the late 20th or early 21st 
century in a world much like ours with standards similar to ours. 
The re are, of course, other possibili ties. 

• Historical Settings 

Mage has a heavy emphasis on history (see Chapter T hree). 
The most common usc of history is background; it just ifies the 
present and gives the players a sense of the world. However, it's jusr 
as possible to run a game set earlier in history. It might tie into the 
background of your ongoing chronicle, or may explore an a lternate 
history. What was it like to live in a world where the Mythic Age 
was dying? How did the hidden art of magick influence the Renais­
sance? How did the Victorian Era change when the Technocracy 
was first formed? Were the 1930s a Golden Age for the Sons of 
Ether? How did the Technocracy affect the Cold War? Where will 
the World of Darkness be in the near future? 

There are certainly many supplements dealing with these 
issues, but how you choose to interpret the answers is up ro you. 
History is a set of guidelines for you to accept or reject. Whether 
you choose to set an enti re chronicle in another era, link series of 
historical adventures with a continuing group of characters, or 
a lter the past ro affect the present, history can easily be another 
playground for your imagination. 

• Imaginary Settings 

One world is never enough. Mage has a complete background, 
butthe system can be used for just about anything. Take a trip through 
your bookshelf. Have you wom out your copy of the Dictionary of 
Imaginary Places? Are your Calvin and Hobbes books getting severely 
dog-eared? Is there a notebook for a campaign you ran 10 or 20 years 
ago buried under your bed? With magick, all things are possible. 

n,e details of the Mage background are, ultimately, only 
guidelines. If you want, reject the entire background, or set it aside. 
You may ger strange looks if you tell other garners that your 
chronicle is based on a popular fantasy trilogy, or that you're 
drawing maps of Atlantis for your dolphin characters in Ascension 
Under the Waves, but as long as you can find a rroupe that's willing 
to follow you there, the worlds you describe in the privacy of your 
own home are your own damn business. 

• Otherwor ldly Settings 

The World of Darkness consists of many spirit Realms. 
Werewolf contains a great deal of information about the Umbra of 
theGarou, and Wraith unleashes revelations about theShadowlands 
of the Restless Dead. Both worlds are detailed in Mage as well. If 
you're quite advenrurous, you can set an entire chronicle outside the 
mortal world. It's difficult, but do-able. With the Sphere of Spiri t, 
a mage of the appropriate paradigm can travel just about anywhere. 



Cross-Over 
These techniques can also be used in conjunction with other 

games. Shifting the point of view adds a whole new tilt to your story. 
Any c ity will have a number of supernawral problems. If one 
Storyteller runs the chronicles, the players may have characters 
from different Storyteller games in their stable. One week, a 
Chantry of mages might be investigating a spiritual attack on their 
city; the next, the Chantry's Dreamspeaker might work with a pack 
ofGarou in the Umbra to solve another aspect of the same problem. 
If more than one StOryteller is involved, each can work as a 
specialist for a different background. Troupe Storytelling works just 
as well when each contributor specializes in a different game. Mage 
can be run in conjunction with any other Storyteller game. If a 
Euthanatos leaves the Chantry for a month, she might show up in 
another player's Wraith game or a brief Vampire adventure. For 
further ideas, see Chapter Nine. 

~esolution 
Nosrory is complete without a resolution. The 

events of the story may have loose plot threads, and 
the antagonist may not be utterly defeated, but the 
story can sti ll end with a sense of completion. A 
chronicle must reach some resolution as wel l. In the 
ideal chronicle, that resolution comes when the 
meaning behind the series of stories is crystal clear. 
Not every chronicle reaches that apex, or has to, for 
that matter, bur completion brings a sense of ac· 

-'---"-""~ complishment and satisfaction. 

Some Storytellers gee lose along the way. Branching out further 
and further from the original chronicle concept is a common distrac· 
cion. This is a valid approach, bur maintaining a clear focus can 
ensure the chronicle's longevity. The alternative can be a growing 
sense of obligation to resolve every plot thread, no matter how minor. 
One lesson bears repeating, then: depth is richer than detail. 

Remember one key concept: the main characters are the core 
of the stories you tell. In this game, and the others in the series, 
there's a heavy emphasis on defining and developing a character. 
If a player can sympathize with that character and make her "renl," 
then the character resembles a real person. And a real person 
never stops learning and never stops growing. 

Of course, while stories resolve, even a completed chronicle can 
sri II go funher. If your characters stayed at the center of the chron ide, 
any resolution you give is, in essence, a temporary one. If you care 
about the characters, there are always new directions in which you 
can take them. If a character has ideals, she can ll lways a way tO refine 
those ideals further. So long as your characters have authenticity, a 
chronicle may continue, even long after you've set it aside ... 

. . . and if you take the strength of idealism and the energy of 
telling a scory back with you into the real world, there will always 
be a way in which co draw upon that, even long after the game has 
been set aside. 

To summarize, then. When tell ing a story, follow a few basic 
principles: 

Create myth. Inspire ideals. Entertain. Summon darkness. 
Intensify light. Evoke passion. Use empathy. Guide the story. Defy 
reality. 

The rest is just details. 









To worl< magic is 10 weave che unseen forces into form; 
co soar beyond sight; tO explore the uncharceddream realm of 
the hidden reality; ... w be both animal and god. Magic is the 
craft of shaping, the craft of the wise, exhilarating, dangerous 
-the ultimate adventure. 

- Starhawk, The Spiral Dance 

"1 can't believe it's come ro rltis," whispered 
ClarL~sa as she lool<ed across the empty dance floor at 
Peter Kobie. Light from the club's glitterball reflected 
dim light on their faces . 

"Believe it, babe," he grinned. "Youl<now, you 
always were my favorite groupie. I hope this won't be 

lllllllll""!~ .... ~•\11 roo hard on you." 

"I was your student. Your apf)!'entice. Your 
lover," she countered, moving closer co him. 

"Stand right where you are," Peter shouted, and Clarissa obeyed, 
wwble co move. Desperately, she thot~ght of anything she could do 
against his yean of wisdom, his ability to know her thoughts even before 

she did. He laughed as he circled her. As she watched ltim move, she 
caught his reflections in the large mirrors all around rhe bar. The way 
the mirrors hung, it lool<ed as if there were a half-doz.en Peter Kobies 
standing there. Clarissa smiled. 

As she acted, she knew there would be a terrible price to pay. Bur 
the backlash might be worth it. At her beckoning, the myriad reflections 
from the glitterball caught her image and splashed it onco the mirrors , 
reflecting an infinite number of Clarissas around che bar and dance 
floor. His concencration broken, Kobie thrashed out, seeking his former 
student's true form. But che ghostly images laughed at him, mocking 
him , as Clarissa herself fled for the door, her face wet with tears at 
leaving behind the love she'd once known. 
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True Magick alters reality through enlightened force of will. 
Whatever a mage wishes to be will be if he has the knowledge, ski ll 
and luck to pull it off. The static limitations of magic with a "c" do 
not apply to will workers, who rework reality by desire, not by rote. 
Though the True Mage risks Paradox backlashes for changing 
things too suddenly, the Tapestry is literally at his fingertips. 

The rules for magick in Mage are also free-form- there are 
no lists of spells, components or necessary rituals. Each mage 
tailors reality to his or her design; the specifics of an Effect's form 
rest within his personal style, not in some arbitrary spell list. 
Although this chapter does offer a variety of magickal Effects, 
Mage characters are not limited to them. The spells your character 
casts are his own. The only limitations within this system are those 
of the character's knowledge and skill (his Sphere ratings and 
Arete), the boundaries of reality (reflected by Paradox and the 
restrictions of the Spheres) and the good sense and imagination of 
your group. 

This last element cannot be overstated; one power-hungry o r 
unimaginative player can ruin everybody's game. Mage is designed 
for maximum storytelling potential, not for chart-checking or 
rules-mangling. The spirit of the game is ruined (though some 
themes, perhaps, are reinforced) when one or two players either sit 
the game out or deliberately pervert these rules. Magick should be 
-must be-an Art, not a list of powers. Players and Storytellers 
alike are advised to let imagination, balance and a sense of drama 
guide their magicks. 

Some Things to Know 
A few key concepts could use some explanation before get to 

the nuts and bolts of the system itself. These concepts aren't rules 
in and of themselves, but they will make understanding the rules 
a bit easier. 

The Cinematic E xample 
Coincidence can be a trick t . 

Technocraticparadigmd 
1 

Yb hmg to define. The 
Th om nates utdoes I ere remain places where . k A notru e, reality. 
than technomagick. For si m.y~tr~ rrs carry more weight 
aries of local reality have ;;:!,•c.• ty.~s~ke, assume the bound­
(Tbe Geographical M . k grve o some types of movies. 
which areas fall under a~ hand In~uence section tells 

Wmc caregon es.) 
l.n places where the scientific od . 

colncrdence, assume that m e of realrty defines 
coincidence like .Los . yhou can getaway with small acts of 
(R ' Ul em t e average · d 

ambo, You Only Live T . o· actton-a venture film 
wrce, te Hard et ) S 

geous aces are possible b h . ' c. · ome outra-
h • ur t ose wrth some b 

tee nology can go a bit further th apparent ase in 
nowhere. an ones that come from 

Low-key fantasies, like the T . 
]ones films deq~onstrace the e'?nt~cor and Indiana 
where high technology u~p~r lrmrts of coincidence 
places, some obviously ~~tmystdr~rsm holds sway. In these 
c d . h raor mary actions b epee wrt out much risk if th f, may e ac-

Wild fantasy films - ey con orm ~o the local beliefs. 
China, Willow, High/aru.ier Scar Wars, Brg Trouble in Liule 
activitiesarevulgaranywh' er~.- go over the edge. Such 
always involve some . k ere rn the material world, and will 
Ea h ' rrs to a mage who r 

rt s reality is just roo sr . pcnorms them. 
· d anc to accept rJ1is h 
rng, an may react according! (S " muc tamper-

y.... ee Paradox.") 

Paradi~m and S tyle 
Mages are magickal, so it is a disservice to the character and 

to the story to describe a wizard calling e lemental vengeance from 
rhe skies with, "I'm using Forces 2, Prime 2, to blast him with a 
lightning bolt." Dramatic (and consistent) descriptions of your 
mage's will workings involve more than just good roleplaying; they 
require some idea about the character's beliefs. 

Say the mystick in question was a Hermetic Master; he might 
inscribe an ornate circle with a specially prepared knife or bit of 
chalk, then call upon the secret name of the Archangel Gabriel. 
An aboriginal Dreamspeaker might enter a trance and summon 
angry spirits to smite his foe, while a Son of Ether would pull our 
his meteorological acceleration ray, aim it at the sky and pull down 
some charged electrons. An Iteration X HIT Mark would not even 
bother with the sky; he would simply point his cybernetic electron 
gun at his enemy and blast her to cinders. Four paradigms, four 
styles. Two would be vulgar under most c ircumstances, while the 
fourth would usually be considered coincidental, and the third 
would be open for debate. All four mages, however, have used the 
same Effect, with different results. 

Determiningyourmage'ssryle is essential in the beginning. n,e 
character's philosophy will govern his magick - not only how it 
appears, but how it is performed and what it can and cannm do. As 
a mystick learns more about the subjective nature of reality, his 
understanding expands to the point where he does not need a style 
- he realizes that all styles are indeed one. At that point, he can 
choose to cast as ide the rituals and objects of power he once used (see 
"Foci"). Even after he reaches this realization, he may still use that 
familiar style to focus his intentions better- i.e., he may gain an 
additional modifier when casting a spell. Up until that point, 
however, a mage's Art, and the way he uses it, depends upon his style. 

The "Storytelling Magick" section later in this chapter will 
go over the subject in more detail, but for now, keep your 
character's view of magick in mind when using it. A sorcerer's 
paradigm can often spell the difference between coincidental and 
vulgar magicks. And that makes all the difference in the world for 
a mage who wishes to survive! 

Coincidental and Vul~ar Ma~icks 
Reality, being fluid, will flow more easily through a subtle 

channel (coincidental magick) than through a sudden breakwater 
(vulgar magick). A wise mage uses the normal flow of even ts ro 
mask her magick; simply yanking the Tapestry's clueads out is 
asking for trouble. 

Coincidenral magick is magick that could pass for some normal 
occurrence. The mage may know that she's casting an Effect, but 
someone watching would see something that could conceivably 
happen. Exactly what things could "conceivably happen" depends 
on the form the magick takes and what the observer will accept. 

If your mage's Effect seems coincidental - a sudden Life· 
induced sneeze that just happens to distract a guard, a blast of 
energy that just happens to come from some high-tech weapon­
your magick will be easier co cast and less likely co cause Paradox. 

Vulgar magick is obviously extraordinary and wrenches reality 
out of joint. Even if a mage works vulgar magick in secret, that magick 
becomes more difficult than if he did something coincidental. If he 
does it out in the open, in front of S leepers, it gets downright risky. 

As you can see, it's in a mage's best interest to couch her Art 
in some way that disturbs reality as little as possible. Sometimes, 
however, pride, desperation or srupidity make a mystick push her 
luck. She may get away with it; then again, she may not .... 
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Creating Magickal Effects 
You sealed your doom 
Your time has come 
YHVH 
So it is done 
So. It. Is . Done! 
- Plasmatics, "Incantation" 

Although their Awakening tells them other­
wise, mages know they are bound by cerrain 
limitations when they work their Art: the current 

of reality, which is not altered easily, the modem disbelief in 
miracles and their own limited understanding of the world around 
them. These boundaries are not solid walls, merely obstacles. 
Cleverness and confidence are essential when a mage casts an 
Effect. The latter is usually expressed in the beliefs and style which 
guide her magick; the former is common sense. It is almost always 
easier to go with the flow than to resist it. 

Despite a variety of modifiers, the core of the Mage magick 
system is simple: 

• Step One: Decide what you want to do and how. 

• Step Two: Check to see if your character knows how to do 
what you want her ro accomplish. 

• Step Three: If your character has the know-how, roll her 
Arete verses the given difficulty (usually the highest Sphere +3, 4 
or 5). If you succeeded, find out what happened. If not, same thing. 

• Step Four: Reap the benefits or consequences of your act ions. 
That's it. The rest is window dressing. 

This system works off of the idea that magickal fears rearrange 
reali ty. The more reality you try to change at once, the harder your 
feat will be to accomplish. Mundane Effects are easy, and bigger ones 
rake more t ime and effort ro pull off. Really earth-shattering Effects 
remain possible, but the mage attempting them had better be clever, 
skillful and lucky. Sudden changes are also possible - they're just 
riskier and more difficult, and the consequences of failure become 
more severe. (There's a metaphor here; take from it what you will.) 

The chart on page 169 presents this process in shorthand. 
Here, we'll go through the rules step by step. Few of them will apply 
to every casting. Once your troupe understands these basic rules, 
magickal Effects will go quickly and with a minimum of hassle . 

Some of the rules below are optional only; these Storyteller­
governed possibilities have asterisks near their headings. 

Step One: 
Whe\t Do You WC\nt to Do C\nd Now? 

First, decide what you want your character to do and how you 
want him to do it. This involves both roleplaying and judgment. 

Description 
Describe the Effect your mage is trying to perform. How does 

it look? What did she do to make it happen? Did she simply snap 
her fingers, or did she lay out an elaborate ceremonial circle, call 
the corners and chant an invocation to the Goddess? This step is 
mostly roleplaying, but will make all the d ifference in the long run, 
and will make for a more exciting story as well. (See "Storytelling 
Magick.") 

The way the mage casts his magick will have a lot to do with 
the base difficulty of the roll. If he uses coincidental magick, or at 
least avoids showing off too much for the Sleepers, that difficulty 
will decrease.lfhe casts his Art under unusual circumstances, the 
difficulty goes up. If he ties to do something really monumental­
causing an earthquake, let's say-he may need to use an extended 
ro ll (see Chapter Five) to do it. In this case, the difficulty 
increases, but any successes rolled count towards the rota!. A 
botch wipes the whole thing out. 

Simulte\neous Errects 
A mage can cast only one Effect per turn, even if she has used 

Time magicks to speed herself up (reality is already "preoccupied" 
when it's in a different time frame). She can keep as many Effects 
"running" at one t ime as she wants, though it becomes more and more 
difficult to do ( + 1 additional difficulty for every two Effects in use). 

Casting Time 
A spell may take as little or as much time as the mage requires 

to cast it. Elaborate preparations may modify the difficulty (see 
below), a lthough some forms of magick, like Hermetic high 
magick or spirit-channeling, might demand extra time by their 
very nature. In this case, there is no modifier unless the mage takes 
time and effort above and beyond the usual requirements (see 
"Foci," under "Storytelling Magick."). 

--

11elprul T erms b h ' d those rules are explained in greater detail in Book One, Chapter 
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• Vulgar magic • . 'th . tance·creatingacaboutoft m alr, conJu 

Examples: Flying through the air WI out ass•s • 

an open wound with a pass of your hand. 
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In this step, figure out if your character can do what you 

wanted him to do, and whether or not he's successful. 

The Spheres 
The mystickSpheres reflect a mage's understand[ngof real ity's 

e lements. The more he knows about a given thing, the higher his 
Sphere raring wi ll be. Provided he knows what he's doing, a mage 
can do anything his Sphere raring allows him to do. 

The parameters of what the Spheres can and cannot do are 
covered at the end of this chapter. 

Mundane Knowledge(*) 
Some really complicated fears -like creating a functioning 

computer from scratch - may require some mundane knowledge 
in addit ion to the magickal know-how. In the case of the instant 
computer described below, C heshire's Storyteller may demand 
that he have the Technology and Computer Knowledge Traits 
before he could create a working laptop; mere ly understanding the 
principles of Matter will nor tell you how such a complex device 
functions. Without some grounding in computer technology, 
Cheshire's laprop will look nice and may even run, bll[ it won't be 
compatible with other computers or software, and anything other 
than simple equations will be beyond it. 
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Most magicks are simple enough to be done without special 
skills; only truly complex fears demand such knowledge. Srorytell­
ers should let common sense, rarher than hard rules, dictate when 
and how mundane Knowledges would be necessary. Although 
really advanced fears - 1 ike creating a computer- might demand 
three or more dots in a particular Trait, no roll is needed. 

Common mundane skills include Technology, Culture, Fire­
arms, Repair, Cosmology, Computer, Medicine, Expression and 
Science. Fears which might require mundane Knowlcdges inc I udc 
creating nuclear weapons (Technology, Science: Physics and 
Metallurgy), living clones (Medicine, Science: Biology) or work­
ing cars (Technology, Repair); re-configuring a person's psyche 
(Intuition, Expression and maybe Science: Psychology); creating 
a book (Cul ture, Expression) or stylish clothes (Etiquette, Cul­
ture); and summoning an archangel or myd1iccrearure (Cosmology, 
Enigmas and maybe Occult). 

Osing a Trait(*) 
Mages can a lso ut ilize their skills to make their magickscasicr 

(see "Permutations"). For now, just remember that such actions 
take place during this step. 

Step Three: 
Did You Succeed? 

Did it work? If so, how well? Did ir fa il ?lf so, how bad ly/This 
step involves the success- or lack thereof- of the character's 
magickal feat. 



Roll your mage's A rete for his magickal Effect ro ll. The more 
dice you roll, however, the greater the chance for a botch. Think 
of this as a reflection of the pitfalls of pride - if you only need ro 
expend a small amounr of power ro accomplish something, throw­
ing everything you have behind it may be like using a bazooka to 
kill a fly. Overkill works, no doubt, bur often leaves more fallout 
than a small and precise effort would have caused. 

Someone with a high degree of en lightened will knows when 
rouse it and when not to. A smart mage, then, will use as li ttle force 
as necessary to accomplish a given end. Under stress, he sti ll has a 
lot of power ro call upon. Magickally changing clothes, however, 
does not require a lot of A rete. Using your entire Dice Pool to do it 
would be a bit excessive and may be asking for trouble. 

Dirriculty 
A mystick's magickal d ifficulty is based on the way she 

chooses to cast her Art. Magick which stirs the pot a little bit­
like conjuring a powerbook from inside a case or overcoat- is nor 
difficult rouse. Things get harder if the spell obviously defies what 
most people would consider possible - creating the computer 
from thin air, fo r instance.lfsome un-Awakened person is watch­
ing, the "weight" of his disbelief makes the feat harder stil l. 

Modifiers (see below) can adjust th is base difficulty to some 
degree. 

• Coincidental magick's base d ifficulty is the highest Sphere 
used in the Effect+ 3. If C hesh ire pulled the powerbook from his 
coat-a coincidenta l Matter4, Forces3, Prime 2 spell - his base 
difficulty would be 7. 

• V•~lgarmagickwithoutaS/eeperwitness begins with a difficulty 
of the highest Sphere + 4. If Cheshire's magick was vulgar - he 
created the powerbook right in his hand - but no un-Awakened 
person was around to see it, his difficulty would be 8. 

• Vulgarmagickwithwitnesses uses the highest Sphere+ 5. Say 
Cheshire created the computer in plain sight of mundane observ­
ers; his base d ifficulty would be 9. 

• Even if it succeeds, a vu lgar Effect earns one poinr of 
Paradox. This usually "bleeds off" over time; accumulating roo 
much Paradox roo quickly, however, is asking for trouble. 

Modiriers 
A variety of c ircumstances - from high-stress si tuations to 

elaborate rituals - can make magickal feats harder or easier to 
perform. The Magickal Difficulties chart lists many such modifiers. 

Reality has a somewhat consistent base, if for no reason other 
than game balance. Assume that no modifier can add to or reduce 
a difficulty by more than three places, total ( +/· 3 ). Thus, no matter 
what Cheshire did, the minimum difficulty to create a computer out 
of th in air would be 4 and the maximum would be LO. 

To avoid complication, we recommend using only one or two 
modifiers at a time. Too many at once can slow rhe game down. 

tlow Many Successes Do I Need? 
For the most part, the size and complexity of a magickal feat 

determines the amount of successes needed to accomplish it. The 
Magickal Feats table offers a few examples, along with the 
successes needed to accomplish each acr. 

Success. Errect and Interruptions 
Most Effects are pretty stra ightfoTward - eithe r you succeed 

or you do not. Examples include changing your own shape, 
magickal brainwashing, conjuring or creating some being or ob­
ject out of thin air, or passing through the Gauntlet and into the 
Umbra. Such a ll-or-nothing magicks demand a certain amount of 
successes be ro lled before the spell rakes effect. Simple actions are 
easy; more complicated ones may take time and effort, i.e., ex· 
tended rolls, to complete. The Degrees of Success table handles 
these cases. 

Other spells are cast with an immediate intent in mind- to 

cause or heal damage, to sense some property or element, to 
influence somebody's mind or change some object's shape, etc. The 
amount of damage, benefit or influence you exert depends on how 
well you ro ll. The better you ro ll , the more effe·ct the magick has. 
The same goes for duration; the better the roll, rhe longer the Effect 
lasts. See the Damage and Duration table in these situations. 

If an aU-or-nothing act ion (i.e., ignit ing a gas main) a lso does 
damage o r lasts for a while, use the Damage and Durat ion table to 
find out just how much it inflicted or how long it lasts. Base the 
result on the number of successes you rolled. 

Under ideal c ircumstances, a mage will be able to take 
however long he needs to work his Arr. In combat or other srressfu I 
conditions, however, he may be interrupted before he can finish 
what he was doing. If someone stops the mage before he gathers the 
successes he needs, assume that the magick has only limited effect, 
like a partial success, or that it is completely lost due to interfer­
ence. Damage, in this case, would be based on the successes that 
had been ro lled before the d isruption. 

--

R..ituals and Extended Magick R..olls 
A mage can accomplish most feats with little difficulty (one 

to five successes). However, some magicks are so complicated or 
powerful that the caster must take extra rime to succeed. In story 
terms, she has to work some magicka l ritual; in game terms, her 
player must make an extended ro ll , gathering enough successes to 
fin ish the job. 

Magicks which might require extended ro lls 
summonings, complex creations, weather-witchery..stfel~ew'Sel;.,--­
Correspondence searches, Node drainings, Hc•ri z.~"~e~Jia~_crd 
ations and other powerful acts of wi ll. The 
that one roll may take game-time hours instead of 
ing on the magick involved. 

Chapter Eight: Magick 



The essential rules for extended rolls can be found in Chapter 
Five. Extended magick rolls work the same way, with the following 
qualifications: 

• Paradox "stacks" during an extended ritual; the bigger the 
magick, the nastier the potential backlash. Each roll after the first 
adds one more Paradox point to a backlash's total. If Atropos 
botches a vulgar Entropy 4 Effect after three turns of extended 
rolls , she "wins" seven Paradox if she was acting alone and 12 if she 
cast the ritual i.n public. 

• If the player fai ls a roll - that is, she gets no successes that 
rum - she may still continue rol ling, at+ 1 difficulty (per failure), 
until the ritual is completed or the magick is somehow disrupted. 

• If the roll botches, the caster may spend a tum and a 
Willpower point to avoid screwing up the whole affair. By spend­
ing the Willpower, she keeps the magick going- barely- but 
loses one previously-rolled success in the process as well as the 
Willpower point. From there, she must roll at+ 1 difficulty until 
she finishes. 

A second botch will utterly destroy the Effect and bring 
Paradox crashing down on the caster. 

• Ihhe ritual is disrupted by an outside force-l ike an attack 
or a distraction - the caster must make a W illpower roll at 
difficulty 8 or botch the whole Effect. 

Rituals are best performed in secret, with elaborate prepara­
tions co reduce the difficulty of the roll. Even then, the difficulty 
cannot be reduced by more than -3. 

Autom"tic Successes 
An Adept can do simple things with little trouble. If she 

wants to perform some Effect which requires only one or two 
successes - lighting a pipe with sudden flame, levitating a book 
across the room, "turning on" a sensory Effect, changing the color 
of her eyes, etc. - she may do it without a roll if her A rete is at least 
one point above the necessary difficulty. Coincidental first rank 
Effects, for example, would require an A rete of at least five, second 
rank needs six, third requires seven, and so forth. Such "instant 
magicks" would notlast long- a turn or two- but may work long 
enough to get the job done. 

To speed play, a Storyteller may just decide to allow her player 
characters to automatically succeed with simple spells regardless of 
their A rete, if they have the Spheres to do so. This will, of course, 
depend on the Effect, the circumstances and the player. Attacks, 
complex creations, forgeries or vulgar acts in plain sight should 
never be allowed under this optional rule, and abusive players should 
lose the option completely. At the same t ime, you may wish to forgo 
rolling every time a character uses Sense Life or pulls out a business 
card that just happened to be in her jacket pocket. 

Using Willpower 
Since magick is, by nature, an effort of will, the Willpower 

Trait comes in handy when casting it. Both applications use 
temporary Willpower points, not permanent ones. (Willpower 
and Quintessence are described in Chapter Six.) 

• By spending a point of Willpower, the mage can get one 
automatic success on his magick roll. 

• Through sheer will, a mystick can undo a magickal botch 
by spending a Willpower point to counteract it. This does not give 
the mage a success - his spell sti ll falters- but it shields him from 
a Paradox backlash. 



By channeling Prime Essence through his Art, a mage can 
reduce his difficulty by up w -3 points. This works like any other 
modifier, bur lastS as long as the willworker continues to use 
Quintessence. If Cheshire focuses Quintessence from a nearby 
Node, he can use up to three points of it per turn, reducing his 
d ifficulty by -3 each turn, until he either stops or runs out of juice. 

A mage can use whatever personal Quintessence he has to do 
this. Using outside Quintessence - Tass, Nodes, etc.- this way 
requires an additional use of Prime 3. Once this Effect is cast, it 
needs no additional anent ion for irs duration. (See both "Dura­
tion," below, and "Simultaneous Magick," above.) 

The Domino Effect 
Wise mages who wish to avoid the nasty consequences of 

Paradox will attempt ro disguise their magick in coincidental 
Effects. As the number of wild "coincidences" rise, however, they 
become hruder to pull off. As an optional rule, a Storyteller can 
impose an additional + l difficulty to coincidental magick diffi ­
culty rolls for every two such Effects over the first that scene. 

The effectS of this penalty are cumulative; after five coinciden­
tal magick Effeci:S the difficulty for such magick increases by +2. 
Storytellers should only count those Effects which cause some 
massive change-pipes bursting, tires going flat, exploding ammo 
dumps, etc. Coincidences that no one sees - sensory magick, 
Amibure increases, objectS disappearing into pocketS, ere. -
should nor increase the difficulty at all. 

Step Four: 
What Happened? 

So you've cast your spell. Whether or nor it worked, the 
magick will probably have some effect. This step tells you what 
those effects might be. 

~ange, Damage and Duration 
The general effects of magickal fears are based on the suc­

cesses rolled: 

• Under most circumstances, a mage's Ari:S can affect anything 
within her normal sensory range. Subjects on the edges of that range 
- f:u away, under cover or obscured by smoke, fog or other obstruc­
tions- add + 1 to the magick roll's d ifficul ry. Correspondence magick 
can dramatically expand the mysrick'ssensory range.A mage with less 
than three doi:S in chat Sphere, however, must cast long-distance 
Effects at +I difficulty due to her mexperience with such extended 
perceptions. The Correspondence Sphere must be used if an Effect is 
supposed to bypass a solid object in henveen the mage and his target. 

As a quick and dirty rule, figure that a spell can affect one 
subject within easy reach per success, unless it includes some large 
area by its very nature - an explosion, a TV broadcast, a user­
linked nerwork, etc. 

• Damage -or benefit - is figured by multiplying your 
successes as per the Damage and Duration chart. If Atropos, for 
example, rolls two successes with a Life-based attack, she inflicts 
two Health Levels of damage against the unfortunate Man in 
Black she assaulted. If she rolled three successes instead, she would 
multiply her three successes by two, for a meal of six Health Levels 
of damage. If she were healing damage instead, the benefit would 
be the same, i.e., six Health Levels. This works the same way for 
damage, healing, channeling Quimessence, etc. 
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• Like damage, an Effect's dr,ration is based on the charr 
results. This usually applies only for magicks that could last a 
while, i.e., sensory magicks, Mind Effects, shapeshiftings, trans­
muta tions, etc. Damage is usually immed iate, while created, 
summoned or conjured items are often permanent. 

Some Spheres, by their nature, aJd or subtract successes 
whenever they're used. Forces Effects add one success when used 
for damage, Mind attacks subtract one success when used ro inflict 
damage, while Entropy itself does no damage until the fourth rank. 
Unti l rhen, it can only inflict indirect damage by causing objects 
ro fa ll or b lows to hit weak points. 

Other Spheres have specialized uses. CorresfJOndence magick 
works across great distances. Use the Correspondence Range 
charr ro fi nd our how many successes a mage needs w link rwo 
places, people or items rogether. St>iric Effects must often work 
against the Gauntlet, and r.he strength of this barrier varies from 
place to place. Use rhe Gauntlet chart when some Effect must 
pierce it to work. With Time, a mystick can look across different 
time spans. Use the Time Sphere chart to figure our how far in the 
furure - or past - a Time Effect can see. 

These modifications apply whenever the Sphere is used in a 
simple or conjunc tional Effect. 

Most magicks fade o r need to be replenished over rime. Truly 
permanent results are possible, bur Story te ller's may require twice 
rhe usual successes to make them so. 

• Combining damage with durat ion - that is, inflict ing 
damage over a period of time -can be done at Scoryteller's option 
by adding rhe necessary successes together. If Atropos wanted ro 

continue hurting the Man in Black, she could add the amount of 
damage she wanted to do (six Levels, or three successes) ro the 
length of rime she preferred - over one day, or three more 
successes, for a total of six successes needed. This is an optional mle 
which adds flexibi lity at rhe risk of complication or rules abuse. 

• Any physical attack which attacks a pattern with another 
pattern- a lightning bolt, magick bullet, mutant virus, ere.­
can be soal<ecl by rhe target. Vulgar acts of pure magick, which 
attack a parrern on a purely mystickal level- transformations, 
Rip the Man-Body, Flames of Purification, etc. -cannot be 
soaked, nor can mental attacks. 

Most magickal attacks cause normal damage; the Aggravated 
Damage chart illustrates more severe injuries. (See "Injury" in 
Chapter Nine for types of damage.) 

Dod~ in~ and R esistance 
A target who is aware of an incoming magickal arrack may 

choose to dodge it (if rhe attack is material) o r resist ir (if it 
involves the Mind). The first requires a Dexterity+ Dodge roll; 
the second, a Willpower roll. The difficulty of either avoidance is 
6. Like any other form of dodge, each success the defender rolls to 

avoid an arrack subtracts one from the aggressor's magick suc­
cesses. 

• Directanacks- lighrning bolts, falling buildings, blasts of 
energy, bullets, hails of stones and such - can be dodged like any 
other physical assault, so long as the victim knows rhe attack is 
coming. Most direct assaults are visible; invisible ones can sti ll be 
detected with a Perception+ Awareness roll , difficulty 8. 



- • Menral anacks - commands, possessions, mind crushes, 
telepathic bonds, brainwashing, etc. - can be countered by a 
Willpower roll if the defender is aware of what's going on. This 
often makes Mind magick a slow and subtle Art. 

Countermagick 
Essentially, councermagick is a soak roll used for undoing 

magickal Effects, anti-magick channels Prime to cancel out an 
Effect, and unweaving takes an existing spell apart. All of them 
require a one-tum action. (The details about countermag.ick, 
anti-magick and unweaving are in the "Permutations" section.) 

The basic systems are as follows: 
• Countermagick requires an Arete roll, difficulty 7. Each 

counrermagick success cancels out one of the opponent's magickal 
successes. 

• Anci-magick "washes our" an Effect by using Quintessence 
to "strengthen" reality against the opponent's desires. A mystick 
using anti-magick rolls her Prime rating as a Dice Pool; the 
difficulty is 8, and each success raises the opponent's magick 
difficulty by+ 1 that turn. This can exceed the usual +3limit. Each 
success canceled costs a point of Quintessence from the mage's 
reserve. 

• Unweaving is an attack upon an existing Effect. By rolling 
her A rete against difficulty 8, a mage may cancel out one success 
in the Effect for every success she wins. This takes one turn per roll; 
a botch during unweaving means the mage must begin again from 
scratch. 

Any of these actions, if successful, might cancel out or dilute 
a mystick spell. 

Failure 
When the player rolls less successes than she needed to 

execute her Effect, or if her mage is restrained or incapacitated 
before she can finish it, the magick fails. Failure is simple; the spell 
has little or no effect. Depending on what the character wanted to 
do, this might be a partial success (see the Degrees of Success 
table) or no result at all. 

Botching 
If the player botches the roll (rolls more "ones" than she 

rolled successes), her mage blows the spell and gains the following 
Paradox points: 

• If the Effect was coincidental, she gets one Paradox point for 
every dot in the highest Sphere she was using. If, for example, she 
was trying to cast a Life 4, Prime 2 Effect, she would gain four 
points of Paradox. 

• If the Effect was vulgar without witnesses, she gains one point 
plus one for every dot in the highest Sphere. The aforementioned 
mage would now earn five Paradox points. 

• If the Effect was vulgar with witnesses, she gets two points for 
botching a vulgar action, plus two per dot in the highest Sphere 
used. The unfortunate from the first two examples now gets a total 
of 10 Paradox. 

"Wimesses," by the way, means Sleepers who are physically 
present and able to observe a magickal act. Their belief, or lack of 
it, shifts reality's balance. Media transmissions, like closed-circuit 
TV or sensors, can still capture magickal acts. Most people know, 
however, that a camera can be fooled, and, in any case, it's the 
observer, not the observation, that guides reality's currents (which 
is why some areas have more flexibility than others). Still, casually 
performing magick in front of cameras, isn't really a good idea. 
Who knows who might get their hands on the results? 

Paradox 
The full rules of Paradox and its effects take up their own 

section later in this chapter. The step-by-step process of a Paradox 
backlash can be summed up like this: 

• When a mystick gains Paradox points, list them down on 
the Quintessence/Paradox wheel at the bottom of her character 
sheet. The Storyteller may roll for a backlash if a mage earns more 
than five points in a single botch. 

• When the Storyteller checks for a backlash, he rolls the 
offending mage's Paradox total as a Dice Pool. This total combines 
both the points on the wheel and the points she has just incurred. 

• The Storyteller rolls this Pool against difficulty 6; for each 
success, one Paradox point is expelled by the backlash. The more 
points this backlash expends, the worse the effects will be. 

-Flaws usually manifest when five points or less are spent. 
- Physical damage, inflicting one aggravated Health Level 

per point expended, burns its way through the mystick. This 
usually occurs during backlashes of between five and 15 points. 
Really large backlashes - 10 points or more- may spread their 
damage outward from the caster, dividing their damage between 
everyone within five yards. 

- Paradox spirits may show up at any level; the bigger the 
backlash, the meaner the spirit. 

-If more than 10 points go off at once, a Paradax Realm 
may manifest, punishing the mage and possibly others in the area. 

-Quiets work best when a Storyteller prepares for them in 
advance. After the Quiet ends (if it ends, heh heh heh ... ), she 
merely tells the player how many points of Paradox his mage lost 
through the journey. This amount should be based on the length 
and severity of the madness - two or three points for a minor 
episode, the whole Paradox pool for really difficult Quiets. 

Chapter Eight: Magick Rules 
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Exc.mples: Mc.~ickc.l Fec.ts 

• AU-or-Nothing Effect 
Jennifer Rollins enters a dark church ; sensing that she's 

alone, she carve:; a rune, mutters a brief invocation and ignites 

the candles. 
In game terms, Jennifer's player says "I want to light every 

candle in the room with a wave of my hand.l carve the kenatrune 
in my arm, mutter a little something to Freya and concentrate." 

This is an all-or-nothing feat, vulgar, without wimesses; 
Jennifer has the right Spheres (Forces 3, Prime 2) and performs 
a ritual in keeping with her style. The Storyteller tellsJen's playet 
to roll her A rete - five - against difficulty 7. She needs at least 
rwo successes ro pull it off. The roll is made; three successes. The 
candles :~II ignite. Unless someone puts them out, they'll bum for 
a day or so, or unti l the candles all melt, anyway. 

If she had failed to get the two successes she needed (i.e., a 
partial success), a few of the candles would have ignited, dimly. If 
Jennifer sti ll wanted to light them all, she could try again the next 
cum, at+ 1 to her difficulty. 7 would have become 8. If sbe had 
already rolled one success, she would only need one more to 

ignite all the candles. 
lf she had botched the roll, Jennifer's player could either 

spend a Willpower point to negate the botch or accept the 
consequences. Since the Effect was vulgar without witnesses, 
Jennifer would accumulate four Paradox points (one for botching 
vulgar magick, plus three for a level three Effect). 

• Direct Damage Effect 
AwakenedcyborgX344, pursuing a reality criminal through 

laboratory halls, aims his cybernetic plasma cannon (his Forces 
focus) and fires. X344's A rete is 5; his Forces 3, Prime 2 Effect, 
coming from a high-tech weapon, is coincidental in the lab, so 

his difficulty is only 6. 
The roll comes up with three successes; the sorcerer doesn't 

dodge and fails his countermagick roll. X344's blast does (3 + 1 
for Forces .. 4 x 2) eight Health Levels to the mage. The renegade 
soaks rwo of them, but still falls to the ground, badly wounded. 

X344 moves in for the kill .... 

Father Shelley's A rete is six; using a conjunctional Effect of 
Matter 2 (to remove the bloodstains), Spirit 2 (to beg aid from 
God's servants) and Prime 3 (to channel the tainted Quintes­
sence through his own Avatar and thus cleanse it), he begins the 
ritual. This is no ltght undertakmg. The Storyteller declares that 
Shelley's player will have to accumulate I 0 successes through an 
extended roll, with each roll representing an hour of work. She 
sets his difficulry at 5, a base of 7 (Sphere 3 magick, vulgar, 
without wirnesses), adjusted by the foci (-1 ), extra time (-1) the 
presence of a Node ( -l) and the corruption of same ( + l ). 

On top of that, she says that he will have to make a 
Willpower roll, difficulty 7 (his base difficulty), to cleanse the 
Quintessence through himself and a Manipulation +Expression 
roll (also 7) to perform the song correctly. 

(Note char these other rolls are not necessary. The Srocy­
celler includes them to add suspense and chance to the task. The 
only really important roll is the A rete one, difficult-y 5, or 7 if she 

wants to ignore the modifiers.) 
In the first hour, Shelley rolls well: three successes. An hour 

later, he slips - no successes on either the singing roll or the 
magick one. Father Shelley's difficulty rises by +1 (to 6). Over 
the next few game-hours, he does better: two successes, three 
successes and one success. During this time, Shelley's player and 
the Storyteller roleplay the priest's struggles with evil spirits and 
his own doubts in God. In the last hour, Shelley filters the 
poisoned Quintessence through himself. His player rolls the 
Willpower roll: one success - enough. 1t's a rough battle, but as 
he makes his last roll - four successes - he shouts his faith to 
the heavens and purges the evil from this place. 

• Paradox 
Suppose Father Shelley had failed that last roll; instead of 

four successes, he rolled one success and three "ones"-a botch. 
His player does not spend any Willpower to prevent the backlash, 
so Paradox kicks in- nine points worth (one for botching vulgar 
magick, three for the rank 3 Effect and five for the extra time he 
spent on the ritual). This is a hefty backlash, so the Storyteller 
rolls Shelley's Paradox pool - nine points, plus an extra rwo 

• Duration 
Cheshire, realizing that his inm•sion sensors have been 

tripped, scans the dark room for some sign oflife. Using his A rete 
of four (he's progressed a bit since Chapter Six), Cheshire rolls 
his Life 1 Effect. Since sensory Effects are almost always coinci· 
dental, his difficulty is 4. With the four successes that come up, 
Cheshire's Life scan lasts for the rest of the story, if he wants it to. 
With it, he sees the cat sitting atop his monitor. Well, at least it 

from an earlier vulgar stunt with a Tass-laden hot cross bun. This 
translates to eleven dice; she rolls them all againstdifficulty 6 and 
gets six successes. Father Shelley is in trouble. 

A Paradox spirit in the form of Lucifer appears to the priest 
and berates him for his lack of faith. Chuckling, the arch-demon 
pulls Father Shelley into a Paradox Realm resembling Hell. Until 
rhe priest can either come to terms with his own doubts or "work 
off" the six points of Paradox he has just "spent," he will remain 

trapped in a Hell of his own design. was only a cat .... 
• Extended Roll Ritual 
Father Shelley sighs heavily; the Node has been polluted. 

Satanic graffiti mars the well'sancientsrones, and the bloodstains 
remain despite the priest's scrubbing. A true cleansing must be 
performed. At this hour, the park is deserted. Father Shelley 
unpacks his incense and vesrmems (foci); though he knows he 
does not need them, they give him comfort and a sense of 
purpose. Wirh a brief prayer, he checks the area (i.e., performs a 
coincidental Life scan), then sets to work, singing a purification 

song. 

Nobody said magick was easy. 
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Costing Mogick 
What do You Want to Do, and tlow Do You Want to Do It? 

• What are you attempting to do and how? 
• What Spheres are you using? 
• How does your Effect appear? 

• What did your character do to make it happen? 
• How long does it take? 

Do You Know Enough to Do What You Want? 
• Do you have the appropriate Spheres? 
• Is what you're doing coincidental or vulgar? 

• Do you need any mundane Know ledges to help you? 

Roll your character's Arete versus the appropriate difficulty (minimum difficulty is 3 ): 
Coincidental: Difficulty = highest Sphere + 3 

Vulgar, without Witnesses: Difficulty = highest Sphere + 4 
Vulgar, with Witnesses: Difficulty = highest Sphere + 5 

• Add or subtract any modifiers (maximum +/,3) 
• Check the number of your successes. 

• Spend Quintessence or Willpower, if you want to. 

• Do you need to roll more successes to accomplish your task? 

fr So, or fr Not, What tlappens? 
• How much effect did your magick have? 

• Did someone dodge, soak, resist or use countermagick against your Effect? 
If so, subtract her successes from your own, then see if you still succeeded. 

• Did you fail? If so, did you botch, or did you just not succeed? 
• Botches and Paradox: 

Coincidental Botch: gain one point of Paradox per dot in the highest Sphere you used. 

Vulgar Botch: gain one point of Paradox for botching+ one per dot in the highest Sphere. 
Vulgar Botch with Sleeper Witnesses: gain two points of Paradox + two points 
per dot in the highest Sphere. 

• Did you get more than five points of Paradox? 

If so, the Storyteller might roll for backlash (or spring it on you later. .. ). 



Mc.gick 
R.erer nee 
ChC\rfs 
~otes: 

• The Magick Difficulties chart 
Lhc pluses and minuses of some. po . le 
circumstances. Use this as a general gut ~ 
line for other possible modifiers. 

• Use the Magickal Feat chart when a 
player wantS to accomplish an all-or-nothlng 
Effect. He should roll d'eappropria~lK"nount 
of successes to perform it. This may ~uir!! an 
extended roll. The D egrees of S~ ~t 
measures how well a given feat was-pe~ 
and the effect it had. 

• Check the Damage and Duration 
table to see how much damage ?r benefit an 
Effect had or how long it wtll l~st. The 
Aggravated Damage table shows whtch types 
of attacks inflict severe damage. All other 
forms do normal damage only. . 

• Remember that these charts are gut~­
ance, not gospel. Ignore them as you see ftt. 

t\et Co()rt .... 1 ded • •t G ""\10 Successes ~"ee 5plrl u DifHculty One 

Area 3 \wo 
Node 5 \hree 
Oeep Wi\dernessd 6 Four 
Rural Councrvst e 7 Five 
Most Urban Areas 8 Five 

Downtown 9 \'\ce Nodes. 
h ocracy \ab* I . nee treats these ' 

I ec n . dimensiona scte 
•I echnocrauc 

Magickal Feats 
Feat Successes Required 

Simple feat 1 

(changing the color of your own eyes, lighting a candle, using Mind 
magick to sense someone nearby, conjuring a business card) 
Standard feat 2 
(changing your own shape, causing an oil lamp to explode, influencing 
someone's mood with Mind magick, conjuring a ball of Jlame) 
Difficult feat 3 

(transforming into something bigger or smaller than yourself, ign iring a 
gas main, deep-reading someone's mind, conjuring a chainsaw) 
Impressive feat 4 
(changing someone else's shape, blowing up a house, taking over 
someone's mind, conjuring a car, making yourself disappear) 

Mighty feat 5-10 
(turning someone into sludge, incinerating an armored tank, obliterat­
ing someone's mind, conjuring a mythic beast, making all fumirure in 
a room disappear) 

Outlandish feat 10-20 
(turning a roomful of people into sludge, igniting a warship's weaponry, 
Mind-controlling a horde of madmen, conjuring a demon, making a 
mansion disappear) 

GodUke feat 20 or more 
(making a skyscraper disappear, finding one parcicular person in New 
York using Mind magick, summoning a horror from the Deep Umbra, 
levitating a mountain, creating a Horizon Realm) 

• Damage for these feats is based on the successes rolled. lf, for instance, 
a mage tried to kill a HIT Mark, the method he was using would 
detennine the level of the feat. If he rolled four successes after ripping 
into it with Life magick, he would do (4 x 2: 8) eight Health Levels of 
damage. The HIT Mark can still cry to use countermagick, but cannot 
soak that damage. 

Time Sphere 
Successes 
One 
Two 

Three 
Four 
Five 

Six+ 

10+ 

Effect Timespan 
Within a year 
Five years 
20 years 
50 years 
100 
500years 

1000 years or more 

Correspondence R..anaes 
Successes Range or Connection 

(Use one or the other.) 

One 

Two 

Line of sight/ blood relation; body sample 
Very familiar (home, office)/ best friend; prized possession 

Familiar (local mall)/ co-worker; possession 
Visited once/ acquaintance; anything used once 
Saw or h eard about it/ stranger; item touched casually 

Anywhere on Eanh/ n connection 



Degrees or Success 
• Botch: The mystick makes a critical mistake and screws 

everything up. The Effect is wasted, and the mage gains Paradox 
points, unless he spends a Willpower point ro cancel out rhe 
botch. 

• T otal failure: No successes, but no botch. The mage may 
continue his spell, at+ 1 difficulty, or try again from scratch. 

• Partial success: 50% of the necessary successes. The 
mysrick accomplishes what he set out to do, but nol as well as he 
would have liked. Cheshire, for instance, creates his computer, 
but itdoesn'tworkproperly; perhaps it's missing some vital pieces 
or the workings are flawed. The mage can keep going if he wants 
to, at an additional +I difficulty. 

• Success: I 00% of the successes required. The mage docs 
exactly what he wanted to do. Cheshire's laptop functions as well 
as any "normal" computer would. 

• Extraordinary success: 150 % or better. The mage not 
only succeeds, he succeeds brilliantly. Cheshire's laprop is sturdy 
enough to take a lot of abuse, looks great and has some unusual 
functions that even Cheshire hadn't planned on, like one­
gigabyte memory, CD Rom drive and a Calvin & Hobbes 
scrcensaver. {It 1s nor a Talisman, however; that requires a 
separate act of magick.) 

Aggravated D 
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Damage and D . 
Successes Urafron 
One Damage 

Two None Duration 

Three Successes x 1 One tum 
Four Successes x 2 One scene 
Five Successes x 2 One day 
Six + Successes x 2 One story 

Successes x J Six months 
Forces add 0 Sro 11 , 
inflicting d ne success when used fi d ryte er s Option 
I I amage. Direcr E or arnage· Mi d 
eve ' bur incidental attacks 7ropy a~tacks do 'nod: subrracrs one success wh 

crumblmg walls ) ~age at all unri/ th fi en 
• ere. Inflict e ourrh 

normal damage. 

Ma~ick Dirriculties 
(Maximum modifier: +/-3. Minimum difficult 3 . 
Activity Y ' rnaxtmum 10.) 

Rese_arches lore on subject before using magick 
Has rtem resonating w"th • 
N N d 

I ta,r:get s essence (sympathetic magick) 
ear a o e 

Uses a unique focus 

Uses focus without needing it 
Extra time spenc on magick 

Spending a point of Quintessence 

Using Tass with appropriate Resonance 
Using Tass with opposed Resonance 
Fast-Casting 

Distant or hidden subject 
Mage distracted 

Mage in conflict with Avatar 
Domino effect 

Monumcmal feat (pulling moon from orbit) 

Difficulty Modifier 
• 1 to -3 
.] [Q -3 

• 1 to -3 
-1 
-1 

- l 

· l 
+I 
+I 
+I 

+ l to +3 

+I to +3 
+ l to +J 

+I ro+J 



Permutations 
~~gic is seldom spectacular because it seldom needs w Actin~ in C 0 n c e r t 

--
-Donald Tyson, Ritual Magic 

These optional systems handle the complica­
tions that might come up during a game. Many have 
example sidebars to illustrate the ru le in action. 

Several of these rules are optional or have 
vari:imts that may complicate basic play. Feel free 

=~--__J to ignore some of these permutations if you fee l 
they interfere with the flow of your game. 

Sensory Mi\gicks 
(See also "The Spheres," first rank Effects.) 

The first rank of any Sphere allows a mage to detect whatever 
elements or patterns that Sphere covers. These Effects - Land­
scape of the Mind, Sense Fate and Fortune, Sense Life, etc. -
expand the mystick's perceptions for the spell 's duration. Simple 
detections, like Prime 1, usually require a Perception roll rather 
than a magick rotl. Weird perceptions, like Matter or Spiri t 1, 
require an Effect rol l. Assume that if there's no way the mage 
could've sensed something intuitively, she' ll have to roll the 
magick. 

Regardless, such perceptions often seem like hunches rather 
than magick and are almost always coincidental, unless the mage 
clearly sees something that no normal person could detect. Even 
then, since outsiders cannot see the things the mage does, her 
reaction may seem more eccentric than unnatural. 

Extending Perceptions 
By adding+ l to the difficulty, a mage may let someone else 

share her magickal perceptions. This shifts a coincidental Effect 
into the "vulgar with witnesses" arena if the person gifted with this 
extended perception is a Sleeper. Awakened mages can share a 
magickal sense without revealing their Art to others. 

Technically, a mage can extend her senses to anyone within 
sensory range. Each person after the first requires an additional 
success and raises ~1e difficul ty by+ 1 (maximum lO).IfCheshire 
wants to extend his Life scan to rhree other mages, he must roll a 
total of four successes at difficulty 7. Extended perceptions nor­
mally last one rum. 

Defecting M()gick 
With a successful Perception +Awareness roll, difficulty 6, a 

character can fee l magick in use within her immediate vicinity. 
Really powerful Effects might lower the difficulty as low as 4, while 
unusually subtle ones could raise it as high as 10. 

The Prime 1 Effect Sense Quintessence can detect "residue" 
of magickal acts after they occur. Small feats "disappear" within 
less than five minutes, but really strong ones can be felt for weeks 

....... ~ter'"'gortJ.:,:r+, .. more time has e lapsed since the casting, the higher 
a Perception+ Awareness roll will be. 

bring down the sky on me 
knotu my limits intimately 
bring down the sky on me 
take me blindly, make me see 
- Miranda Sex Garden, "Bring Down the Sky" 

In some cases, a group of mysticks may wish to work together 
to accomplish a greater end. Large spells may include summon ings, 
searches, elaborate rituals, Realm-creation, spirit-bindings, etc. 
Such collaborations work best on extended rituals; smaller Effects 
are harder to coordinate, and thus rarely worth the effort. 

First of a ll, each mage involved must have at least one dot in 
each of the Spheres in the Effect. Someone who knows nothing 
about Matter Arts is no he lp to a mage who does. T he collaborators 
must a lso be able to communicate freely during the casting, 
through te lepathic bonds, speech, signals, etc. Setting this up may 
take a tum or longer per caster. From there, the group may work 
together in one of two ways: 

• If each mystick has the Sphere ratings necessary to perform 
the Effect, each one makes a normal magick roll, in tum, as if he 
or she were casting the spell solo. All successes are added together; 
the result counts toward the tota l needed. 

• If less-knowledgeable mages are assisting a more powerful 
one, only one ro ll is necessary. Each "helper" adds one success to 
the main caster's effort. 

• Un-Awakened acolytes may assist their companion as well; 
the mystick adds one success for every five particip<~nts in his ritual. 
Coordinating such large gatherings may take hours per roll, and 
such rituals should be played out for maximum effect (Manipula­
tion + Expression rolls are good for this.) Acolytes do not count as 
"witnesses" of vulgar magick under these circumstances. If over 100 
were involved, some vulgar Effects might even be counted coinci­
dental, if no other witnesses were around to contradict them. 

Only one option may be used at a time. If one mage botches, 
everyone involved takes equal amounts of Paradox or spends a 
Willpower point to avoid it, even if the others rolled successes. 
Mundane followers would not gain Paradox per se, but may suffer 
some psychic or mystickal trauma from a failed attempt. 

Countermi\~ick 
No witch undoes another witch's spell. Witch's Honor. Well, 

maybe ... 
-Samantha, Bewitched 
Countermagick has been described by one Cultist of Ecstasy as 

the "Oh, shit!" reflex. A S leeper seeing a flying brick rushing for 
him yells, "Oh, shit !" and ducks (hopefull y). Mages also yell, "Oh, 
shit!" ... and then they try to stop it. 

These rules allow Mage players to st11ge classic "wizards' duels" 
as will workers attempt to out-magick each other. Many Chan tries 
and cabals use such contests to resolve disputes or advancement 
within the group - "If you can defeat me, you can replace me"­
instead of the more formal cem1men. Countermagick also gives 
mages a survival edge in mystick combat- a good thing to have, 
considering magick's awesome possibilities. 



.P Somo bo;ng•. onom no"bly HIT M><h, hm bn;l,.;n 
countermagick, often treatments of a classified technomagickal 
alloy called Primium. This kind of countermagick activates imme­
diately; the dice arc "built into" their soak roll against magickal 
attacks. Other T cchnocracs are not so lucky; unless they have 
some form of appararu~ (focus), they may not use countermagick. 
Naturally, a focus need not be readily apparent - a cybernetic 
implant or bio-engineering counterprocess might be enough. 

This section describes a number of ways ro urilize 
countermagick. Each of them requires a regular action to perform, 
unless the defender spites his Dice Pool between actions. If the 
mage is aware of the attack, he may spend his action trying to 
deflect it before it hits. Basic countcrmagick's difficulty is 7; most 
of rhc variants go ro 8, and one rises to 9. Nothing short of a spent 
Willpower point can modify the roll. Botching any kind of 
countcrmagick roll leaves the defender wide open. 

Some troupes may wish to stick ro basic countermagick for 
simpliciLy. These vMiations can get coo complicated for beginning 
groups. 

Basic Counterma~ick 
Countermagick is essentially a soak roll against magick, and 

it functions rhe same way. In basic countermagick, a mage with 
some knowledge of the arrack can see the magick coming, like a 
brawler sees a punch coming. By the same token, the mage must 
be aware of the attack in order to deflect it. If he can see it, and 
knows what it is, he can try to counter it. 

To attempt basic countermagick, a mystick must have at least 
one dot in the Sphere(s) involved in the attack; she then rolls her 
A rete, difficulty 7. Successes scored in countermagick cancel out 
the original Effect on a one-for-one basis. 

If the successes exceed the original Effect's roll, that spell 
completely fizzles. The origina l Effect can also fail if the 
coumermagick reduces it below the origina l caster's intended 
parameters. If the feat required five successes, a successful 
coumermagick within its area can render it null and void. The 
attacker would e ither have ro roll more successes (at+ 1 difficulty, 
like a failure) or try again. 

orrensive Counterma~ick 
Generally, countennagick only applies to Effects cast at the 

defending mage. With an Arete roll verses difficulty 8, he can try 
to counter a spell aimed at someone else. With a little extta effort, 
he might rum an offensive spell back at its maker! 

Such counterspelling requires at least one dor in one of the 
Spheres in the auack and at least one dot in Prime. Both castings 
must be done within rhe same rum. By beating the attacker's 
successes with an A rete roll against difficulty 9, the defender can 
reflect the attack back ar his opponent. Each success over the 
attacker's counts as one magickal success against her. 

Sphere Versus S phere 
Countermo~ick 

In most cases, a mage must know something about the 
Spheres being used against her. With this variant, however, she 
can disrupt offensive magicks with her own knowledge. 

Almost any Sphere will disrupt a magickal attack if it's used 
right. The difficulty for such coumermagick is 8 instead of7. Most 
forms of Sphere versus Sphere countermagick, however, demand 
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a certain level of expertise on the defender's part; some specific 
Effect might be necessary. These "anacks," by the way, do no 
damage - they only disrupt incoming magicks. 

When dealing with supernatural creatures, Sphere versus 
Sphere countermagick is a mage's best bet. A lthough any Sphere 
can counter faerie Glamour and vampiric Th;wmaturgy, Spirit is 
the only effective way to interceptGarou Giftsorghosdy Arcanos. 
(See "The Hidden World" in Chapter Nine for details about 
other supernatural beings.) 

Anti-Magick 
A mage with Prime 2 or greater may use his own stored 

Quintessence to counter another's magicks. This special defensive 
measure takes an entire act ion - the defender cannot split her 
Dice Pool ro do it. S ince anti-magick tries ro swp reality's disrup· 
tion, it never generates Paradox. This option may also counter an 
Effect that is not directed at the defend ing mage. 

To perform anri·magick, the defending mage rolls her Prime 
rating as a Dice Pool against difficulty 8. SpendingQuimessence will 
not lower the d ifficuky of this special Prime Effect. Each success 
made allows the defending mage ro spend a point ofQuinressence to 

raise her attacker's difficulty by+ 1 (maximum I 0). This may exceed 
the usual + 3. The attacker has a chance to counter the defender's 
Prime Effect by spending Quintessence and Willpower immedi­
ately afterwards. 

Unweaving 
Many magicks are continuous; wards and bans set up magickal 

barriers wh ich persist until broken, while curses expel their malefic 
power over t ime (see "Damage and Duration") . Although a 
mystick cannot use countermagick in such cases - unless he was 
there during the initial casting - he can rry to unweave the 
magick. 

To auempt unweaving, a mage must have some basic knowl­
edge (at least one dot) of each of the Spheres involved and an 
understanding of the first rank of Prime, so as co see the threads of 
magickal energy. Unweaving is hard - d ifficulty 8 - but a mage 
may make extended rolls unri l he overcomes each of the caster's 
initial successes. Unlike o ther forms of coumermagick, Abilities 
may reduce the difficulty of unweaving rolls. A botch during the 
process, however, ruins the attempt; the mage must begin again. 

Some Effects- summonings, instant damage attacks, sen­
sory magicks and annihi lations such as G ilgul - cannot be 
undone. Others - curses, sicknesses, transformations, 
coumermagicks and creations - are notably vulnerable to them. 
These latter types usually have some form of protection woven 
into them from the beginning in the form of new attacks or 
counrermagick. Yes, a HIT Mark's counre rmagick does affect 
unweaving, a lthough the Sroryte ller would be better off assigning 
a cenain amount of resistance that should be overcome rather 
than ro ll ing countermagick to the countermagick every turn. 

ln most cases, the amount of successes an unweaving requires 
is left to the Storyteller's discretion; it will usually be between five 
and 15. Most strong magicks- wards, barriers, creations, curses, 
etc. -demand extended rituals to cast, and it is hard £O take them 
apart without doing the same. Sometimes- again, at Storyteller's 
option - an Effect may not be undone without casting a whole 
new Effect to change it again. If a man was transformed penna­
nendy into a dog it would be easier ro change the dog back into 
a man than to undo the initial magick. 



Anytime a mage attempts an unweaving, the sorcerer who 
cast the original magick may roll Wits+ Intuition (difficulty 7) to 
figure out that someone is messing with her creation. Most mages 
are quire proud of rheir magicks and take exception to anyone 
attempting to destroy them. 

Abilities and Magick 
Magick docs not exist in a vacuum; it's an extension of the mage. 

So it should scam! to reason that the mage's Abilities, properly used, 
might enhance the magick he or she works. lfNala the Dream-Killer 
selects her methods by Tarot readings, the way she reads those cards 
could have some effect on the death magick she chooses. 

Abilities should come into play when appropriate, and the 
effects should be limited to a maximum of+ 3 or -3 adjustments to 
difficulty modifiers. Such a roll may only be made once during a 
given casting. A player who uses this option should have some 
reasonable and creative explanation for combining that Ability 
with rhe magick and roleplay it our if possible. 

These rules are meant to help spice up an evening's events, 
nor to mini-max magick difficulty rolls. Final say about how or if 
an Ability affects a character's magick (or whether the rules are to 
be used at all) belongs, as always, to the Storyteller. 

Abilities Enhancin~ Ma~ick 
Sometimes mundane Abilities can improve a mage's chances of 

using magick successfu lly. This often tics into the mystick's chosen 
style; many practices involve singing, dancing, divination, techno· 
logical skills, arcane languages, names of power, scientific theories, 
mania! an forms and even weapons skills. Common magick-affili­
ated Abilities include Expression, Firearms, Research, Technology, 
Computer, Cosmology, Enigmas, Medicine, Occult and Science. 

If some Talent, Skill or Knowledge applies to a mage's casting, 
it should be used in the tum before that magick is attempted. The 
base difficulty for both Ability and magick rolls is the same; no 
modifiers (Willpower, Quintessence, foci, etc.) apply. Each success 
made on the Ability roll reduces the magick difficulty by - I or more, 
up to a maximum of -3, counting other modifiers. 

The Storyteller may rule that certain Abilities are cssemial tO 
working a particular Effect. Healing a third-degree burn with Life 
might require Medicine, while fixing a car engine with Matter may 
require Technology. If an Ability like Expression or Occult is part 
of a magickal focus, the mystick must roll a successful Attribute + 
Ability roll before using the magick. Failing that roll might raise 
the magick roll's difficulty as well. 

Magick Enhancing Abilities 
A mage may also usc magick to improve her chances with an 

Ability, especially actions concerning detections and minor alter· 
ations (Sphere ranks l and 2 work best). Most Effects used this way 
would be coincidental, so long as rhe mystick chooses her actions 
wisely. Spheres like Entropy or Matter can be especially useful 
during gambling, construction and repair, trouble-shooting, sabo· 
cage, roughing tt and such. 

As stated above, every success made using magick drops the 
difficultyforthe Ability by -1, to a maximumof-3. The magick must 
be cast in the rurn before rhe Ability roll is made. The mage must cast 
his Effect as his first action before channeling the Art into the 
second action. Splitting Dice Pools is possible, but ineffective in the 
long run. One way to sneak in extra (non-magickal) actions during 
a rum is to usc the Accelerate Time Effect. 

Examples 
• Basic Countermagick 

Secret Agent John Courage squares off against a mad Ecstasy 
Cultist. The deviate throws a cloud ofhallucinogenicgasses John's 
way. The cloud "contains" a Mind 3, Matter 2, Prime 2 Effect; the 
caster is skillful and lucky - he rolls four successes, enough to 
make rhe Man in Black see pretty colors for a day or so. 

John sees it coming, though, and triggers his X 15 nullifica­
tion transmitter (his focus), enabling him to use 
"counterprocedures." He rolls his A rete of four against difficulty 
7 and gets three successes. The gas dissipates; John gets a whiff of 
it, hue it has no real effect on him. 

If Courage had botched his roll, he would've been hit with 
the full effect of the gas. Had he reduced it by only a success or 
two, he would have hallucinated for a turn or two - not good, 
but better that than a day of it. 

• Offensive Countermagick 
Jennifer Rollins desperately tries to intercept the electron 

blast aimed at her friend Atropos. The cyborg who fired it rolled 
four successes- enough to kill the Orphan. For her action this 
tum, Jennifer shouts a warning and tries countermagick. Calling 
on her knowledge of Prime, she rolls her A rete of five against 
difficulty 8. Three successes- not enough to absorb the blast, 
but enough to reduce its damage from 10 Health Levels to two. 

Atropos, alerted, rolls her own countermagick. Her A rete is 
four, and her difficulty is 7 instead of 8. She rolls well; two 
successes later, the Force bolt dissipates. The cyborg has been 
cheated- this turn .... 

• Sphere Verses Sphere Countermagick 
Spirit magick is not Dante's bag. So when an angry shaman 

summons spirits to drag him into the Umbra, Dante reacts with 
a laconic comment and a quick sense-scrambler program -
Correspondence coumermagick. 

The usual roll is made. The three successes against difficulty 
8 are enough to weave a VR haze around the shaman's head. 
Confused, he lets his summoning trail off into a series of cries and 
mumbles. The spirits, unimpressed, hear, but do not obey. 

• Anti-Magick 

Nephandus Briairus tries to crumble the ceiling above a 
Celestial sister with an Entropy 4 Effect. After muttering, "Mat· 
thew Hopkins was right," the Chorister counters with her Prime 
3 and rolls three dice against difficulty 8. The One is with her, and 
she makes three successes, allowing her to add three points of 
Quintessence to raise Briarius' difficulty to 10. TheOne is not with 
him - he makes only one success, not enough to do his intended 
damage. Aside from a few small cracks, the ceiling remains intact. 

• Unweaving 

The curse has been in place for a while; it will cake Peter 
Kobie a total of 15 successes (difficulty 8) to lift it from the burial 
mound. He readies his drum, ceremonial dress and sweetgrass 
(his foci) and sets to work. 

Over a period of game-time hours, Kobie's player rolls four 
times against difficulty 6 (reduced through a good Manipulation + 
Expression roll). He garners a total of 10 successes before a fatal 
botch undoes his Art. Before Kobie's horrified eyes, a giant spirit· 
snake appears. Its warning rattle shakes the ground, and venom 
drips from its fangs as it strikes at the shaman. He dodges as the 
snake fades, hissing, into nothingness. Kobiesighs; the curse will be 
difficult to lift lndeed, and so much time has already been wasted ... 



Paradox 

--

There is no solid sraws q1~0, only a series of relative 
reali!ies, personal to each ... any or aU of which are 
frail, and subject to eruptions from other states and 
conditions . 
-Clive Barker, Introduction to Sandman: A Dolls 
House 

Paradox is the force of the majority's subcon­
scious. The Sleepers have a set belief on how reality 
works and violations of those laws get punished. 

=="""'"'-'= '--' The effects of Paradox can destroy a mage and 
damage the direction of a chronicle. Storytellers are advised to be 
both cautious and fair when Paradox occurs. 

The Casting Magick chart and the rules given earlier under 
"Botching" and "Paradox" cover the amount of Paradox certain 
act ions generate. You the Storyteller wi ll decide when and how 
Paradox takes effect. Under normal circumstances, a mage will 
accumulate one to three poin ts and bleed them off later, at a rate 
of one week per point, so long as he earns no more during that time. 
When Paradox builds up quickly, ripples called "Flaws" may result. 
In extreme cases, when six po ints or more occur at one t ime, or the 
mage accumulates over 10 points without bleeding them off, a 
backlash may strike. 

Backlashes bum off Paradox energies, but they devastate the 
mystick. When some backlash occurs, ro ll the character's Paradox 
Pool (the boxes on his character sheet, plus whatever he's just 
earned) against difficulty 6. Each success expels one point of 
Paradox and leads to some very nasty consequences .... 

Several mages may bring on a backlash through the ir com­
bined efforts, too. In those cases, just roll as many dice as you fee l 
would be appropriate. I fa few minor Effects caused the trouble, roll 
five or six dice. If the backlash came from some monumental 
Effect, or a long build-up of smaller ones, roll as many as ten and 
apply the results to the whole area. S tories also tell of "Paradox 
Storms" which sweep across reality, cleaning the slate after truly 
vulgar events. The truth behind such tales is debatable. 

Examples 
• Abilities and Magick 
Miss One C ultist of Ecstasy • raps and rh'#mes .. to focus m~~~ 

' ·t . a Mind Effect tO encourage 
of her magicks. Whl ebusmgff she mutters some nasty street 
Sl policeman to ug 0 • 6 h eeper . (4) H E«ect is difficulty • so er · g her ExpretSIOn · er 11' 

:~~~~culty will be6also. She rolls herdiceand makes three 

succ~sses, bringing her magick difficulty down to 4. 

• Magick and Abilities . . . 
Lad Venezia of th~ Order of Hermes Is appr~tsmg a llapksls 

y 'd b 18th cen tury ant ique. lt oo 
and pearl neck.\acebsal h~ m::~eems all too pleased to 'let rid of 
like the real thmg, ut t . S here mag1ck, she 
it. Her suspicions aroused, bu~ sens~ng .:; ;he rolls four of her 
casts a Matter Effect to detect signs o ~~e Storyteller drops the 
A rete dice and gets two successes. f ) to deter-

d.lfficulry of her Ability roll (Perception + Subte~ ug~ w ·,th 
. ld h be the genume 1tem. 

mine if the necklace IS o enoug t~ b L ·h oils five 
. p · and three m Su tenuge, ~ e r 

four dots tn erceptiOn l and the se(ting authentic, 

successeksl. A ltdhouglbl ::_~~ny~ ;:: ~::rs and was artificially aged. 
the nee ace arcs h · e1 back to him 
Irked (but secretly relieved), she tosses t e JCW ry 

and orders h im out of her shop. 

I 

Storytellers may choose to delay an impending backlash until 
the moment is right. 

Backlash Forms 
The manifestations of Paradox often relate somehow to the 

magick which caused them to appear. The size of the backlash 
reflects the po ints expelled at once. Lel the needs of the story and 
the amount and nature of the Paradox decide what form a backlash 
takes. 

Paradox Flaws 
( l -5 point backlash) 

Paradox Flaws occur when a mage's accumulated Paradox 
bleeds off. It can be either voluntary or invo luntary, and it's often 
the least painful way of dealing with the effect. These ripples 
manifest in odd occurrences that haunt the magician until rea li ty 
has straightened itself out. The Flaw a lways reflects the type of 
magick that offended reality. 

Such Flaws are not harmless; they should hamper, possibly 
even cripple, the mage for a while. Minor Flaws should make a 
mystick uncomfortable, while major ones seriously impede his 
basic ability to function. 

The amount of Paradox released determines the severity of 
the Flaw. The Flaws below are suggestions only; tlcis energy is 
unpredictable and will manifest in many different ways. With the 
Storyteller's permission, a player may dictate the kinds of Flaws her 
character earns. This should only be clone if the troupe has a sense 
of balance. 

One Point Flaws: These short-lived minor Flaws range from 
watches spinning backward to minor power outages. Milk cur­
dling, flowers wilting or wisps of ectoplasm appearing are common 
manifestations. The Storyteller might apply + I difficulty to the 
character's dice rolls for a very sho rt time. 

Two Point Flaws: Flaws of this nature are a little more potent 
and begin to warp the character and the world around her. Scars 
might re-open into wounds, glass might tum into sand or energies 
might flow backwards, causing short circuits or clogged pipes. if the 
Flaw interferes with the character's ability to function, the Story· 
teller might increase her die ro ll difficulties for a scene or two. 

Three Point Flaws: These Flaws often last for days and begin 
to severely impede the character and warp reality around her. 
Memories might become distorted, the magician's sense of timing 
might become altered, and her hearing and vision may fade in and 
out. At this level, Flaws become more than just uncomfortable, 
they could place a magician at a significant disadvantage. A mage 
might even take physical damage (one or two Health Levels) from 
boils or sudden wounds. 

Four Poin t Flaws: The mage with this level of Paradox may 
find life quite hazardous for days on end. Four point Flaws can alter 
the physical make-up of her body - bones turn to wood, vision 
inverts or severely distorts (the world seems upside down or darker 
than midnight) , basic body functions might cease, operate in 
reverse or work faster than is healthy. Significant damage (two to 
four Health Levels) is possible, and the magician may find it 
difficult to function. 



Five Point Flaws: These major Paradox Flaws can drastically 
alter the character. They can change a character's Attributes 
dramatically for short periods of time (adding or subtracting three 
dots of Strength for a day) or alter them slightly bur permanently 
(one dot of Strength gone fo rever!). The magician may find herself 
blinded for a significant amount of time or may be unable to control 
her nervous system. Weird distortions of the human anatomy can 
take place as well as distortions of the world around her (such as 
inanimate objects turning to glass when touched). At this level, the 
mage has trouble just getting out of bed. 

Physic£\1 8£\ckl£\sh 
(5-15 point backlash) 

Paradox backlash is a vulgar attack on the character by reali ty 
itself. The energies released by the tear in reali ty burn the charac­
ter. Roll for bacldash only if the mage gains more than five Paradox 
points atone time, or if he's foolish enough to allow over 10 points 
to accumulate without release. 

For every success on the backlash roll, the character receives 
one aggravated Health Level of damage. The character may try to 
soak this damage, but cannot heal it magickally - she must take 
her bruises and live with the consequences of her act ions. Really 
huge backlashes can tear a mystick apart or cause huge area-wide 
explosions. In the latter case, divide the damage by the amount of 
people within a five-yard radius of ground zero. 

The Sroryteller determines the nature of the backlash, but it 
should re late to the magick in use. A Mind backlash involves 
headaches and brain hemorrhages; Matter backlash might tum 
flesh to metal; Forces backlash usually involves tremendous light 
shows and numerous striated burns. The highest level Sphere in 
use is the type of magick most likely to damage the character. 

~ee\lms 
(10+ point backlash) 

Sometimes Paradox creates a pocket Realm and traps a mage 
within. The most common victim of this imprisonment is a magi­
cian bursting with Paradox from flagrant vulgar magick use. The 
pocket Rea lm sucks her in and seals her off from normal reality. 
Quite often, anyone and anything near the magician get dragged in 
along with her. This pocket Realm may become an entire adven­
ture. Storytellers are advised to use Paradox Realms only as a direct 
part of their stories and not as a means of simple punishment. 

The magick that caused the Paradox effect forms the Realm. 
A Son of Ether who severely botches his roll to transform a 
building into hydrogen gas with a matter converter might find 
himself stuck in a Matter Paradox Realm. Most documented 
Realms reflect the nature of the fatal Sphere: 

Correspondence: Distances lose their meaning, direction is 
impossible to judge, and depth perception fails comple tely. 

Entropy: Odd random events occur without cause o r effect. 
Decay increases to horrifying speeds or slows to suspension. 

Forces: The victim finds herself trapped in a dimension 
where normal physics are meaningless. Energies flow in reverse, 
light and dark switch like a film negative, and static e lectricity is 
rampant. In extreme cases, gravity and kinetic forces may become 
reversed; objects fa ll up or not at all. 

Life: Biological functions become completely d istorted. Plant 
life grows wildly, while animal life devolves. Life forms change shape 
rapidly, and the mage experiences various rapid body fluctuations. 

Mind: The mage becomes trapped within the nearest mental 
prison: her own mind. The mage, and anyone trapped with her, is 
subjected to her darkest fears and neurosis. 

P rime: This Realm is the most d ifficult to explain, bur many 
surviving Verbena have simply sta ted, "Pure energy," before 
collapsing. 

Spir it: The spirit of the mage is torn away and locked in an 
Umbra! o r Dream Realm; her body lies in a catatonic heap. -T ime: Paradox sticks the victims in a loop of time, replaying 
the events of her crime repeatedly. In extreme cases she may find 
herself in a past or a future where the world she knows might nor 
exist yet or has ceased'. 

-
Every Paradox Realm has a way out. They are not meant as 

eternal prisons, bur rather as rehabilitation. Only those magicians 
too arrogant o r sn1pid to realize their mistakes disappear forever. 
The wise mage will try to understand her mistake and use that 
knowledge to escape. She must learn that magick cannot solve all 
of one's problems; any further use of magick only makes things 
worse. Escape from a Realm may be as easy as walking out of room 
or could stretch over an entire game session of soul-searching. The 
Storyteller determines the exact nature of the Realm and its 
resolution, based on the backlash and the player's actions. 

Spirits 
(any size backlash) 

Reality police incarnate, Paradlox spirits form when some 
aspect of reali ty has been violated in an especially obnoxious way. 
Some mysricks believe that the victim himself creates the spirit 
out of his own fear or anger. 

Invisible to the morta l eye (except for the ones who Mate­
rialize; see "Umbrood" in Chapter Nine), Paradox spirits punish 
a magician in any number of ways. Some are merely annoying, 
while others are instantly fatal. The bigger the backlash, the 
nastier the spirit. 

Some vengeful spirits have a dist~nct intelligence and person­
ality; others appear only once, then fade away. Some even yank 
mysticks into Paradox Realms where rhey supposedly punish the 
offender for eternity. The Appendix h as several infamous sample 
Paradox spirits. Storytellers are encouraged to invent their own to 
keep the ir players guessing. 

Onbelier 
(not applicable) 

Unbelief is the power through which Paradox eradicates 
fantastical monsters and magickal creations. "Narmal" reality cannot 
accept dragons or unicorns, instant cloning or alien invasions. The 
great subconscious majority destroys these things through Unbelief. 

T he battle over what is believable and what is not lies at the 
core of the Ascension War. Unbelief is the Technocrats greatest 
ally; mythical beasts die, taking away the Traditions' only allies, 
while the T echnocracy stockpiles HIT Marks d isguised in human 
flesh o r cloned duplicates of regular people. All thes~~~:n.t~= 
Union cannot fie ld hyper-tech nightmares or u~~~ll4~[aq~e<:! 
androids without this subtle backlash causing the •ri!li~<IUJ:Wli 
fall apart, go mad or die. The mythic Bygones are 
this plane because of Unbelief. It's the ultimate exJ~~M)on..,~IJ,ItflC:I,\ 
sratus quo: that which should not exist cannot. 
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There are a great many theories about the nature of this 
"balancing factor." Whatever the truth may be, Unbelief causes 
outlandish creatures to sicken and die; the more othenvorldly a 
beast appears, the quicker its demise. The effect is stronger in 
technologically-based areas, weak in hidden places and possibly 
non-existent In those few shreds of primal Earth left. Unbelief 
works itself out in ways rhat seem acceptable to the subconscious 
of the majority. Sea monsters which stick to the bottom of the 
ocean or a lien lights that van ish into the night sky leave no 
evidence to mark the disappearance of the unbelievable. 

Quiet 
So I cry sometimes when l'm lying in bed 
]us1 to get it all out whnt's in my head 
Then I start feeling a lirtle peculiar 
- 4 Non-Blondes, "What's Up" 

An insane mage is a terrible thing. This by-product of 
Paradox holds a mystick hostage to her own delusions. The 
character's perception of reality twists and warps through her own 
subconscious. She sees things that don't exist, smells and hears 
things that aren't there and takes damage from creatures that only 
exist in her mind. Sleepers rightly view Quiet as insanity, and 
magicians affected by it might find themselves locked in an asylum 
when they recover. 

Paradox isn' t the only cause of this insanity. Botched sensory 
and Mind magicks most often lead to Quiet, but external forces 
can bring it on as well; powerful Mind attacks, severe emotional 
shocks, badly failed Seekings and extreme old age can trigger this 
so-called "twilight." Paradox energies will st ill "bum off" if some 
other force causes the madness, but the mage will have to find her 
own way out. 

The higher a mysrick's Paradox Pool is when Quiet sers in, 
the deeper the madness becomes. At lower levels, the magician 
sees or hears minor distractions. At medium levels, objects seem 
to fade in and our of reality, only tO revert to normal when 
perceived directly. At the highest levels, a mad mage loses touch 
with reali ty and might accidentally kill someone or be killed in the 
process. The Storyteller can go wild with these delusions; any· 
thing is possible. Although many elements oft he Quiet will relate 
to the character's internal conflicts, some are totally random. 

Quiets are best prepared for in advance. They work better for 
single-player sessions rhan for troupe adventures. We recommend 
that Storytellers allow a mage's Paradox to build up before begin· 
ning a Quiet-related storyline. 

Copin~ with Quiet 
A Quiet-ridden mystick may try to disbelieve his delusions by 

spending a Willpower point and making three successes on a 
Perception + Intuition roll, difficulty 7 (see "Willpower" in 
Chapter Six). This is an a ll-or-nothing ro ll; partial successes make 
the manifestation seem even more realistic to the character, while 
botches cause the manifestation to become a temporarily real 
"hobgoblin." Either way, the Willpower is spent. 

Disbelieving will nor make the madness go away. Until the 
Paradox is discharged, hallucinations will plague the mage. Each 
point of Willpower spent disbelieving reduces the backlash by 
one, however, so it is possible ro "will" yourselfsane. lt'sdangerous 
and exhausting, though, and who knows when you may need that 
Willpower for more important things? 

Nobgoblins 
Quiet delusions rattle skeletons in a mage's darkest closets. 

They often reveal secrets, fears or conflicts that a mystick would 
rather deny. When such delusions actually appear ro others, the 
mage is in for a hell of a time. 

A hallucination that becomes real as a result of a botched 
disbelief roll is called a hobgoblin. This could be anything from an 
annoying noise to a rampaging monster. If the hobgoblin becomes 
a creature, it will have Health Levels equal to the offending mage's 
A rete and the same Abilit ies as the sorcerer (including combat bur 
not magick) . These creatures cannot soak damage, bur are highly 
adept at causing trouble. Hobgoblins lose a Health Level each day 
they exist, as reality forces the abomination to cease. A Master's 
manifestations, however, can lasra long time, and there's no upper 
limit to the number of hobgoblins which can exist at once .... 

Inanimate hobgoblins stay around for a number of days equal 
to the mage's Arere. They don't usually cause as much trouble as 
their animated cousins, bur may prove embarrassing. 

t " . iu.ently. Examples: odd 
Quiet Ch~r " pear" and "disappear mterm 

D elusions . . . certain objects or alterations ::y :;so. . ot exist or miss things that 
Paradox Pool Minor hallucmattons, II distant noises. Lasts a y ch things whtch don weeks or more. 
1 3 -ffi . strange sme s, hear or even tou look for tWO 

• \etters, ~"" ttl, . the mage may see, I d he gets a faraway . Hobgoblins can 

4-6 

7-10 

11+ 

Delusions becomec?m~~~~rs hostile. His moods a ter, a:nsitivitY or wild hallucin~tt~~~eated. 
do. Some seem bemgn. .. inducing blindness, hyper-s is may go on for months tf . the things he does 
The victim's senses b~ckft~~e's delusions in solid formd T~ The time he spends there~~~ Quiet could last 
appear, manifesting t em . indscape of his own estr· d the needs of the story. 
The mage becomes trappe~ 10 ::e si~e of the Paradox Poo an 
while "dreaming") depen on 

indefinitely. 

Traits 
Difficulty 

7 
Other rolls 
Disbelieve delusions 

Perception + tntui~io~ 
. n + Medttauon Percepuo 

6-9 
8 
4 Trance 

Communication . 
. dscape durauon 

Reduce mtn 

Willpower 
Wits + Enigmas 

-



Quiet can last a long time; the chart gives approximate 
durations by degree. The mage can only escape it sooner by 
entering a mindscape.ln this, the magician goes on a spiritual quest 
to recover his sanity. He enrers a trance (usually with a Perception 
+ Meditation ro ll) and grapples with his inner demons. Like other 
e lemenrs of Quiet, a mindscape mixes symbolic conflicts, surreal 
geograph y and left-field weirdness inro a psychodramatic soup. 

While traveling this inner terrain, the mage remains in a 
catatonic state. He may do anything he wants, but cannot affect 
the physical world. Mindscape catatonia generally lasts one week 
for every point of Paradox in the Pool; if there arc over JO points 
there when he goes in, the mterval becomes one week per point. 
An 11-point trance would last II weeks. When rhe mystick 
emerges, his Paradox is gone. 

During catatonia, the mage can try to communicate: three 
successes with a Willpower roll (difficulty 8) allow a clear message; 
less than that, and it comes out garbled. He can also try to reduce 
his coma by roll ing his Wits+ Enigmas against difficulty 4. Each 

Through creative Mind magick, an oursider may enter a 
mindscape. This usually requires some high-level Effect (Mind 3 
or better) with p lenty of successes. Once inside, she'll be subject 
co whatever the mindscape has co offer. Should she end up 
Incapacitated or dead inside the other mage's mind, she enters a 
coma not unlike his own. Depending on what happened and how, 
this coma could last for hours, months or years. 

Wisdom From Insanity 
While questing inside, a sorcerer effectively goes on a Seek­

ing to recover his sanity. While he does not gain any A rete from 
the journey, both mage and player might comes away from a 
mindscape with some new insights. Quiets lay doubts, memories 
and other psychological debris hare. There's a lot a Storyteller ­
and a player- can do with such a crip. 

Storytelling Magick 
K~•m lf l wanted w, l could wrn mounrains to sand, 

Have political leaders in the palm of my hand 
I wouldn't have to be in love with you 
-Melissa Etheridge, "If I Wanted To" 

The question "How arc you casting your spell?" 
deserves a better answer than "I'm using Forces 3, 
Prime 2." The game mechanics are important, of 
course, bur the fun part about roleplaying a mage 
is defining how you make your magick work. 

Defining your mystick's style and foci is not 
only entertaining; in a world hostile to magick, it can be vital. This 
section offers suggestions for setting up your character's beliefs and 
practices and lets players and Storytellers know what kinds of 
magick will work in which parts of the Tcllurian. 

Why Ose Foci? 
Using certain foci or rituals rake more time than simply 

making things appear out of nowhere, but they have the followmg 
advantages: 

• Properly used, a given style or focus may seem coincidental. 
Magick from nowhere often seems vulgar; 

• It ndds ro the textureofthcgamc and the fu n of roleplaying; 

• A focus o r activity, like a dance or a gun, may be useful on 
its own. 

Futhermorc, just because a player knows that his mage doesn'r 
need a focus for so-and-so doesn't mean the characrer knows it. 
Mages still need to believe. 

Ma~ick Styles 
Mystick power is channeled through belief; this cannot be 

emphasized enough. There's a danger in any roleplaying game of 
turning magick into just another neat weapon. In Mage, the Art 
is inseparably wound up in the mage's beliefs. 

A willworker's style and foci reflect the paradigm, or belief, 
rhat he uses to work his Art. Even when he transcends the foci his 
style requires, a mage still retains some faith in the principles thar 
allow him to alter reality. Though it has little to do with the rules 
of spcllcasting, that srylc has everything to do with roleplaying 
and storytelling your magick usc. 

What lnrluences a Style? 
We look formagick in the things which move us-things which, 

although familiar, bring us some feeling of shelter from the mundane 
world. Magickal styles arc built from those things whkh give us this 
"ocher-sense" -dance ecstasy, devoted study, fasting, ordeals, prayer, 
sacred objects, secrets, arcane designs, whatever resonates within our 
culture. Anything a person chooses to accept as a belief works for him 
if he believes strongly enough that he has mastered it. 

This isn't ro say rhar objects, prayers and principles hold no 
power of their own. The World of Darkness is vasr and mysterious, 
and all of irs beliefs carry the seed of truth. Reality does not conform 
ro one vision, however - no one is entirely right, but no one is 
tota lly wrong, either. Magick is the Art of moving the world with 
our views, whatever those views might be. Though items, names 
and orher beings carry some power, aT rue Mage understands that 
all people have an intuitive grasp of how that power can be used. To 
Sleepers, this trace-memory translates inro science, religion, super­
stition and hedge magic. Each carries echoes of the truth, bur limits 
itself by insisting that only one thing is correct and everything else 
is wrong. Sooner or later, mages know differently, 
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When they Awaken, mages carry the belief their culture 
inspired and usc it ro focus their concentration. As their under· 
standing grows, many of them realize their way is not the only way, 
that it is not the words they chant or the formulae they master rhar 
a llow them to bend reality- it is their intent. 

The T echnocracy refuses to accept this. Many may know the 
truth- rhar mystick magick is the same as their own- but they 
refuse ro admit it. Thus, they stay shackled to thei r technologies. 
Their "style" cannot avoid technology completely, though it can 
twist it in prcrry strange ways. 

Magickal styles are based in the culture a character comes 
from or adopts. When deciding your character's style, figure our 
what her background is; that will tell you what things she would 
consider powerful. From there, select whatever practices or ri tuals 
you think fi t imo her paradigm. Is she a scientist? Formulae, 
experiments, chemical and mechanical processes work. Is she an 
academic? The secret Hermetic mysteries, with their elaborate 
ritua ls, grand designs and secret names fir that concept. An artist? 
Perhaps she 's invented her own pract ices. The Tradition styles 
(see Chapter Six) offer some general options, bur don't feel 
restr icted by chose. Modem mages are eclectic; use whatever 
works fo r your character. 

Common Elements or Styles 
There arc roo many magickal styles and beliefs ro ever 

include in one book or game. The following theories and elements, 
however, arc common to many styles within rhe World of Dark­
ness. Few styles are defined by only one element; mosr utilize 
several of them through a common background. A II of them hold 
some measure of the truth. 

• Otherworldly Entit ies: The actions of spiri ts, gods or other 
grand entities is often considered the primal source of creat ion. 
The laws which govern reality, the forms creation takes and the 
eventual fate of the world as we know it arc commonly a ttributed 
to intelligent forces greater than humani ty. Through pacts, wor­
ship, manipulation or compulsion, mages throughout rime have 
expanded the ir wills to embrace True Magick. 

Such relat ionships carry price tags. Entities at the fringes of 
comprehension often demand sacrifices from the mage or from 
o thers around him. The degree of a free will involved in 
O chcrwoddly bargains remains a subject of debate, and defies easy 
answers. Whether a mage deals with God, the Goddess, the spiri ts, 
demons o r unknown horrors, rh is c lement of magick is perhaps the 
most common of all. 

• Elemental Forces/ Scientific T heories: There are imper­
sonal forces which shape creation, too. By observing those forces, 
mastering them and bending them to personal will, mages from the 
Hermetic Masters to the Technocratic scientists have crafted 
magickal and scientific achievements. 

Arguments about the origins and flexibili ty of such forces­
gravity, Fare, mathematics, the elements, karma, molecular phys­
ics, language and so on - can be endlessly circular. Some theorists 
mainta in that by even admitting the existence of such elements, 
you bring them about, while others claim that some things simply 
are, and that 's that. Whatever the truth may be, the study and 
manipulation of c reation 's basic laws remains a common clement 
of magickal styles. 

• Internal Potentia l: The human mind, body and spirit arc 
sources of endless potential power. By tapping that potential -
under any number of names - even S leepers can increase the 



effect they have on the world around them. In their most basic 
forms- martial arts, psychic talents, physical conditioning-che 
energies within the self can do incredible, if static, things. Awak­
ening opens the door co magnify that potential to literally move 
mountains. Some mages argue that all magick comes from the self, 
and we might as well admit it a lready. Ochers call that hubris. In 
any case, expanding, refining or even sacrificing one's self is a 
common element in magickal practices. 

• Primal Energies: A crossroads element between divinity 
and natural forces, che concept of primal forces goes co the heart 
of the Tellurian to find those things which cause us to be. Some 
mages personify these energies, ochers link them w principles, and 
a few just accept them for what they are and deal with them 
without definitions. Indeed, they say, by defining them, we miss 
the point. 

The Metaphysic Trinity (see Chapter Four) may be consid­
ered a diagram of primal forces at work, though some sti ll view 
these energies as Wyld, Weaver and Wynn. True Magick taps inw 
the elements of change; labeling such forces is left to those who cry 
to understand them. 

• Relationships: "Like affects like" is a common principle of 
magick. Whether it applies to the sorcerer who drapes herself in 
snakeskin w become a snake, the mirror which links two worlds or 
the hair which carries mysrick essence (or DNA strands), the idea 
char you can affect one thing by possessing something related co it 
is a common myscick element, especia lly in Correspondence, 
Forces, Life and Time magicks. 

Perhaps this elemenr is a scientil'ic principle, perhaps it's the 
will of the gods. Whatever the source, there seems w be some 
validity to the concept that "As is one, so is the other." 

Foci 
Foci are objects and actions that ass ist a mage when working 

magick. Unlike a Talisman, a focus has no magical properties of its 
own. It's a dance, a ritual, a weapon or drug that helps the sorcerer 
enforce her will over reality. At first, the focus is a learning tool, 
a crutch the novice can lean on; soon it becomes an extension of 
the mage. Eventually, the mystick transcends the need for the 
crutch and may perform magick without it. That focus, however, 
will a lways remain a part of the magician's paradigm. The belief in 
the object or ritual st ill exists, but the mage has realized that it is 
che power within, not without, that changes reality. 

During character creation, the player should pick a focus for 
each Sphere her myscick knows; these will often derive from her 
style. She may choose co use a single focus for multiple Spheres, but 
this can be devastating if she loses that. She should also decide 
whether her foci are unique or standard. The player should have 
some idea what cools the character may use if she learns any new 
Spheres. She'll need one for each new Sphere she picks up. 

Growing Beyond the Tool 
A beginning mage needs one focus for every Sphere she 

knows. After she reaches Arete 2, she no longer needs w use a 
focus for one of her Spheres, usually the first one she learned - her 
"affinity Sphere" (see Chapter Nine). Every level of Arete after 
that allows her to transcend one more focus for one more Sphere. 
By che time reaches A rete 10, she no longer needs foci at a ll. 

l ady into Tiger: S tyles at Work 
• Dreamspeaker (Life 4, Spirit 2) 
Tjun-Tjun placed the last of the. 

the stone, bowing insuppl icacion to ho~:cense a~~ offerings upon 
mask from the tree branch bo I h d r thespmt, then rook the 
in the forest and now held ah ve.' . t a gathered power out here 

To h t e spmt of the tiger as well as irs face 
morrow s e would dance as the . . . 

drama, but tonight she wo ld I h . uger m the Wayang 
u ec t e tJger run free 

She placed the mask over her face . . 
of the dance, and felt the s iri f th • ~omg through the moves 
snarled, then bent down a:d It o I e ttger move into her. She 

offering bowl. Satisfied, she lic~~~e;h~%thedr~w meat from the 
and padded towards the villa oo rom her whiskers cge. 

The humans had honored her so sh 
All except the one who had killed h e would let them live. 

V er .... 

;ori~:uua: ~d::: ~~:::e::n~n~ 2, F~rces 3, Prime 2) 
hoist her up so she could g frgg es, letung the guy wires 

. maneuver eely in VR. 
The Simulation came on-line a d . 

bamboo, dirt under her ~eet ' n It was perfect- trees, 
h . h n . ' even an arom . 

elg tcned for verisimilitude 0 a tiC component, 
since the simulation had d. h r maybe she should say purr-feet, 
heavy body move w'th rna e era tigress, and she felt her large 

So I preternatural grace. • 
. far so good. She roared and sta ed h . 

Slgnalfor thesecondparc f 1 mp er nght paw, the 
icon was transferred to the ~a~:~ i~:~m ~o kick in. It did • and her 
surface, a holographl'c pro' . , f en earned back down co the 

. ' JeCtiOn 0 a tige d . 
part1cles. Nothing ins1·d f r compose of v1rtual 

. e, o course but fo fl ld . 
proJected at just rhe right d . . • . rce le s and !Jght 

T 
. ensttles ro give the illusion of I'£, 

one crouched behind the h I c. 
New World Order's ne . tras dumpster, waiting. The 

w asststanr underse 
have a very bad day very cretary was going to soon. 

While a magician may no longer need a particular focus for 
a given Sphere, it may still be necessary if she uses it for others. If 
Elizabeth, a member of che Order ofHermes,uses a burning candle 
as her focus for both Spirit and Life magick, she could, at A rete 2, 
discard that candle when working Spirit magic. She must, how­
ever, still use the candle for her Life magick. 

Foci can still be useful, even when unnecessary. A magician 
who uses a focus she doesn't need will find chat it still helps her 
concentrate. The Storyteller should reduce the magick difficulty 
by -1 for all magick performed with that focus for Spheres that no 
longer require it. Elizabeth, from the previous example, no longer 
needs a burning candle to perform Spirit magick. If a situation 
a rises where she does not have a candle or enough time to light 
one, she can still use the Spiri t Sphe re. However, if she uses the 
candle anyway, her difficulty will be reduced by -1. She would not 
get the bonus when using Life magick, even though both Spheres 
share the same focus. 

The Sons of Ether and Virtual Adepts are not as flexible as 
their Tradition cousins. Their mindsets cling to the Technocratic 
idea of reality too closely to abandon foci so easily. A member of 
either of these Traditions may abandon one focus per Sphere when 
she reaches an A rete of 5; this increases on a two-for-one basis at 
Arete 6. These two Traditions also receive che - I difficulty when 
using foci that become unnecessary. 
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The same scale applies to Orphan Technomancers. Though 
he's self-Awakened, Cheshire still needs to jack into his computer 
focus fora while. When he achieves A rete 5, Cheshire can choose 
to transcend the need for his computer when performing Forces 
magick. [f he continues to use the computer for that Sphere 
anyway, he reduces his Force magick difficulties by -1. 

Members of the Technocracy currently hold sway over real­
ity. S ince this is the case, they're subject m the ir own laws. By their 
own decree, candles cannot perform magick. Thus, Technocrats 
can never perform magick without using some technological 
apparatus. They cannot reduce their difficulties by using unneces­
sary foci, since some focus wi ll always be necessary. T hey cannot 
transcend what they have created, a flaw which Tradition mages 
would do well to exploit. 

That Personal Touch: 
Standard, Personal e; Unique Foci 

Not every mage will have the same focus; foci are as diverse 
as the mysticks who use them. When a mage begins the long road 
to Ascension, she has an indiv idual belief about the way the 
universe operates, and her chosen foci reflect this. T hus, they' re 
very persona l items. 

• Sunward foc i a re those items or ritua ls that are used by a 
large proportion of aT radition. These ste reotypical foc i are most 
commonly associated with that group. Tradition mages, however, 
are not bound to certain foci. They may share similar beliefs and 
styles, but each mage chooses what suits him best. 

• An individual chooses her personal foci, but her style and 
belief in the magick she creates defines them. Elizabeth, the 
Hermetic mage from the above example, chooses to use a burning 
candle to focus Spirit Effects, although most Hermetic magi still 
use a drawn or carved circle . During character creation, the p layer 
should rake the time to personalize her choice offoci to match her 
character's belief system. 

• A focus might be so important m a character's belief system 
that it becomes unique. Th is has both advantages and d isadvan­
rages for the mage. One who practices with a unique focus will find 
that reality bends easier to her will. A unique focus, however, is 
nearly irreplaceable and must be well cared for. 

While ordinary i terns are fine for most, the discriminating mage 
will choose something worthy of her Arr. A hand-crafted japanese 
katana passed down through five generations provides a magus with 
a better sense of focus than a cheap switchblade. The personal 
investment of a unique item is not necessarily a matter of material 
value alone, but of personal value as well. A cheap necklace given to 
a magician by her mother may become a unique focus, whereas 
thousands of necklaces like it are so much scrap metal. A mage who 
uses a unique focus may reduce her difficulties by an additional - l 
(max. -3, tota l) when employing the focus with its intended Sphere. 

The problem with a unique focus, as opposed to a universal 
one, is that it is unique. If a magus loses his Matter focus, a rock, he 
won' t be able to use the Matter Sphere until he picks up any new 
rock; no big deal. However, if his focus was a rune-covered rock 
given to him by a wise man, he might have a lit tle more trouble 

c-..,...-n~ • .,..,,.,...;......J.n this case, the mystick must find another focus and 
Sphere with the new one. The relearning is faster; 
been through this already, and can do it at 2 x the 

n experience points. Still , it's a pain. For this reason, 
y guard their unique foc i. 

The Ascension 

Blending In: 
Technomagick and 
Mythic Threads 

A focus may, at t imes, make the difference between vulgar or 
coincidental magick. If a Sleeper witnesses something unexplain­
able within the realms of "normal" reality, a Paradox may occur. 
If the witness felt the Effect was within the realm of possibil ity, 
that Paradox can be avoided. Foci can d ress up magick so that it 
appears, to the untrained eye, that nothing abnormal has oc­
curred. 

Mages who use technology as a focus have an advantage over 
o thers. A S leeper is much more likely to accept a high-tech bio­
scanner or DNA analyzer than chalk circles or magic spells. 
Virwal Adepts can perform "miracles" on their computers that no 
Sleeper could recognize as magick. Sons of Ether have devices 
that, while unorthodox, do not necessarily break the laws of 
reality; only the more outlandish ones invoke Paradox. Members 
o f the Technocracy have foci that cloak their magick in more 
"realistic" terms. 

This is no t rosay that a Technomancerwith a ray gun can run 
around New York leveling skyscrapers. The Effect produced must 
be within the realm of current possibility. T hough the agents of 
the T echnocracy have access ro many high-tech foci, these de­
vices exceed current technology to such an extent as to make them 
as unbelievable as any magick spell. Futuristic magick of this 
degree would probably be disbelieved by the un-Awakened almost 
as easily as waving a bone around. Technomancers are certainly 
more flexible when it comes to coincidental magick, but they sti ll 
have limitations. 

Technological foci are often useful as mundane tools. A 
Virtual Adept can always use his computer as a computer when he 
isn't conjuring lightening bolts with it. Depending upon which 
theory a Son of Ether holds, he might use X-ray machines, Geiger 
counters or blenders, any of which have ordinary uses. The same 
ho lds true for the Technomancers, whose weapons may shoot 
people without invoking any magick at all. 

Mysrick mages do not have it so easy. A smart one can use her 
foci to her advantage, however. A we ll-used focus can reduce the 
chances of Paradox. Items that have some myst ick resonance in 
common folklore - martial arts, Taro t cards, crystal magic, 
seances or religious "miracles"- are known by some Traditiona l­
ists as Myrhic Threads , bits of magick that have worked themselves 
into the collective unconscious. Through some inherent symbol­
ism, memory or intrinsic power of the items themselves, Mythic 
Threads tap into that part of humanity that wants to believe in 
magick or sti ll remembers its existence. Some Technocrats (and 
many S leepers) have done their best to rrivialize such items, but 
some power still lingers. A smart mystick can turn this collective 
memory to h is advantage. 

Magickal Geography and Influence lists places where some 
foci and styles work better than others. 
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Sample Foci 

, the following is a list of possible foci. This list should in no 
way limit the rype offoci used for characters, but should rather be 
used as list of examples. 

Art: The mage creates a piece of art (chalk drawing, pencil 
sketch, sculprure, computer grnphic, ere.) which focuses her will and 
intent. The magician usually creates an image of the Effect she wishes 
to produce. The drawings ofMarauders, often left bch ind after a spell, 
can drive a Sleeper into either insanity, Awakening or both. 

Blood: The essenriallife fluid ho lds a lot of power. It's often 
used in rituals evoking Prime and Life magick, although it's 
certainly not limited to these uses. 

Books: Books communicate various insights ro new genera­
tions. The Order of Hermes has an extensive library of spells, 
Iteration X employs technical manuals without number, and some 
Marauders raid comic book stores. 

Bones: The bones of animals, fish, humans o r just about 
anything else can focus one's will. Bones are often carved inro 
wands or become part of a sacrifice. 

Cauldron/Chalice: The traditional cauldron is large, black 
and practically immobile. Many Verbena use a cauldron co whip 
up vanous concoctions. Sons of Ether mix new metal alloys or 
chemical solutions in modem versions. Cups, bowls or chal ices 
often hold precious liquids o r allow mages to share some form of 
communion. 

Circle: By drawing on a floor, wall or rable wirh chalk, ash or 
blood, the mage can create wards of protection and summoning 
circles. Different Arts and styles require d ifferent types of circle. 
Depending on its complexity, the circle can take as long as two 
hours ro c reate and quite possibly longer. 

Computer: The computer may be an advanced portable o r an 
o ld IBM clone with faulty wiring. While simple Effects may take 
no more than a couple of seconds, major ones might take minutes 
or even hours of programming time. (See " Items of Power" in 
Chapter Nine.) 

C rystals : Crystals gained popularity a few years ago with rhe 
S leepers, due mostly to their effectiveness as a concentration a id. 
The type of crystal usually defines which Art may be performed, 
but this is up to rhe player. 

Dancing: The type of dance depends solely on the character. 
Dances usually rake a minute or two for completion and may 
require an Ability ro ll or rwo. 

Devices: The common Technocratic focus, nm robe con­
fused with magickal Talisman Devices. SonsofEtheroften design 
their own devices, which rarely work for anyone other than 
themselves ("You just don't understand the theory!"). 

Do: Akashic Brothers a lmost exclusively use this martial art 
form tO access their magick. This meditative focusing of the will 
can take rime and will certainly draw attention to rhe mage. 

Drugs: Chemicals that induce alternative states of conscious· 
ness cloud "normal" reality, a llowing for new insights inro the inner 
workings of the universe. The Cult of Ecstasy cops the lise of users, 
but the Progenitors have many pharmaceuticals, and some Maraud­
ers probably use too many. Drugs have certain inherent drawbacks, 
including cost, legality, addiction and hangovers. 

Elements: Common in spirit-guided, sympathetic and scien­
tific magicks, elemental materials-earth, fire, air, water, incense, 
glass, metal, wood, e lecrricicy, mud, ash, etc.- channel powers 
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~ duu' my•<iok woo~ w ""'· Th'" m•v b< pl"OO on'"'''"· ~ burned, shaped, consumed, observed or otherwise used to tap into 
some greater force. Many sorcerers fee l that such elements have 
innate powers of their own. 

Ether Goggles: This is a classic example of a Sons of Ether 
focus (who e lse would wear them?). These goggles are heavy and 
cumbersome and filled with a weird gas. Ether goggles represent 
only one of the numerous devices which Sons of Ether employ. 

Feather: Like bones or blood, a feather from any bird or 
mythical beast holds the life-force of that animal and can be used 

- to help produce magickal Effects. Representative of flight and the 
- spirit, it is often used as a focus fo r Spirit magick. 

Fire: A small flame or a burning house may be necessary for 
a mage to perform her magick. Nephandi often set huge infe rnos 
to rake the full advantage of the focus. 

Formula: No Technomancer would be complete without 
mathematical equations or physics models to support her theories 
or design specifications. Some Nephand i and the Order of Hermes 
also use ritualistic formulae in forgotten languages. 

H erbs: Many mages use the inherent properties of certain 
plants to invoke their magick. These herbs can be sprinkled, eaten 
or mixed into a potion. Progenitors often use chemical extracts 
from rare plants for cloning or regeneration. 

Holy Symbol: Faith is a very important power. The mage 
who believes in a higher being can focus his belief through some 
symbol of that divinity. T his usually counts as a unique focus. 

Incense: The inhalation of burning incense may help a 
magician concentrate on the way he wants reality to be and ignore 
the way it is. Nephandi have a similar focus that involves inhaling 
the fumes of burning hair. 

Language: Words have power; indeed, they may be magickal in 
and of themselves. Nearly every culture has a sacred language for 
religious activities or other mystical experiences. The members of the 
Celestial Chorus use prayer to enforce their will, while Dreamspeakers 
and Nephandi speak extinct languages with similar results. 

A special magickal language, called Enochian, communi­
cates directly with the elements and spirits. Very few outside the 
Order of Hermes still know this language, but those who use it can 
perform tremendous magickal Effects. Specific intonations create 
different feats. Mispronunciations can be fatal! This language is 
effective as a primitive form of communication. 

· Music: Whether the magician must listen to a specific song or 
perform the music is up to the player. Reproductions of the music 
through various media - compact disc, tape, vinyl, 8-track (only 
a Son of Ether!) - are acceptable. If the mage must create the 
music, it might be a specific song, certain guitar lick or even a 
mystickal note. In any case, the will worker must have the instru­
ment or playback device in order for the focus to be of any use. 

Network: The communication internet is necessary for 
various Virtual Adept and Technomancer Effects. 

Ordeal: A mage may inflict terrible pain upon his body to 
focus his magickal abili ty. Many Dreamspeakers perform painful 
ordeals to gain knowledge of the future or access to the spirit 
world. N ephandi often use this practice on other people. 

Pure Water: Many mages drink, bathe in or sprinkle pure or 
blessed water as a focus. 

Purification: Many mages or various Traditions find com­
plete body purification necessary for certain Spheres, usually 
Spirit or Life. 

Mage: The Ascension 

Ritual Sacrifice: Nephandi, more than any other group, per­
form this repulsive act. It usually involves a long ceremony ending in 
animal or human sacrifice. The Order ofHermes, Verbena, Christian 
mysticks and Dreamspeakers have all been known to use sacrifices in 
rituals- though the mage himself may be the sacrifice. 

Runes: Magical writing carved into or near the target may help 
create an Effect. This could be engraved in a door, a road, a person 
(ouch!) or just about anything. The carving should be done by hand 
and can take seconds or minutes, depending on the complexity. At 
least one Hermetic mage used laser-printed self-adhesive labels; she 
hasn't been heard from since. 

Scientific Meters and Probes: These hand-held devices mea­
sure energy in the surrounding area. They can scan the energies of 
the various Spheres. 

Sex: Sexual rituals, or just the very act itself, can heighten or 
alter one's consciousness when done right. On the dark side, the 
Nephandi sometimes use this focus with repulsive results. 

Song: S imilar to the music focus, a voice held at specific note 
is said to focus one's wil l. Modern sorcerers utilize rap and even 
heavy metal as their foci. Marauders often sing nonsensical nursery 
rhymes. 

Tarot cards and Ouija boards: Sleepers view these items and 
others like them as amusing diversions and nothing more. Mages 
recognize that this makes them perfect for use as foci. 

Treatments: Although the Technocracy makes common use 
of special treatments (implants, chemical baths, injections, etc. ), 
body art, piercing, ri tual baths and other preparations serve the 
same fu nction in other styles. 

Toys: Mages who never grew up (or who just enjoy neat plastic 
gizmos) might employ toys as their foci. At least one Marauder uses 
a plastic magnifying glass from the bottom of a box of Cracker Jacks 
to focus a wide-angle laser. 

Vehicles: Common Technocracy foci include special planes, 
tra ins and autOmobiles. Such vehicles can also be powerful weapons. 

Wand: The standard of a bygone era, a wand can be made of 
wood or metal. Certain wands may be un ique items passed down 
from the Dark Ages or earlier .... 

Weapon: As extensions of personal power, weapons of all kinds 
have become common magickal items and foci. The Akashic Broth­
erhood ut il izes martial arts weapons like katana or shuriken; 
Euthanatos often use whips or rifles; Verbena and the Nephandi 
make use of knives and daggers. The Technocracy consistently uses 
all types of weaponry, and some Iteration Xers have built-in weapons. 
These foci may be either unique or not, depending on the character. 

M agickal Geography 
and lnrluence 

T he Ascension War touches all places known to mages, from 
urban centers to the void of space. Each faction has some place of 
power where their magick has the coincidental edge. This edge, 
aided by the beliefs of the people-or the lack of them-keeps any 
one side from rota l v icrory .. . as of yet. 

Coincidental magick is the "gray area" that defines a place of 
power. What is vulgar in one place may be coincidental in another. 
True Magick is never "just part of the landscape"- on Earth, it is 
either coincidental or vulgar - but, by working with a place's 
reality rather than against it, a willworker may accomplish more 
while risking less. 



Technocratic Control 
• World Industrial Powers: Reality, within the industrialized 

nations, belongs completely to the Technomancers. A lthough direct 
control of these nations' mral areas gets shaky, reality throughout 
much of the "modem world" conforms to the Technocratic vision. 
Magick done under the auspices of"technology" is usually coinciden­
tal unless some pocket of mystick belief lingers there, and mystick 
magick is an aberration. Node points, worship spots, magick Sane­
rums, exceedingly rural places and the darkest urban blights escape 
this static mold, but in most public places, reality works the way the 
Technocracy would have it. 

• Scientific Centers: Paradox is tOtally on a Technomancer's 
side in these srrongholds. Labs, mass-media centers, working facto· 
ries, computer centers and such are suicide spots for mysticks - the 
backlashes they incur are often deadly. This sheds some light on the 
Virtual Adepts' and Sons of Ethers' role in the Council; under strict 
Technocratic reality, their magick still has a better chance of 
working than any mystick's does. 

Contested Areas 
• U ndeveloped Nations: Outside the "modem world," the limits 

of coincidence conform largely to the beliefs of the people there. Rural 
Africa, South America and most of Asia are battlegrounds held largely 
by the mages who have lived there for centuries. Neither Tradition­
alist nor Technomancer has a clear advantage in these areas unless 
they know the mystick "language." (The Occult and Culture 
Know ledges come in very handy here!) Like anywhere else, reality has 
only so much give, bur mages who work through natural spirits, gods 
and the sacred self (often using chanting, prayer, ritual and physical 
disciplines like Do) can get away with more than those who employ 
computers, machines, a lien magicks or nothing at all. 

• The Middle East: Decades ago, the Technocracy fought a 
bloody war to control the vast Quintessence reserves that spring from 
the cradle of humanity. Though they won that battle, the millennia 
of religious belief that also comes with this territory sets their edge off. 
kilter. Paradigms clash here like they do in few other places on Earth. 
Subtle mysricks whose magick raps into the dominant cultures here 
still works coincidentally, and even the occasional miracle is st ill 
possible. Technomagick also works well in the Middle East-roowell. 
Although Paradox (usually in the form of mechanical failure, sand 
srorrns, Quiet or "terrorist acts") fouls more mechanical Effects, subtle 
Conventions like the Syndicate and NWO have a firm control over 
the local paradigm. 

• Virtual Reality: Paradox takes a strange form in the Net ­
whiteour. This localized systems crash, devastating to anyone in the 
area, keeps a ll factions on their toes here. Changing things is easy 
here, but conjuring them is not. A lthough incredible Effects arc 
possible (morphing, teleportation, even flight) and may be done 
coincidentally, sudden and bmtal magicks (Force blasts, disintcgra· 
tions, instant c reations, Time fluctuations) may cause the whole area 
to crash. Net Runners prefer to keep their fights down to a dull roar. 

Exz.mple or Style Creation 
h h ew character, Atropos. Shadow is putting roger er er n . h 's 
1 he puzzles out er mage 

After going through the ~sua sOtep~, s so she's a clean slate. 
style and foci. Atropos ts an rp 1an, 
Shadow can do whatever she wants. I . h G k 

As a kid Atropos grew up in a middle-class rtS .h r~e 
' b. e cultural influences from eac . er 

household, absor mg solro fr' d· Otten home life left her with 
grandmother was her on y ten • a r ecr for the randomness 

d. espect for authority and a fear/ resp d 
a tsr ~ A k ing an ran street 
of Fate. She left home shortly be ore wa. enl E beliefs, 

t c od Tl-us she has some Classlca uropean 
scams ror 10 · • • f F 
street cynicism and an intuitive grasp o ateE. Life and 

b ins with three Spheres: ntropy, 
The mag.e /g d. ce channel her link with Fate and other 

Time. Her mam ocus, I Th' d a knife represents her 
c (E py) e secon , • 

Primal 10rces ntro · d h · of Life's threads. If d ~ nse an t e cumng 
aggressive nature, se • e e T d' . b therown Her 

h nal-shehasno ra mon u . 
These are bot perso h her grandmother owned, 
third focus, a bartered pock~t ware ent and her family's past 
represents a link between 1er pres 
(Time). lt's a unique focus. her 

Her sryle involves using the dice and t~e wa~~ ~:::::retiy 
link with the elemental for~es of Fate ha;d um;~other's ghost, but 

believe that, the w~tc_h a~ h:~~~~rt~e kn~erself _ it links her 
she wouldn t admit lt. S e 1 d personal From some 
actions to her will and lets her get up c ose an h . g . . ck theory· 

d ts a bit of sympat enc ma t • 
pagan friends, Atropos a op es ells As she grows, 
she'll usc effigiesorremnant~of rargcdts ~Sorhse~~ u:ders.rand that she 

h'ft her foct aroun · 
Atropos may s 1 . d' .11 at'd her with other Spheres .. 

I F tho gh rhe 1ce may st1 'k 
contro s ate, u ~ . I t or utilize street things h e 
Shemightaddsomeneo-pagan oc.1 a elr, bod art _ whatever 

. d . b' of rrash Jewe ry or y spray-pamt eslgns, ItS • d l 
Shadow thinks would be appropriate as Atropos eve ops. 

• Urban Sprawls: The chaos factor works in the lowest pits 
of the urban wastelands - any significantly complex reality 
breaks down. In these blights, the Mad and the Fallen Ones hold 
sway. The parameters of coincidental magick very wildly, here, for 
nothing is certain for long and people have teamed not to 
question. By day, reality works much as it does anywhere in the 
industrialized nations. But when night falls, almost anything goes 
-spirit possession, sudden explosions, miracles, acts of science 
and acts of the gods may be coincidental one moment and vulgar 
the next. Paradox, if it comes, is more vicious here than in almost 
any other place. Urban blights include the sewer systems, dumps, 
slum basements, forgotten subway tunnels, subcities and the 
nastiest back-alleys and nightclubs. 

• R ural Areas: Away from the c ities, people still believe in 
things other than science. Although most forms of magick work as 
they do anywhere else in the modern world, certain mysticks, such 
as Christian ministers, witches, shamans or wacky professors, can 
get away with more than they would normally be able to. Even 
those "favored" by a certain local belief must step lightly- flying 
on broomsticks is never a good idea these days - but the usual 
limits of"coincidence" are a bit more flexible in rural spots. The 
Technocrats a re taking steps to remedy this. 

• H orizon Realms: Reality, in these custom-buil t Realms, 
works the way their makers want it to work. A Realm established 
by Hermetic Masters will count any Effect cast with the Hermetic 
style as coincidental (or even normal). Any HIT Mark that sets 
foot in the place would be a Paradox magnet. Autocthonia's 
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reality works in just me opposite way - reality is what rhe 
Machine will accept. In a Native Amencan-established Realm, 
neither form of magick would be acceptable. These "custom 
paradigms" keep successful Horizon Raids rare. When running 
such Realms, figure what forms of magick would be coincidental 
the re and which would not. 

• Etherspace: Beyond the l lorizon, there is no Paradox. All 
forms of magick work equally we ll and with equal effect- there 
arc no "vu lgar" fo rms of magick here. It is said that Realms in 
Etherspace conform to me settlers' reality, but space itself remains 
free for all. 

Mystick Stron~holds 
• The Near Umbra: Most Technomancers deny the exist· 

ence of these "alternate dimensions." With the exceptions of rhe 
Void Engineers and the mysterious Syndicate (who understand 
the laws of this p lace), Technocracy mages mu>t avoid high-rech 
magicks throughout the Near Umbrae. Exceptions, such as the 
rumored "Cyberrealm" of the Middle Worlds or astral concept· 
Realms, exist, bur for the most part, the hand of rhe Technocracy 
has left little imprint on the spiri t world, other than a bizarre 
"Weaver web" which reflects the stasis of the Technocrats' influ­
ence. 

• T he Hidden Places: Places exist where the Technocracy has 
never won. Far beyond me modem world - and from human 
habitation, period- mese primal spots still contain me mysuck 
essence of creation's beginnings. All technomagick is vulgar here, 
no matter who uses it, and many forms of"mundane" technology 
simply refuse to work at all. A few Asian mountain tops, pam of the 
Amazon and Outback, ancient ruins, scattered corners where 
civil ization has never touched down, hidden caverns and the 
deepest corners of some jungles or the sea sti ll accept the o ldest 
forms of magick- mose practiced by the Dreamspcakers, Verbena, 
Akashics and many Nephandi and Crafts- as coincidental. 

The Nine 
Spheres 

If God could do the tricks that we can do, he'd be a 
happy man! 

- Eli Cross, The Stunt Man 

The nine magickal Spheres encompass a broad 
T·I!IJ~ range of Arts. For simplic1ty, both the Council of 

Nine and the Technocratic Union divided these 
elements into distinct categories. While these 
Arts go by a multitude of names, their basic prop­
erties remain fairly consmnt. 

lit...;~....:....._.- Both organizations believe in an c lement 

thar e ither adds to or encompasses rhe othe r nine. Each Tradit ion 
seeks a "LOth Sphere," (which the others refuse to recognize), 
while Technocratssrrivc to unlock the Grand Unification Theory. 
For now, rhe nine Spheres (or sphe res of influence) are all mages 
have to work with. 



Nor rhar this is limiting; w1rhin these Arts, an awesome 
variery of Effects can be performed. Many spells require only one 
Sphere, while ochers may demand conjunctional Effects, which 
add Spheres together in a single working. The powers listed within 
the descriptions only show the general possibilities, not the 
"spells," available at that level. 

lnc iclemally, mysticks do not refer co themselves by Sphere 
rank numbers. A Master of Forces docs not say "I've attained the 
fifth rank of Forces," but rather, "I have Mastered the Sphere of the 
Winds, Fire and all lesser Elements." 

The following listings are divided this way: 

l. Introduction: A master who has studied the Sphere 
discusses ir with the new studem. 

2: Specialties: When a mystick has four dots or more in a 
Sphere, she may choose a specialty for it (see Chapter Six). The 
specialties offered are only a few possibilities. 

3 . General Description: The Sphere's possibilities art: men· 
rioned first, a long with notes on the Sphere's unique properties 
and, in some cases, a chart describing special circumstances. 

4. Rank Description: Here we offer a general description of 
each rank to show the primary magickal Effecrs a mage can use and 
the rank at which can use them. These general descriptions form 
a basis for the custom-built magicks your mages can use. 

Always remember, however, that virtually any Effect is pos­
sible using some combination of the Spheres. If you want to use an 
Effect that does not appear in these listings, your Storyteller may 
decide the rank and Sphere (or Spheres) rhar make the Effect 
possible. Some incredibly dramatic Effects, however, can only be 
performed by Arch-Masters who have transcended even these 
godlike powers. Such beings have studied their Arts for lifetimes 
on end. 

5 . Sphere Effects: These specific magickal Effects show what 
becomes possible at each rank within a Sphere. These are generic 
guidelines only and merely illustrate the possibilities within the 
Sphere ranks. (Charts for the various Spheres appear on page 170.) 

Transmutation and Conjuration 
Creating something from nothing, or changing an object 

from one element into another, requires conjunctional Effects­
usually between the physical Pattern Arts, tbe metaphysical Spirit 
and the quintessential Prime. lr usually works like this: thought 
(Spirit) to conception (Prime) to material (Maner, Forces or 
Life). 

The metaphysics can go around forever. In game terms, this 
means chat a spell cransforming an object governed by one Sphere 
(let's say Life, for an apple) into another (gold, or Matter) must use 
both Spheres at their proper rank- in this case, 2. 

Creating something our of pure thought rarely requires Spirit 
(unless rhar object is specially made of ephemera). The ideal 
crystallizes as Prime, which fue ls the object's creation through a 
Pattern Sphere. To summon the apple from thin air, use Prime 2/ 
Life 2. To change it ro gold, use Life 2/Marrer 2. 

Once you understand, it's simple r than ir sounds. 

I 
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II ______ _ 
Correspondence 

All things are related; space is an illusion; all things exist in one 
place, all tied togetl1er by the fibers of a single concept. You can call that 
concept what you will, but I know, and 1 can pro"e to you, that three­
dimensional separation is a lie. 

See that corner' Where am 1? There or here? I think I'm there. See, 
I am! Didyousee me walk across the room. Didn't think so. So how did 
I get from here to there! Transporter beams? Wrong answer! And even 
if it was, how did they work? 

Feel that wp on your shoulder? I did that. But I'm over here, right, 
which is O\ler there co you. But yeti could couch you over there while I'm 
over here. There, I did it again! Get it! Space is an illusion! 

If that hurts your brain, you're not cut out for this routine. Before 
school's Ol4t in my workshop, kid, you'll either crack or clock Euclid a 
good one upside rhe head! 

Specialties: Conjuration, Scrying, Warding, Teleportation 

The Sphere of Correspondence involves an understanding of 
locations, spatial re lativity and the interrelation between people 
and objects. TI1is allows mages to teleport, pull rabbits our of hats, 
create magickal barriers and levitate or fly through the air. Corre• 
spondence is also commonly mixed with other Spheres to all~w 
mages to work magick on subjects hundreds of miles away as easily 
as if they were right in front of them. 

S ince Correspondence deals with space and re lationships, i s 
range d iffers from the other eight Spheres. Tile theory popular 
among the Virrual Adepts, the most recent ~asters of Correspon­
dence, is that space is ultimately ani llusion All points i)l existence 
are "stacked" in one "place," which the 1-omputer wizards refer to 
as the Correspondence Point or All-Space. "Here," "there" and 
"somewhere e lse" are all artificial labels. The shortest distance 

Mages who advance in Correspondence ahead of other Spheres 
appear to be "spaced out." Their eyes are unfocused, as they now 
rely on their spatial sense over sight. Nevertheless, their physical 
movements are very precise; these mages never crip or stub their 
toes. 

• Immediate Spatial Perceptions 
At this stage, the mage gains a keen understanding of how 

objects and space relate. She can intuitively sense distances 
between objects, find true north (or any other d irecrion) and sense 
things in her immediate v icinity without using the normal five 
senses. This new sense also a llows her to also detect spatial 
instabilities, warps and wormholes. 

•• Sense Space 
Touch Space 

The mage may now extend her senses beyond her immediate 
vicinity to distant or hidden locations. Any of the five senses can 
expand this way. However, most mages feel that such magickal 
perceptions thin the barriers between the two points in space, 
creating a weakness in the Tapescry (like those a rank one Effect 
can spot). Luckily, the mage may also re-work the fabric of space, 
reinforcing the Tal{estry and creating a barrier to hinder scrying or 
th ope~ing of actual rifts. This works like countermagick, deduct­
ing uccesses fl')r each success. 

In cor:juncrion with Life 2 or Matter 2, the mage may also 
grasp small items, house cat-sized or smaller- and pull them 
tl1rough thelapestry, conjuring them from "nowhere." 

between t\VO points is not a straight Line; space ls merely a • •• Pierce space 
mathematical construct. Sea Gate 

The "Correspondence Point" hypotl'i sis ails flat, nowever, 
when confronted with certain peers of metaphysics. You can'. Co-locality Perception 
for example, teleport someone's heart out bfhis body or cur a coin The mage now gains the trength to make a small rent in the 
in half without a lso using the Sphere of Life or Matter. T-apestry;so small thar-only the. mage herself- and whatever she 

More traditional mages explain CorresROnd~hc Y the. holds or carrie -may slip dirough fore it seals. She may also 
cient doctrine of contagion: "One together, a lways tOgether." In seal such rifts or prevent tll'em.from opening, though the greater 
other words, the part always rctams a con ecuon r'o the whole, the rift, the more difficult the teat. 

a.nd it is simpler to perfo ~~y workingJ'when there is, a connec- At this level, a m~e learvs to ense multiple locations at 
uon - physacal, mentalorspmtual-between them. It sgenerally- once, perceiving the various scenes as everal ghostly landscapes 
easier for a mage td teleport to the place where she grew up than overlapping one another. W OF king with e other Spheres, a mage 
it is to go somewhere she-only saw OL1ce. may also grasp items governed by the Pattern 'Magicks and slide 

While mo~ mages nee'a to tou, h their sobject to work their them through space, peiforn,ing levitatlon and te lekinesis. 
Arts, those skilled in COrrespondence rna skirr barriers or dis-
tance by fomling l'Oks hrough space or relateO objects. Thecllart .--.--.. end Sg()ce 

Co-locate Self (on page 170) shows the successes needed to lOrge al irik "between 
two poincs. The' weaker the connection the more successes the 
spell requires.r'f o get around< this, many mages plant items they 
know well on persons or at locati ns hey wish to affect from afar. 
This ,can be risky; contagion is a rop which tugs both ways, and 
those who discover a planted object may use it in their own spells 
against the mage wh.Q2.laced it as if they h'ad Correspondence Arts 
themselvel.' 

Mage: The Ascension 

The Adept may now create l~ger rents in the TaKestry to 
transport o ther beings and'targe bjects and<fm:ces. With enough 
successes (10+ ), she may even force the renrwideenoughto make 
a permanent Gateway. 

The mage may now manifest P-hysicallyjn multiple locations 
at once, though she should also use Mind 1 if she wants to think 
effectively in all of them, and Life 2 if she wants her multiple selves 
to perform separate actions. 



••••• Mutate Localities 
Co-location 

A Master of Correspondence learns how to d istort space. She 
can affect distances and sizes around her, stretching them and 
shrinking them to fit her needs. In scientific te rms, the mass of 
objects cannot be changed, but their volumes and dimensions are 
like potter's clay. 

S he may also stack locations on top of one another in a bizarre 
landscape of multiple forms or connect a variety of items together. 
At this point, the Master's perceptions are so wild ly expanded rhat 
her mundane Perception may be enhanced beyond the normal 
human maximum, as with Better Body (see "Life" ). 

Correspondence 
Errects 

• Landscape of the Mind - This Effect, available to a ll 
Correspondence Disciples, allows a mage to sense the objects 
which fill the space around her. She can extend the area of 
perception, but this requires more and more active concentration. 
After the area reaches the diameter of a city block, the sensory 
input becomes too much to bear. 

• Whereami? - The mage can sense where she is in relation 
ro everything else. Virtua l Adepts call this Effect "whereami?" 
When used conjunctionally with thefirstrank ofSp irit, it can help 
establish which world or Shard Realm (and where in it) the mage 
is in, while a conjunctional Effect with Mind I allows the mage to 
establish whether she is hallucinating or dreaming. 

• • Open/Close Window (Correspondence Sensing) -
Through the ancient technique of scrying, a mage may open a 
window in space and extend her senses through it to observe 
events at a remote locat ion. T his is often combined with Time or 
Spirit so as to search other times or worlds. 

Scrying may also examine snags in the Tapestry, like those 
left by a teleponing mage o r previous scrying, and trace it back to 
the other side. Combined with Spirit, a mage may scan to another 
Realm. Such spying may be detected, however, by a target rolling 
Pe rception + Awareness (or Alertness, for other mystick crea· 
tures), difficulty 7. 

A mage may also reverse th is Effect so as to shut a window o r 
prevent one from opening, such as when a mage senses that 
someone is attempting to scry her. This works like counrermagick 
against the spy. 

• • Apporta tion - By pressing against the fabric of space, a 
mage may c reate a pinprick in the Tapestry. While too small to 
step through, such rifts a llow the mage to grasp a d istant item and 
pu ll it through - or send it away- using Life or Matter. This only 
works on very small , simple objects. 

A third rank variation allows the mystick to forge a connec­
tion to some simple object - again with Life or Matter- which 
a llows it to levitate or fl y for the Effect's duration. 

• • Ward - While windows in space are the most popula r 
method of magickal spying, wards are the most popula r preven­
tion. T he mage reaches out with the threads of her magick and the 
fabric of space, c reating a ward. 

Correspondence 
• Immediate S · 1 p 
• • patta erceptions 

Sense Space 

••• 

•••• 

Touch Space 

Pierce Space 

Seal Gate 

Co-locality Perception 
Rend Space 

Co-locate Self 
••••• M urate Localities 

Co-location 
Specialties: Conjuration Sc . 

• rymg, Warding, Teleporration 

Wards vary in mength, ranging from mere "window blinds" 
to "iron shutte rs." Each success subtracts from attempts to scry, 
apport or teleport either way. Indeed, some areas are so heavily 
warded that breaking through would take years - which, of 
course, is only fai r, as the wards were built up over a span of years 
as well. Attempts to break down a ward wi ll leave traces unless the 
mage chooses to repair it and cover her tracks. 

Many wards, especially ancient and powerful ones, have keys 
or back doors; mages who possess these (or discover rhem through 
Enigmas o r Computers rolls) may bypass them. With Life or Marter, 
wards may also be placed on people or objects, making it more 
difficult to scry or otherwise access them via Correspondence. 

A level 3 variation, Ban, can actually StOp objects or beings 
which have been warded against. Only one specific thing -
knives, lightning, vampires-can be so ban ished. This requires an 
item with some connection w the banned thing, a conjuctional 
Effect with Life, Matter or Spirit 3 and five or more successes tO 

erect. Only unweaving (see "Countermagick") can destroy a ban, 
though objects not banned- bullets, or items or spells thrown by 
the banned parry - pass right through unless they roo have been 
banned. Oddly, this does not work against True Magick or Paradox 
spirits. This lasts for the spell 's duration. 

• • • Chain - A chain is a magical bond which links two 
objects or creatures to each other through sympathetic Reso· 
nance. Such bonds often already exist, but a mage with 
Correspondence can strengthen them or create one where none 
was before. For each success with this Effect, a mage may take an 
object or creature up (or down) a level on rhe Correspondence 
Range Chart. 

• • • The Seven-League Stride - The name of this Effect 
harkens back to medieval times and the mages of the O rder of 
Hermes who commonly made use of"seven-league" boots as foci 
for this Effect, each stride caking the wearer precisely seven leagues 
forward. 

This magick creates a small, extremely transitory rip in the 
fabric of space, allowing a mystick to slip through to reach any 
other location on Earth. Depending on the precise magick used, 
she may see all the intervening space moving by in a blur, or she 
may simply click her heels together, disappear and reappear. 

Chapter Eight: Magick Rules 



This Effect does not immunize a mage to her new surround· 
ings; if she shifted to the ocean depths expecting a submarine w 
be there, she would be crushed by the intense water pressure. 
Scrying one's intended destination beforehand is advisable -
"Look befo re you leap" as the proverb goes. Consequemly many 
mages favor magic mirrors as their foc1, as these may both be 
looked and stepped through. 

Level4 variations of this Effect ex 1st, involvmg releporrauon 
machines, cabinets and secret doors. These higher-level Effects 
transport larger or more numerous subjects. Misdirection is essen· 
tial; a subject hidden from sight when il disappears is less likely LO 

arouse suspic ion- and Paradox. 

• • • D ivided Sight - Cultists of Ecstasy love this Effect, 
which mulriplies their sensory inpu£. A mage merely exremh her 
senses ro mulriple locations at once; v1sions stack arop one 
another like a phorographic multiple expo~ure, and sounds mix 
like several radios tuned to different stations. 

There is no limit to rhe numberof locarions a mage can sense, 
bur a W its roll is needed to dist inguish which objects are in which 
location. The difficulty number is equal to twice the number of 
scenes being viewed. Going above one's Perception or Wits rating 
is dangerous; such overload can push a mysuck into Quiet. 

• • • Filter All-Space-Given ccrram knowledge about any 
person or object, the mage can search through reality co find where 
the object exists in three-dimensional space. The less the mystick 
knows, the longer such searches take, and there are no guarantees. 
There are many hef!vily warded areas in three-dimensional space, 
not ro mention portals to other worlds and times, so such search~s 
are lengthy and uncertain. 

• • • Stalking the Void - This ;1dvf!nced version of Open 
Window allows a mage skilled in Correspondence to trace a snag 
in the Tapestry back to its point of origin. While rhe second rank 

• of Correspondence allows a mage to reopen a window, this Effect 
allows a mage to break through personally ro confront the spy. 

This Effect is parricularly popular among the Euthanatos. 
However, Correspondence only deals with space; some distur· 
bances extend ro other times and dimensions. To be absolutely 
certain of your prey, older mages advise rh~1t trackers add Time and 
Spirit perceptions to scout ahead. Some mages who have used th1s 
Effect have never been heard from again, for many disturbances 
are not what they seem .... 

• • • • Bubble of Reality - Using this magick, the m;~ge 
warps space around her body or some other thing, taking it imo its 
own pocket universe. In this state, she is completely invisible and 
mtangible to everything around her. The walls to the world 
outside are thin, however, and the mage may scry out (or in) from 
her bubble of reality. Moving bubbles and large bubbles (such as 
would contain a motorcycle or building) require four successe~ or 
more. 

• • • • H ermes Porta l - The Order ofl lermes claims m have 
created this Correspondence Effect, cuning a permanent Gate in 
the Tapestry, then scaling the breach with a powerful ban ro 
prevent the passage of everything but sentient, willing creatures. 



- The resulting magick creates an apparent window which can 
connect a drawing room to the deep ocean while preventing the 
water and fish from pouring through the breach. The alternative 
is of course highly vulgar and extremely dangerous, though not 
unknown, especially as a terrorist measure by Marauders. 

Many of these portals may be placed in the same location, 
giving the effect of a hall of mirrors, each opening onto a new 
location, with an area of nu ll-space in between. 

• • • • • Co-location-With this bizarre magick, a mage may 
stack multiple locations, allowing them ro freely interact. No 
damage occurs to objects that superimpose themselves on one 
another during co-location, yet they arc solid ro one another, and, 
once separated, will not superimpose again. 

Stacking two locations is possible, but highly vulgar (raise 
difficulry to 10), and generally speaking, only done by Marauders. 

••••• Polyappearance - Themagemayappearinmultiple 
locations at once. This Effect parallels Divided Sight but in 
addition to sensing locations, the mage's physical form actually 
appears in each location as well. Observers in each location will 
sec the mage and can interact with he r normally. The will worker, 
however, must simultaneously interact with each location into 
which she has projected herself. Anything she says or does will be 
heard and seen by observers at all locations. 

This interaction is one-way from the mage's perspective. 
Items in one location do not affect observers who are in a different 
location, but all objects in all locations affect the mystick equally. 
The walls closest roherwill block her sight, and she will suffer from 
llssaults directed at any of her co-located body positions. 

A mage can use this phenomenon ro her advantage. The 
Akashic art of Do contains an advanced movement called the 
Kick of the Four Winds. The attacker executes a Aying spin kick 
at an opponent, and whi le in midair, co-locates to four positions 
direcdy around the opponent, so that the force of one kick impacts 
the opponent from four sides instead of one. (Add four additional 
Health Levels of damage to the blow.) 

Mages who truly wish to occupy several places at once can use 
a conjunctional Effect with Mind, Prime and Life, creating a new 
body and train of thought for each addit ional location. While this 
magick allows for multiple mundane tasks, it does not duplicate 
the Avatar; only the original may perform magick. 

• • • • • Spatia l Muta t ions - With this magick, the mage 
can stretch distances, change the size of objects and warp space 
around her. A short hallway could be made ro stretch on for miles, 
while a HIT Mark could be shrunk to the size of an ant. 

Mass, however, does not change, unless the mage uses a 
conjunctional Effect with Life or Matter, and while an ant-sized 
HIT Mark would be easy to run away from, it would be almost 
impossible to crush. 
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Entropy 
When they cas docs for the gannents of Christ, the soldiers weren't 

playing games. They were auguring the future. Did you know chat one 
retired w Pompeii a few decades later with a fat pension and a doom he 
couldn't shake? It caught up with him, and with Pompeii, and, much 
later, with Rome. 1 know. 1 remember it well. 

No, child - I'm old, but I'm not immortal. But in a fonner life 
I cast the blood-spattered lots that foretold my fate for my pare in the 
Great Crime. I ran from my destiny, but that fate tracked me to the isle. 
Random chance! Child, nothing is random. 

I recall many spokes in the Great Wheel. Death to me is but a 
stream forded by each of us rime and again. I remember my Lives through 
my study of the Wheel and began that study by casting my lots. Here , 
take my dice, and feel the weight of Destiny. Are you prepared for it? 
If not, leave such Arcs to those who remember fate. 

Specialties: Fate, Fortune, Order, Chaos 

• Sense Fate 8 Fortune 
Disciples of Entropy learn to examine each thing and discern 

its strengths and weaknesses, examining what it is and what it does. 
The mage begins to sense the current of Destiny, and can discern 
what is significant and what is not, and what is true or untrue. 

Given this knowledge, the mage can pick a lucky horse, sense 
if a lock has some defect or choose the original between two 
identical items. Fate, however, is a fick le thing, and Fortune even 
more so. These insights are not perfect, just advanced. 

U nreliable as it may be, the ability to judge certainties and 
likelihoods is quite useful. Pressure points, lies and opportunities 
become obvious to one who knows their patterns. This may not 
have any dramatic effects, but once you understand an enemy's 
strengths and weaknesses, it doesn't take Sun Tzu to determine a 
combatt strategy or Lucretia Borgia to figure out a subterfuge. 

The theories used to expla in the Sphere of Entropy range from • • 
disjointed ramblings to treatises of such intricate reasoning and Control Probability 
logic as to be equally incomprehensible. Technocratic Traditions Now that the threads of Fate have been identified, the 
use models of complex thermodynamic science, while more mystickal dominos of Fortune may be pushed. Disciples learn control over 
Traditions refer to "Wyrd," "karma" or "destiny," and naturalistic probability by studying where it concentrates. Phenomena as 
mages refer to "luck" and the pleasure of the spirits. diverse as card shuffling, dice rolling, market fluctuations, traffic 

The path ofDestiny appears to be one of decay. Life forms die, jams, lost mail and roulette wheels teach the mage to identify order 
rocks erode, e lectricity scatters, organizations collapse, empires in chaos, chaos in order and the paths of probability. 
crumble and everything dissolves into chaos. As it's easier tog; This gives the mage amazing, yet subtle control over hundreds 
with the flow than against it, proponents of Entropy- like tile of small events. He can control whom a waiter will serve first, who 
Euthanaros - have found it simpler to understand the lesson;,ot picks tlhe shortest straw, who wins a coin flip or finds the one bullet 
Shiva and use the flow of probability to destroy instead af~.reate in a chamber, etc. He may determine the outcome of any mi or 

The practical applications of this Sphere are manifofd. Dis- event that would normally be mndom. Once n discerns ich 
ciples learn to quantify probability energy, which mo mages cal apparently random events are in fact redetermined, he then 
Destiny, Fate o~ortune. Through observatio , a aJ.e may spor manipulate other eventualities to his o enli • 
"accidents waic'tn~ to happen" and take adv t ge ofthem, whil c:t There's a limit to this control; ~ ~ er tn p o biliry he 
at higher levl!s, r e mage learns to manipGl e the ctu I threads tries to affect, the more difficult the a r-beG mes. ~ermining a 
of proba~h . coin-toss is simple magick. Determiningthet 5'9.the amecoin 100 

MJge..ll who rudy Entropy tel)d t spectaHze e ither ·n sowin~ times in succession becomes rrespondingly more 'fficult. Hexing 
chaos cf confus1en ot" in r@ rrn 'n_.t er and rea~o , though a pack of cards to dea a royal flusk is in the realm f possibiliry, but 
soiJ. fGilo~an._enigmanc- iddle ground Curses and ~lessings ar~ ordering a shuffled-'tleck such each card comes out as if it had 
thEiuJleclalty,_Q{l<llhe.o can bring tfi~ttaog forceofWyrd to bear never,_been-"'Shuffled is am' de probably not worth the bmher. 
on objects, indiviooal eve ideas and concepts, as well as those • • • 
who associate with these hin . ese-mages understand how all l\_Uec Predictable Patterns 
patterns break down, and thus, how they w kin d\e first place. Inanimate objects and tangible forces, as Patterns of order, 

Direct Entropy Effects do no damage until the fo rth level, are most subject to the forces of Entropy. Machines are especially 
after which they have the usual effect. Applications of e tropy _J susceptible to this phenomena. C locks wind down, engines break, 
crumbling walls, disintegrated bridges, etc.- are mo~e effective warranties expire and all things eventually fray and decay. 
and inflict the usual damage. A Disciple of Entropy can "fix" this deterioration, causing 

Masters of Entropy vary in appearance according to thei ~ new televisiorvsets to blow a fuse while old junker cars mysteri­
specialty, ranging from babbling madmen to meticulous y dressed ously still n years after they should have fallen apart. Rocks may 
university professors, enigmatic gypsies or happy-go)'ucky gam-. also be eaused to erode and teapots to chip and shatter, but as 
biers as fickle and easily distracted as Dame Fortune her If. Mages jn~py is a slow and gradual process, the only things which can 
with a high Awareness will be able to detect a dark, imPJ!netrabl;/.): affected instantly are those, such as machines, which have 
core in the Patterns of all followers of Entropy. The g~eater the thousands of intricate moving parts. 
mage's Entropy rating, the deeper and more enigmati is "liea A s with Rank Two, the mage is stiJI Iimited by the realm of 
of darkness" and the more inscrutable its nature. possibil ity. The more unlikely a feat, the more difficult it becomes 

and the less time and bother it's worth. Order can only be fixed and 
Entropy kept at bay for so long before things follow their natural 
course. 

Mage: The Ascension 



Mystick mages view this process as cursing or blessing an 
object, or laying a Destiny upon it. Such forces can be controlled; 
at this rank, the mage may imbue a physical object with probability 
energy by adding Life 2 or Matter 2 ro the spell , affecting the course 
of its Destiny and of those who come in contact with it. A blessed 
locket may take a bullet intended for its wearer, though he may 
later die a glorious death in battle. Time 2 a llows more of a say in 
such events, bur even then, they may not be certain. 

•••• Arrect Lire 
The Effects of Entropy, order and probability are far more 

complex when deal ing with living o rganisms, due ro living beings' 
complex and self-corrective nature. If a robot overtaxes itself and 
stresses its workings, it runs down unt il someone repairs it. A man 
who overtaxes himself will heal given time and care, and may even 
grow stronger. 

Adepts of Entropy srudy how life forms begin, mature , wither, 
and d ie. They also observe rhe hundreds of factors which affect the 
course of li fe, from the effects of heredity to the stresses of 
evolution and growth. The Adept learns how to influence the 
random factors of life, giving her immense power either to destroy 
it or affect its development. 

With this magick, a mage can weave a potent spell over a 
living being, blessing or cursir;1g him and his line. Other Spheres 
may be woven into such a cha rm, creating hereditary magickal 
gifts or flamboyant curses. These Arts affect probability, not Life 
Patterns themselves. 

••••• Arrect Thought 
Masters of Entropy expand their contro l over reali ty by 

studying the ways in which ideas change over time. 

The Effects of the natura l order of things on objects are fairly 
clear and indisputable, but the fact that chaos affects inte lligent 
thought seems farfetched. Yet everything which is organized is 
subject to the laws which govern order and chaos, be it the 
structure of a molecule or an organized body of knowledge. 

Masters of Ent ropy point to human history for countless 
examples of theories and paradigms that outgrew their usefuln ess 
over the centuries (the irony of such observations is lost on many 
Council mages). Thoughts, the Masters of Entropy point out , are 
at once the most mercurial and the most tenacious things, yet as 
any politician can tell you, they can be molded, shaped and 
influenced over time. 

Where the Masters ofM ind rudely subject the m inds of mhers 
to their own will , however, Masters of Entropy merely point out 
things that will strike a person a particular way and let his thoughts 
fo llow the natural progression to other possibilities. 

Master of Entropy who specialize in chaos can shatter a 
person's world view simply by making a few weird comments (o r 
can at least confuse him), while those specializing in order can 
present logical a rguments which can advance a person's conscious 
or subconscious thoughts to some higher (or at least different) set 
of ideas. Masters who specia lize in Fate or Fortune can lead subjects 
to inescapable conclusions or spark random, creative thoughts, 
which a subject may absorb as he sees fit. 

This supreme magick d irects the force ofWyrd into a mental 
concept, creating a "happy thought" or"cursed idea," which brings 
Fate or Fortune to bear on those who concentra te upon it, possibly 
extinguishing or exalt ing the thought. This may lead to para~igm 
shifts, new faiths or insani ty. 

Entropy 
• Sense Fa te & Fortune 
• • Control Probability 

• • • Affect Predictable Patterns 
• • • • Affect Life 

• • • • • Affect Thought 
Specialires: Fate Fortune Ord Ch 

' • er, aos 

Entropy Errects 
• Dim Mak - Akashic Brothers who study Entropy learn the 

insidious martial arts technique of Dim Mak, the art of striking vital 
points. While many mundane martial artists pursue Dim Mak 
(called Atemi in Japanese), only the Akashic Brothers learn the 
technique in its true form, which requires the use of magick. 

Using his knowledge of Entropy, an Akashic mage identifies 
the weakest parts of an inanimate structure or living body. By 
identifying these pressure points and then physically striking 
them, he inflicts one extra Health Level of damage for each success 
scored when evoking the magickal Effect (this requires a normal 
combat success as well). By combining this with a conjunctional 
Time 4 Effect, the Dim Mak Entropy damage may surface long 
after the blow itself has been forgotten. 

Every structure o r living being has different weaknesses; the 
mage must apply his magickal senses to each individual object he 
attacks in order to identify its particular pressure points. Also, the 
pressure points of living things slowly change depending on the 
time of day, season and other more esoteric factors, so the mage 
must re-examine living targets at each meeting. 

Other Traditions use similar Entropy Effects. 

• Locate Disorder - The mage can identify the area of 
greatest disorder in an institution or organized sequence of events. 
The more successes scored, the more precise the information 
gained. This is a sensory Effect. 

Say a mage wants to infiltrate the staff of a hotel. She scores 
one success and thereby detects that the restaurant operation is the 
most disorganized element. She disguises herself as a chef and 
infiltrates the kitchen, guessing that other employees won't notice 
a new recruit. With more successes, she might discover that the 
greatest point of disorder in the hotel's business operation lies in the 
pantry manager's personnel files, which are totally disorganized. 

The mystick must be somewhat familiar with the organiza­
tion she studies to gain much benefit, though the ability does 
facilitate extraordinary deductive abilities. In the example above, 
the mage would need to spend some time walking around the hmel 
and talking to a few of the employees before she could pinpoint the 
business' chaos point. 

• Ring of Truth - Certain words resound with destiny. 
Sometimes people can speak prophecy or truth without even know­
ing it. A mage can recognize this; this Effect grants the ability to 
discern high er truth and greater significance in spoken or written 
words, and to detect lies with some accuracy. This gives the mage a 
sixth sense; he may roll Perception+ Intuition to discover the greater 
truth - or falsehood - in anything he hears or reads. He may not 
know why something is important, but he can tell when a fact is a fact. 
A mage who uses this to discover a lie can subtract successes of 
Subterfuge rolls like countermagick against a spell (one for one). A 
liar may continue to lie with opposed rolls (see Chapter Five). 

Chapter Eight: Magick Rules 

---



This sixth sense docs not deal with the furure specifically 
(that form of precognition comes with Time 2). The Ring of 
Truth generally deals with the present, though it can be combined 
with Time 2 for predictions of startling accuracy. 

• • Beginner's Luck - There is a statistical possibility than any 
random attempt co do anything will acwally succeed. You can get a 
hole-in-one the first time you pick up a golf club, or hit the hull's eye 
on the first try. The trouble is doing it the second time, as the chance 
gets exceedingly improbable. One lucky shot is in the realm of 
possibility, but five holes-in-one from a rank amateur is beyond belief. 

Most mages agree that skill and practice will beat blind luck 
any day. When faced with any feat which she has neverartempted 
before (or at least succeeded in), however, a mystick may use this 
Effecr m call upon the force of beginner's luck and make an 
impossible shot. 

For each success with this Effect, the Sroryteller may add one 
success to any non-magickal skill roll which a mage has two dice 
or less to attempt, in addition to any successes which the mage 
makes on her own. The "automatic successes" from this Effect last 
until they are used in some spectacular success, at which point the 
magick expends itself. 

Each furure atrempt to use this same magick for the same feat 
adds+ 1 to the difficulty. This reflecrs diminishing returns. Mages 
who wish to continue to make spectacular successes should pur· 
chase additional levels of the skill in question. No one stays a 
beginner for long. 

• • Games of Luck- Using her power to control localized 
random events, rhe mage can virtually determine the outcome of 
any game of luck. She may contro l rhc throw of dice, the shuffle 
of cards, the fall of a roulette ball and other such events. The more 
successes scored, the more precise the control she exerts. 

• • • Slay Machine - Entropy students can rum technologi· 
cal marvels into ruined heaps. At this level, the mage uses his 
knowledge of Entropy to infuse technological systems with raw 
chaos. Any modem machinery or electronic device can be caused 
to malfunction or even self-destruct. 

Computer systems corrupt all of their smred data, rendering 
it unintelligible. Electrical currents within electronic equipment 
surge so radically that components melt. Phone networks ran· 
domly scatter their calls, routing rhem to wrong numbers. Power 
d istribution equipment, like circuit breaker boxes, go haywire­
some breakers trip for no reason, while others fail to trip, causing 
power surges, blown light bulbs and overheated power lines. 

The more successes scored, the greater the magnitude of 
disorder caused. Several successes may be required ro cause large 
machinery ro glitch once or twice, while small systems will run 
amok with the same number of successes. 

A similar Effect, Erode Matter ,causcsgasestodiffuse into the 
air, liquids to evaporate and solids to disintegrate. The number of 
successes rolled for the Effect determines how quickly the matter 
dissolves and how much of it can be affected. Three successes rot 
away a wooden door wirhin a minute, wh ilc five successes corrode 
the steel body of a truck in under five minutes. 

• • • Like Clockwork -The Technocracy is most famous 
for this Effect, though all mages make usc of it. After this enchant· 
menr, a machine, typically a clock, will run error-free and as 
precisely as it was designed to do. Both the device and the spell 
must be maintained occasionally (otherwise probability gets 
stretched too far), but clocks (and orher devices) can run "like 
clockwork" for centuries. 



Tim Effect can insulate the device from Slay Machine 
<lllernph. The magick used to mamram perfect operation will foil 
mo)l ,nrempt) ro cause somcthmg 10 go wrong by way of Entropy. 
Tht~ m;lgtck, however, does nm mo,ulate rhe machine against 
Spheres hke Maner, which sabotage theJevtce magickally (though 
s11nil.1r Matter Effects can prevent th ts as well). 

• • • • Blight of Aging-Commonly focused through brews, 
poison~. effi~.: i cs or curses, this Effecr infuses primal entropy di­
rectly inroa wrgcred life form, causing irs body toquicklydeteriorate 
and decay. This resembles advanced aging; the target effectively 
<lges five years for each success scored on the magickal Effect mll. 

Ltfe forms aged past their nornu1l life )pans will quickly dte 
and rurn w dtN. Victims prematurely advanced to old age should 
1->e as~tgned penalties to rhetr Phystcal Arrnbutes. 

M;ln\ Tr<idinons usc similar life-destroying Entropy Effccb, 
hut the Verbena are best known for it. Because they normally 
rclbh 1 he vthrancy of life, Verben;1 see the removal of that vigor 
a~ the worsr sorr of punishment. 

• • • • Midwife's Blessing - T he Verbena claim ro have 
originated this ancient magick. The mnge lnys her hands on the 
belly of a pregnant woman and blesses the child, typically, "To 
gruw mll, smught of limb and well favored." Anything more b 
con~tde red superfluous, though the Progenitors often design the 
chtld's enmc look and body. 

Each success rolled reduces the probabtltty of disease or 
defornmy. Three successes or more wtllusually insulate a chikl 
from any Mlrt of disease, short of a mnsstve plague, for life. Again, 
thb ,tffects probability, nm the body itself, though it may be 
comhtned wirh Life 4 to grant 1 he child vimlity or beauty. 

The Sroryteller must decide how many successes are neces­
sary for the Effect, depending on the complexity of the thought 
and rhe passion of the victim. One-rh ree successes can dissuade a 
person from a whim, while five or more would be needed to reject 
a deeply-held passion or cunvtction. 

• • • • • Binding Oath -One of the most ancient rite:. of 
magccrafr. When someone enters into a pact, agreement or ser­
vice, the mag<.: administering or giving that oath may cal l the force 
of Je~riny ro witness the proceedings and w punish anyone who 
breaks the spirit of the oath. 

A binding oath is a powerful mag ick, with dire consequences 
for those who break it. A mage who swore to "Protect the most 
anctent Order of Hermes," then defected ro rhe Technocracy, 
would have some horrible doom fall upon htm. He would also he 
psychtcally marked as an oathbrcaker, a dire stigma eastlyderected 
hy mages sensitive to destiny (i.e., Entropy I). If the mage breaks 
an oath due to some outside compulsion - he's sworn to protect 
someone, but kills her while mentally enslaved by another- this 
docs nm counr l'IS being forsworn unless rhe mage willi ngly 
submitted to the mental enslavement. C irc umstances do apply. 

--



--

Forces 
There is power in clte elements, the force of creation bound up into 

compact forms, brmting with />Otemial. You may call them by cheir 
proper names- earth, air, fire , water - or by any other common 
appellation - Spheres of Fire, Dream-Parterns, periodic elements, 
whacever. The /)UL~e of Lhe gods cares not what name you apply. 

Touch my hand. Can you feel it? That crackle in the air, inches 
from where my mortal skin begins? That is the legacy of command. The 
winds themselves bow as I pass by, for I know their thousand names and 
call them at my pleasure. Soon, rhat Art shall be yours. 

Specialties: Elements (any or all), T echnology, Physics, 
Weather 

llumans have long sought ro contro l the energies of nature. 
Toward Lhisend they have employed techniques ranging from ra in 
dances to billion-dollar fusion power experiments. Modem man 
has progressed a long way toward h:uncssing many of these 
energies, bur mages who master the Sphere of Forces know that 
there is much rhat "civilizat ion" does nor understand. Masters of 
Forces arc enlightened beyond the bounds of Newtonian physics, 
quamum theory and special relativity; they apply theories and 
practices that allow them ro manipulate and create any of the 
fo rces of nature. 

Force~ i one of the Pattern Magicks, which, along with the 
ether\c Sphere of Prime, form the Spheres of rhc Elements. Even 
those force defined by modern T'cchnocratic science as the 
absence of force- darkness, silence, stillness, cold- are forces 
in and o~Lhcmse l ves to some philosophies. The Akashic Brother­
hood refers LO Forces as the Sphere of Fire, while the Order of 
Hermes numbers it as rhe Sphere of the masculine e lements, Fire 
and Air. RegarJiess of the view, wrlhin the Sphere of Forces, all 
forces arc coru;rdered equal. Termrnologies differ, but mages who 
seek to cause serious damage to their foes often swdy this Sphere. 

Nothing beats Forces for ~hecr de rructive power; an Effect 
utilizing Forces adds one additional success ro damage rolls. This 
does noL apply ro other uses, which apply the successes ro lled 
straight up. Certain energies are limited by Sphere levels; simple, 
manifestations can be used at lower levels, while massive phenom­
ena arc limited ro the higher ranks. Most larger Effects also require 
plenty of successes. 

Mages who master Forces reveal themselves in weird and 
distinct ways, depending upon their chosen Art. When an ice 
wizard enters a room, the temperature drops, while candles flare 
brighter around a fire witch. A storm lord's hair and breath crackle 
wrth static e lectricity and his voice rumbles with thunder, am) a 
spellsingcr may be surrounded by soft music and shatter glass when 
she screams. Other mages tend to give Maste~ of Forces some 
distance, as they are infamously Paradox-prone and their magick 
tends w he very messy. 

Mage: The Ascension 

• Perceive Forces 
The mage discerns the movements of energy. By identifying 

their Pa Lrerns, she can perceive all rypcs of energy flows, sensing 
wavelengths far beyond the limited range of visible light and sonic 
frequencies upon which normal mortals re ly. The mage may see 
anyrhing from infrared light to x-rays ro gravity waves. Even in the 
absence of such positive forces, some mages have learned how to 
perceive colors in darkness, sense sti llness and hear volumes from 
silence. 

•• Control Minor Forces 
All rhe positive forces are essentially the same - sound, 

light, heat, etc.- as are the negative forces (or their absence, to 
usc rhe Technocracy's definition) -si lence, darkness, cold and so 
on. While a mage at this level of understanding cannot fundamen­
ta lly change either positive or negative energies, she can exercise 
some degree of conrrol over their ebb and flow. 

Sound and silence may be sent in different directions, allow­
ing a mage to disguise her voice, eavesdrop at a fardistanceorcloak 
herself in an field of silence, sending chc sound of her footfalls far 
inro the ground. Light and darkness may be bent and refracted, 
focused and diffused, allowing rhe mage to change apparent colors, 
displace his image, wrap himself in shadows, create a mirage o r 
focus a fl ashlight into a fine laser. Hear and cold may be shuffled 
about, warming one thing while chill ing another, while other 
fo rces may be controlled in a similar manner, including gravity, 
electric ity, magnetism and a ll manner of radiation. 

The amount of energy that can be controlled at this level is 
limited. A mage contro lling electricity with this knowledge could 
short-circuit a car or a house, but not an apartment building or a 
power plant. One contro lling light or darkness could black out a 
house, but not a city block, and a mage controlling kinetic energy 
mrght deflect a bullet o r change the vector of a skateboard, bur 
could only slow, not stop, a Mack truck. The larger the fo rce to be 
controlled, and the degree of that control, the more successes the 
spe ll demands. A candle flame can be made to flare with only one 
success, but a bonfire requires five or more, and ro make a fl~me 
donee or form pictures requires ,even more succe es. T o contr I 
greater forces requires Forces 4. 

••• Transmute Minor Forces 
The mage can now change ·one force intO another, flip 

posmve mto negative, or create- or destroy forces as she likes, 
summoning them out of thin air and d solving them into same. 
With this level of Forces alone, a mage may change one force into 
anorher. Radiation may be transformed into sound, kinetic mo­
tion to e lectricity, he t into cold or light into larkness. 

With a conjunctional Effect with the Spheres of Matter or 
Life, a mage may transmute things of those Spheres into a Force of 
Lhc strcngrh governed by this level. 



Alternately, the mage may reweave ambient Quintessence 
(with Prime 2) in to one of the baser forces or transform base energy 
in to pure ether. Borh Aristotelian alchemy and modem science 
teach that energy and matter are, a t essence, che same thing. With 
th is magick, a mage may transmute the elements- even changing 
invisible ether into physical force and summoning such force from 
"nowhere." 

The amount of Forces that can be c reated by use of this level 
tS limited as with Forces 2, but with enough success, a mage with 
this power can now freeze enemies solid or incinerate them on the 
spot, blow up cars, fly through the a ir, levitate alligators and erase 
reams of data with a magnetic pulse. W ith Life 4, a mage may even 
transform himself into a being of living fire or lightning, a shadow 
or a chill in the air. 

•••• Control Major Forces 
T his power works like Forces 2 above, but the maximum for 

that level is the minimum for this one. With enough successes, the 
degree of power a mage may wield with Forces 4 is frightening. He 
may focus the light of the sun into a laser canon or cloak footba ll 
stadiums with prismatic illusions, redirect missiles mid-flight, 
send shockwaves the other way, banish a thousand shadows into 
a single com er and melt glaciers while lakes are frozen solid. Most 
of these Effects, of course, are quite vulgar, so there are restrictions. 
He could, of course, a lso use this level of understanding tO guard 
himself and others from the fury of these forces- tO fireproof 
fo rests, protect ships from storms and so on. 

• 

••••• 

Forces 
• Perceive Forces •• c 

onrrol Minor Forces 
••• T ransmuce Minor Forces •••• c . 

ontroa Major Forces 
••••• T ransmute Major Forces 
Specialties: Elements (any or all), 
Technology, Physics, Weather 

Transmute Major Forces 
This level operates like Forces 3 above, but with enough 

successes, the degree of power a mage may access is almost 
limitless. Technomancers have used this knowledge to unleash 
the power of the atom and c reate nuclear explosions, but lucki ly 
consensual reali ty, common sense and countermagick limit care­
less uses of this abi li ty. Some powers are luckily still beyond the 
scale of th is level of Forces, a lthough some mages strive to master 
them (including the sorceress Lou hi, ofFinnish legend, who is still 
- unsuccessfully- arrempting to put out the sun). Large Effects 
require many successes, as well as logic- it's easier tO brew a storm 
during monsoon season than i.n the middle of a drought, for 
example - but a Master of Forces may conjure hurricanes, 
fireswrms, tidal waves, earthquakes and nuclear blasts . 



Forces Errects 
• Darksight -ln the absence of visible light, the mage can 

shift his perceptions up or down the spectrum of electromagnetic 
radiation. This allows him to view infrared or ultraviolet light, 
radio waves, x-rays, etc. He won't be able to discern colors, but may 
read other interesting perceptions from the various spectra- x­
rays would allow him to see an object's underlying structure, and 
he cou ld see in the dark using infrared. 

• Quantify Energy - By invoking this Effect, a mage can 
sense the type and amount of energy at work around her. She can 
easily translate her perceptions into accurate measurement units 
such as volts, amps, tes ta, g's, etc. Note that this includes kinetic 
energy, which allows the mage to determine an object's velocity in 
relation to her if she knows the object's mass. 

• • Discharge Static - The mage can cause the static 
electricity in the air ro discharge spont:aneously in a localized area. 
If the Effect centers around a victim, he will suffer one Health 
Level of damage per success scored (he can try to soak this damage; 
the usual + l success does not apply). lf a living target suffers more 
Health Levels than its Stamina rating, it is stunned (unable to act) 
a number of turns equal to the difference. This Effect is easier to 
perform when the air is dry (low humidity) or when the mage is 
around powerful e lectrical machinery. 

Some Akashic Brothers use a similar Effect to become living 
reservoirs of static electricity, which they discharge when striking 
opponents. 

• • System Havoc - Using this Effect, a mage can touch any 
electrical machinery or power distribution system and virtually 
destroy it by fluctuating the current entering the system into 
spikes of e lectrical energy. Many advanced systems a re tempest­
hardened (protected against surges). Tempest-hardening may 
minimize the damage the mage inflicts. but virtually any system 
can be shut down if not damaged. 

Virtual Adepts use a similar Effect to control electrical 
mach inery. Their control is rudimentary at best, and the mage 
must also have a firm understanding of the machinery (gained via 
Technology, Computer, or Science Abilities). 

• • Walking on Water - By controlling the molecular 
cohesion on the surface of a liquid (usually water), a mage can 
make the surface solid enough to walk across. Depending on the 
number of successes the character rolls, other people can follow 
along. 

• • or • • • (depending on the size of the object) Telekinetic 
Control - The will worker may telekinetically control the move­
ments of an object, assuming it's already in motion. The object 
cannot be made to move faster than its original speed, though the 
mage can slow or stop it by siphoning kinetic energy into the air 
around it. This velocity limitation results from the mage's inability 
to create more kinetic energy to impart to the object. The Adept 
can, however, redirect the flow of kinetic energy to change the 
object's direction; bullets may be reversed to strike the gunman, 
while a moving car may be forced sideways instead of forward. 



T he more successes the caster rolls, the more kinetic energy 
he can command: four successes would grant control over a 
speeding bullet or a sprinting man, five a moving car, etc. It is very 
difficu lt m mainta in control of a living creature, as the creature 
can simply stop moving. A Wits roll is necessary for very fine 
telekinetic movements such as threading a needle. 

Members of the Akashic Brotherhood use te lekinetic powers 
ro give themselves extraordinary leaping abilities when perform­
ing Do. It's said that some Verbena do indeed craft telekinetic 
Talismans shaped like brooms, but this may just be stereotyping. 

• • • Call Lightning - If a thunderstorm (or other electrical 
discharge} is nearby, a mystick can route lightning out of the sky 
to strike any visible target in the vic inity. The victim can soak 
damage normally. Living beings may also be stunt'led as described 
above in Discharge Static. 

• • • • Embracing the Earth Mother -The Dreamspeakers 
believe that they can stir the Earth Mother into brief moments of 
fi tful wakefulness. By sounding their drums deep and loud, they 
can call Gaia to embrace a chosen target. The Effect causes gravity 
to focus around rhe chosen area or target. 

Each success on the Effect roll allows the mage to create a 
gravitat ional field one "g" strong (a "g" being a force of gravity 
equal to Earth's normal pull). So, with four successes, the mage 
could create a field of gravity four g'sstrong (in which a I 00-pound 
boy would weigh 400 pounds). Five successes enable five g's, six 
enable six g's, etc. 

As a general rule, a characte r can barely remain standing 
under a g-force equal to his S trength Attribute, and can still 
breathe under g-forces up to twice his Stamina. At higher g-forces, 
objects begin to collapse under the stra in of their own weight. A 
subject caugh t in a gravity fie ld higher than her Strength At­
t ribute must ro ll her Strength Dice Pool; the difficulty is the 
caster's successes + 3. If she fails, the subject suffers one Health 
Level of damage; if the subject wins, she can crawl a few feet per 
success to try tO escape the field. 

Other groups, notably Ecstasy Cultists and Euthanatos, use 
similar Effects. 

• • • • • T empest in a Teapot -The storm wives of the 
Verbena use this magick to harness the pull of the moon and the 
flow of the tides and brew a tempest, using a small copper kettle 
inscribed wi th runes and a length of cord as their foci. Multiple 
witches may act in concert, dancing around a larger cauldron. The 
Verbena of England claim that the storm which wrecked the 
Spanish Armada was their doing. Existing storms may be called 
and controlled with Forces 4, but with this level, the witch weaves 
the tempest out of the energy of the moon herself. 



--

Lire 
Weare gods incarnate; our flesh is buttheclochingof divinity. Still, 

one shouldn't tear such fine apparel on a whim or treat it with disrespect. 
If we are manifestations of the Divine, chen we should look the part, 
don't you agree? 

When you understand- truly understand---:- the nature of what 
we are, you'll be able tO change your godly vestments as easily as you 
strip off those mortal rags. It's not an easy thing to do-we are told from 
childhood co abhor our bodies - nor a simple thing co master. Mortal 
forms are complex clothing and require a clever seamstress co shape chem 
to their full advantage. Still, when you take away our tools, our laws and 
even our language, the body shall remain - the ultimate cool, the 
ultimate garment. 

Specialties: Shapesbifting, Disease, H ealing, Improvement, 
Cloning, Creation 

The boundaries of the Sphere of Life are vague and diffuse; 
definitions of this Sphere range from organic matter, to living 
matter, to anything infused with life energy (including vampire 
blood). No two T raditions (let alone mages) ever exactly agree. 
The Akashic Brotherhood considers Life to be the Sphere of 
Wood, the most complex of the T aoist five elements, while the 
Order of Hermes numbers Life as separate from the four elements 
and the Quintessence. Other Traditions have yet further defini­
tions, but most agree as to the intricacy of Life and its importance 
among the elemental Pattern magicks. 

• Sense Lire 
The mage begins his study by identify ing Patterns of Life. By 

reading these Patterns (however his philosophy defines this), he 
can learn a lot about a life form - its age, its sex and every aspect 
of irs health. With this awareness, the mage can also sense 
different forms of life nearby. 

•• Alter Simple P3fterns 
He3l Selr 

Life manipulation begins with the simplest living Patterns. A 
mystick can alter the structure of basic life forms now, from 
microscopic viruses and bacteria to creatures as complex as insects 
and shellfish (as a good rule of thumb, any invertebrate is consid­
ered a simple Life Pattern). All plant life, from algae to sequoia 
trees, possess Life Patterns simple enough for the mage to manipu­
late. 

The mage can only influence these simple Patterns at this 
level; he can heal simple creatures or ki ll them, cause crabs to 
sprout extra legs, trees to bear fruit or bees to release the phero­
mones which signal a swarm. Whatever he does, the creatures 
themselves remain what they always were-he can mutate rhem, 
bur cannot transform them. A cherry tree is still a cherry tree 
(even if it now bears poisonous fruit) , and a luna moth is still a luna 
moth (even if it now has a four-foot wingspan). 

The mage also begins to understand the most complex 
Patterns of Life, beginning with the one most fami liar to him, his 
own. At this stage, he may only correct (or create) breaks in his 
Pattern to heal or harm himself as he desires. 

••• Alter Selr 
He3l Lire 
Tr3nsrorm Simple P3fterns 
Cre3fe Simple P3tfer,.ns 

At this rank, tlle mage can,.alrer his own t'attem, making 
subtle improvements and variations ~e did i~h simple P ttems 

L----...;.a.;;..t Life 2. He cannot substantially char ge \vha he is (a hufllan), 
but can change-his gender or al?pesn e or ~I yskally modify is 
body to grow elaws, fu , gill , etc. 
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Simple Panerns are nO\ is to c mand; h may) u;n em 
inside-out, change one into ano~er or even create·tl~n entirely 
from other Panerns, through cbQjunctional Effects lnfolving 
Forces, Matter or Prime. The mage can chang_e wildfire into 
wildflowers, glass grapes into living fruit or the Platonic ideal 
butterfly into its living counterpart. 

Unfortunately, any life form he creates has no mind beyond 
what it held before. However, for simple life forms, especially 
plants, this fault is virtually irrelevant. Even creatures such as 
crabs or insects can be imbued with some instinctive reflexes that 
serve for intelligence in the absence of a true mind. 

The mystick begins to understand other more complex or­
ganisms now, and may heal (or harm) other people as he did 
himself at the previous rank. 



- •••• Alter Complex Patterns 
Transrorm S elr 

A mage who reaches this rank can change the structure of any 
complex Life Patterns, including those of other sentient beings. As 
with Life 2, the creatures subjected to this magick still retain their 
original form, bur radical variations on char basic form are sti ll poss1ble. 

A Life Adept can alte r her form to resemble another living 
being of approximately rhe same size and mass. She may become a 
deer, bur nor a mouse. Special abilities - water breathing, fl ight, 
ere. -do nor carry over ar this level without additiona l Life Effects, 
and moving around in the new form wi ll take getting used to. 

More nawra lisric Traditions compensate for this shorrcom· 
ing by working instinct into the basic form. A mysrick risks losing 
her mind entirely chis way, however. Some have found themselves 
trapped in rhe shape of panthers or dolphins, and have only freed 
themselves when rhey encounrered something which reminded 
rhem of what they truly were. 

••••• Transrorm Complex Patterns 
Create Complex Patterns 
Perrect Metamorphosis 

A Master of Life can transform others as she transformed 
herself at the previous rank. At th is level, she can attain any form 
she desires and a lter o thers the same way. 

This carries irs own problems. A highe r being transformed 
inro a lower one rends to trade intelligence for survival instincts, 
while a lower life form changed into a higher one has similar 
problems. A dog transformed into a bodyguard might be faithful, 
but not terribly smart, and a turnip transformed inro a dinner dare 
would still be a vegetable in mind, if no r body. Getting such 
creatures to srand on two legs, let alone speak, requires a long 
period of instruc tion or a conjunc tiona l Effect with Mind 3 (less 
successes needed for the dog, many more for the turnip). 

The perfect metamorphosis a Master achieves has no such 
problems. A mage who shapeshifts at this level carries her mind 
and Arts with her. Whatever she becomes, that form is as natural 
as rhe one she was born inro. 

Ar this level, the mage a lso gains a mos1 unique power, which 
some might hold as divine: He can weave a new Pattern to create 
any life form, even a human body, using conjunctional magick tO 

translate it from energy, matter o r pure Quintessence with the 
appropriate rank of Forces, Matter or Prime. Unfortunately, the 
life form created has no mind o r soul beyond the base material or 
the Resonance it carries. A painting might be haunted by rheghost 
of its subject, and the mage who caused her to step out into life 
might find a perfectly capable woman (with her own agenda) 
greeting him, while a handgun changed into a hamster might 
become a particularly stupid, yet bloodthirsty, hamste r. 

Consequently, many mages prefer to create a new being our 
of Prime Force, certain that it possesses no mind or soul beyond 
what the mysrick gives it. This might seem pointless, but mages 
have found various uses for such soulless shells. Some create new 
formsoflife mere ly to study how new "improvements" mighr effect 
their living bodies, while o thers imbue these soulless lifeforms 
with preprogrammed reactions that mimic instinctual intell i· 
gence. The Progenitors have a "damage control" division which 
cremes beasts whose only instinctive drive is to kill, then un· 
leashes them against their enemies. 

Lire 
• 
•• 

••• 

•••• 

Sense Life 

A leer Simple Parrerns 
Heal Self 

Alter Self 

Heal Life 

Transform Simple Patterns 

Create Simple Patterns 

Alter Complex Life Panerns 
Transform Self 

• •• • • T r ransro rm Com•Jiex LJ·re P 
< n atterns 

Create Complex Life Patterns 
Perfecr Metamorphosis 

Specialties: Shapeshifring o· H . 
1 • •scase, ealmg 
mprovemenr, Cloning, C reation • 

Empry husks make ideal resting places for spirits and astral 
forms as well. Most spirits can manifest in an empty body (or even 
possess occupied bodies) and interact with rhe physical world. A 
mage who helps an Umbrood across this way can demand favors 
and expect to get rhem. 

Masters of both the Life and Mind Spheres can untether the ir 
psyches and c reate new bodies for rhe ir own astra l forms to fi ll , 
whi le those adept at Spirit have devised a form of life insurance 
which involves reincarnating in new bodies when the old ones die. 
Such mages often leave a long trail of different identities behind 
them, attaining a degree of immortality. 

Lire Errects 
• Genetics Scan - Using her computer, a Virrual Adept 

with Life Arrs can execute a program to scan her immediate 
vicinity for signs of life. Graphics indicate any nearby life forms' 
and their posicion relative to the mage herself, as well as anaromi· 
cal readouts of rhe detected forms based on their Patterns. The 
Adept usually filters the input so her computer doesn't show every 
gnat and cockroach. S he can scan for single species, or even for 
specific ind ividuals if she has rhe person's Pattern scanned into her 
computer's memory (automatic if the mage has previously scanned 
rhe target). After about a quarter-mile range, the scan becomes 
highly inaccurate and may even show ghostly images of life forms 
char aren 't really there. 

• Prayer o f Healing Revelation - The Celestial Chorus 
studies Life Arts rodetect illness and injury. These Disciples learn 
to identify flaws in a life form's Pattern that indicate various 
diseases, injuries, po isons and parasitic infestations. The mystick 
must usua lly make a Perception ro ll when scanning the Pattern. 
The more successes scored, the more specific rhe informacion she 
receives. One success might reveal poison, two might reveal the 
poison is affecting rhe respiratory process. and three successes 
might determine the poison to be cyanide. 



• • Heal Simple Creature- A healer can attempt to repair 
a life form's damaged Pattern. Virtually any afflict ion can be 
corrected this way. General healing is decided the same way as 
damage is. The Storyte ller must decide rhe number of successes 
required for other restorative Effects such as regrowing limbs, 
curing paralysis, ere. 

Each attempt at healing a Pattern assumes that the mage does 
as much restorative work as she is able. Repeating rhe Effect will 
not heal more damage. At the Storyteller's discret ion, the mage 
may attempt to fix more Pattern damage after the creature has had 

- sufficient time to heal. Any new damage suffered by the subject 
- can also be treated by the mage. Some sorcerers have been known 

to cure a little bit of damage, cause more and then try again. Of 
course, these same mages rend to botch this Effect and cause 
immense damage. 

Certain rypes of wounds require special treatment when 
healed through magick. Aggravated wounds (see Chapter T en) 
can only be treated using vulgar magick. Aggravated wounds such 
as damage from Paradox backlash o r Pattern leakage (see "Better 
Body") cannot be healed with Pattern magick; only natural 
healing will work. 

Finally, rwo mages cannot successively heal a single subject. 
After one mage has cured a subject, another cannot try until the 
subject suffers more damage. Two or more mages may sti ll act in 
concert to heal a subject. 

• • H o Tien Chi - C hinese for "Breath of the Day after 
Birth," Ho Tien Chi is a breath control exercise mastered by the 
Akashic Brotherhood. Through this powerful Effect, the mage 
can restore damage done to his body. The results are the same as 
those of Heal Simple Creature, above. O ther groups pract ice 
various methods of healing, from the Celestial Chorus's laying on 
of hands to the crazed Technomancer theories involving electri­
cal stimulation of the body's healing faculties. 

• • Little Good Death - This Effect is the first form of 
killing Euthanatos Disciples learn. With it, a mage mentally grasps 
and shreds the Erheric Panern of any simple creature (see the 
Damage and Duration chart for damage). Other Traditions use 
similar Effects, though less frequently. 

• • Mold Tree - Verbena use this Effect to reweave the 
Pattern of a tree, causing irs branches or even its trunk ro bend and 
twist into new shapes. 

• • • Better Body - By reweaving the Pattern of his own 
body, a mage can improve on Mother Nature. Each success rolled 
lets him increase one of his Physical Attr ibutes or his Appearance 
by one dot. These improvements can exceed the regular five dots, 
but the Effect then strays into vulgar magick. The Effect has the 
usual duration; if the mage wants it to become permanent, he must 
pay experience points for the improvements or suffer Pauern 
leakage. 

Pattern leakage is caused by a metaphysical imbalance be­
tween a mage's outer form and his True Form- what he is, versus 
what he appears to be. As time progresses, this leakage causes 
physical trauma ( i.e., Health Levels) as the mage's body feeds on 
its own life energy in an attempt to sustain its exaggerated form. 
A mage with this syndrome is, in fact, a thaumivore (see "Mythic 
Beasts," Chapter Nine) . If he's ski lled in Prime, he may feed his 
body from the Quintessence in his Avatar instead. When a 
thaumivoric mage exhausts this alternate energy supply (which 
commonly happens if hedoesn 'tmeditate at a Node), his body wi ll 
turn back ro feeding on his life. 
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Many new shapechangers have only a basic understanding of • A mage will suffer one Health Level of damage for every day 

that he mainta ins a boosted fom1 as his thaumivorism drains 
Q uintessence from his life energy itself. lfheexerts the capabilities 
of his improved body, this interval can decrease to hours o r even 
minutes. This damage cannot be corrected or healed unti l the 
mage allows his Pattern to revert to its natural form (losing the 
points gained in Attributes) or he pays for a permanent upgrade. 
Damage suffered from Pattern leakage can only heal a t a natura l 
rate, not through Pattern healing, and Pattern leakage continues 
until the mage dies, spends the points ro pay for the improvements, 
or allows his body to revert ro its natura l form. 

If he wants ro warp his True Form, the cost to permanently 
raise an Attribute this way is half of what it would normally be. 
This requires a t least five successes on a vulgar Life magick roll and 
costs rime and pain besides. Going from Appearance I to Appear­
ance 4 through Technocratic magick takes extensive plast ic 
surgery, and most Tradit ional methods a re equally unpleasant, 
involving everything from noxious porions to funhouse mirrors. 

Pe rmanently rewriting your Pattern into one which is not so 
much better as different, i.e., exchanging Strength specialty Brawny 
fo r Strength specialty Lean, or blue eyes co brown, is more of an 
a lteration than an improvement. This does nor cause Pa ttern 
leakage, though it can change the mage's True Form. 

If the mage exceeds the human maximum of 5 dots in any 
Attribute , he must mark off a permanent point of Paradox for 
every point in excess, e.g. a mage who increased his S trength to 7 
and his Dexterity to 6 would have three points of permanent 
Paradox unri l he somehow lost such overtly vulgar upgrades. This 
is a common problem with Iteration X cyborgs- many become 
roo vulgar to safely survive on Earth. 

The mage may also use this Effect to create natura l weaponry 
-fangs, claws, extra-dense bones, poison sacs, etc. Treat these 
narural weapons as clubs, claws or knives (see "Combat," Chapter 
T en). This Effect is generally vulgar. If she wants to make such 
improvements permanent, she must a lso mark off a permanent 
point of Paradox fo r each such mutation, though these do nor 
cause Pattern leakage unless they also increase her Attribute 
ratings. 

• • • Rip the Man-Body - With this Effect, an Euthanaros 
can rend the Patterns of more complex life forms. As the mage 
lacks detailed knowledge of such complex Patterns, she cannot 
unravel the Patterns quickly. The overall effect of this magick 
resembles Little Good Death, though Rip the Man-Body can 
affect any life form. This damage often manifests as lesions and 
interna l hemorrhaging. 

• • • • Lesser Shapechanging- W ith this magick, the mage 
may a lter his shape into that of any higher animal of similar size 
and mass. His mind, however, is not changed, and he must learn 
to think and move in. whatever form he rakes. A mage who takes 
the shape of a tiger will have to learn how ro walk like a cat, drink 
like a car and fight like a cat. 

what they do. Until he gets to know a given form - which costs ~ 
two points per form - he must expend a point of Willpower each 
day that he spends in the new form to remember who and what he 
t ru ly is. Whi le shifted, he cannot regain spent Willpower; if he 
runs our, he will believe he has always been that creature until 
someth ing convinces him otherwise. If he re turns ro his natura l 
shape, he wi ll have to go through a period of adjustment before he 
remembers his true form and his previous memories, though Mind 
magicks may be used to get around this. 

• • • • Mutate Form - The mage can alter the form of -
another living creature , causing deformities (paralysis, amputa- -
tion, etc.) or benefic ial mutat ions (gills, flexible joints, etc.). 
Mysticks (especially assassins and secret agents) also use these 
mutations as the ultimate form of disguise, altering body structure 
to adjust height, weight, build and facia l features. 

The number of successes ro lled indicates the degree to which 
the mage can warp r.he subject's body. Mutations that last more 
than one scene may cause the t raumatic Panern leaking effect 
described above in Better Body. 

• • • • Physiological Emotion Control - Many Virtual 
Adepts view human beings as biological computers. By inducing 
certa in reactions within the physical body, they can "reprogram" 
a person's behavior. Emotions like anger or fear can be induced by 
causing the body to re lease adrenaline, while endorphin stimula­
tion can bring on intense pleasure. Even depression often has 
biological causes. This "tyranny" of the physical body over the 
mind is one of the reasons that the Virtual Adepts wish to attain 
a virtual reality state, where that body is left behind and the mind 
is no longer a slave to the body's needs. 

Any Adept of Life can induce emotions in a subject by 
causing the person's body to re lease or stifle the correct hormones. 
The more successes on the Effect ro ll, the more severe the 
emotion. 

• • • • • Animal Form- Verbena Masters of Life use this 
Effect on those who displease them, turning an offender into a 
lesser creature such as a frog o r a fly. The subject of the transfor­
mation receives all the benefits or penalties of the new form; her 
senses are limited to those of the new form (e.g., a human 
transformed inro a tree would nor be able to see, smell or hear, but 
might gain new senses that a llow her to "feel" sunlight, water and 
wind). The subject's sentience does not change, and mages may 
still make use of magick in any form. 

T his Effect can tum mice into horses or a horse into a 
coachman, a Ia Cinderella . Animals changed into humans tend to 
go through a longer accl imation process, but will eventually come 
ro think of themselves as humans- and may fear the witches who 
wish ro change them back to thei r proper shapes. 

• • • • • Perfect Metamorphosis - This ancient Hermetic 
magick a llows a magus ro rake any shape he pleases without losing 
his inte llect. S ize and mass are no object, and body and mind mesh 
perfectly. The wizard may live in the shape of a griffin while still 
remembering his history as a man and his status as a mage. This 
type of perfect transformation is only available to the mage 
himself, though mages who have achieved this levetkJimnitm'I:Ulii!::= 
Oracles of Life understand how to use this 

Chapter Eight: Magick 
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Matter 
You've heard of the Philosopher's Stone, have you not? The 

Platonic ideal carved from thought and given form by the greatest of our 
Arts? It's said chat such an item, if it could be made (which indeed it 
could and can), would transform base metals into their finest form -
gold. Like chose who sought the Scone, we Children of the Mysteries 
would bring all who surrounds us - from base brass rabble co sterling 
statesmen - co their purest state. 

Until chen, we content ourselves with shaping the world around tiS 

to our wills. Turning lead into gold is no fairy tale -1 can demonstrate 
the act right here, given jti.St a bit of time. With much study and 
dedication, you too can achieve what men have bragged of for centuries 
-transmutation of form to form. In time, you may even summon form 
where there was none to speak of before. Matter is what we make of it . 
Let no Technocratic table of elements tell you otherwise. 

Specialties: Transmutation, Shaping, Conjuration, Com­
plex Patterns 

Matter is one of the Spheres of the Elements, the sum of the 
Pattern Magicks (Forces, Life and Matter) and the etheric Sphere 
of Prime. To the Order of Hermes, Matter governs the feminine 
elements, Water and Earth, while to the Akashic Brotherhood, it 
is the Sphere of Water, Earth and Metal. Tlcis Sphere concerns 
itself with the Patterns of non-living matter, though the precise 
line between this Sphere and the Sphere of Life, like the precise 
line between the Elements, varies from Tradition to Tradition 
(see " Life"). Most Technocrats draw the line between inorganic 
and organic material, or between simple organic chemistry and 
complex organic chemistry. 

Wherever the division lies, students of Matter first learn to 
analyze their subject, then to transmute one basic substance into 
another. After this, a mage learns to rework the shapes of items, 
craft articles of great complexity and finally, at Mastery of the 
Sphere, create items of wonder and the substances of legend, 
including Orichalcum (True Gold), Lunargent (True Silver), 
Hermium (True Mercury), plutonium and the other highly radio­
active elements, dragon pearls, mythical perfumes and marvelous 
machines, alloys and automatons that defy "conventional" sci­
ence. 

Masters of Matter tend to have a variant of the Midas touch. 
All their material possessions (and those they come in contact 
with) are fine and precious, polished, sparkling or in a perfect state 
of repair. Nevertheless, they hold most possessions in disdain in 
favor of art and craftsmanship. This viewpoint leads many Master 
of Matter m become haughty or at least be perceived as such. 
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• M atter P erceptions 
The Disciple of Matter begins by recognizing the various 

Patterns of Marrer, including the underlying structures that give 
objects their shapes and physical properties. With these percep­
tions, she can detect things hidden from normal senses. In addition 
to sensing the composition and properties of Matter, the Disciple 
can discern structures hidden within structures; material no longer 
forms a barrier to her senses. 

•• Basic Transmutation 
The mage may transmute one substance into another, with­

out changing its shape, temperature or basic state (solid, liquid, 
gas). Mages of mystick Traditions can change milk into cream or 
mahogany into oak, while scientists change water to acid or lead 
into gold. The more radical the transmutation, rhe more successes 
the spell requires. It's easier to change water into wine (one 
success) than into sulfuric acid (three), and more complicated to 

turn stones into bread (three successes) than sourdough into rye 
(one). 

With an understanding of Prime and the other Pattern 
Magicks, a mage may use conjunctional Effects to transform items 
governed by Forces, Life or Prime into basic Patterns of Matter, 
including changing living beings into stone or spinning moon­
light into thread. With Prime 2, she may harness the ether to 

create (or uncreate) any simple, basic thing composed of one 
common homogeneous subsrance. A quartz boulder shaped vaguely 
like a woman is possible, but a dainty china shepherdess is not. 
With difficulty, a stick of plastique could be conjured (but not the 
detonator), though a couple plutonium spheres are out of the 
question (the highly radioactive elements cannot be created until 
Rank 5). A bowlful of oatmeal or even blueberry pancakes could 
be made to appear, but not a baroque wedding cake. The more rare 
and/or complex a given substance, the more difficult it is to create 
from pure ether. It's easier to create glass than diamonds and 
simpler to make flour than bread. Elaborate creations must wait 
unti l Rank 4. 

Making things hotter or colder than they were originally, or to 
change one substance into another with a higher or lower potential 
energy, requires a conjunctiona l Effect with Forces, though Marter 
alone can change ice into ice cream or boiling water imo hot soup. 
Transmuting solids into liquids or liquids into gas requires either 
Matter 3 or the use of Forces 3/Prime 2 (or some mundane means) 
ro boil or freeze the affected substance. 

••• Alter Form 
At the third rank of Matter, the mage can finally overpower 

the rigid Patterns of reality. By selectively a ltering different 
aspectS of an object's Pattern, he can change its shape however he 
desires- compressing it to increase its density and decrease its 
volume while retaining the same weight, inflating it so as to 

decrease its density and increase the volume, or temporari ly 
changing the state, so that solids become liquids or liquids become 
gas. Permanent changes in state require Rank 5. 



- A mage who understands this rank may sculpt matter into any 
shape she pleases, limited only by the physical properties of the 
materials she uses. Broken items may a lso be repaired seamlessly, 
if she has the mundane knowledge to do so. 

•••• Complex Transmutation 
Adepts ofMatrer may now perform radica l changes to physi­

cal materials and craft complex and intricate items involving 
several common substances or one or two rare ones. A ny sort of 
regular matter may be changed into any other- a squirt pisml 
into a loaded zipgun ( three successes) o r a trash dumpster into a 
small tank (five successes)- though as with Rank 2, the more 
radical the transformation, the more difficult the feat. 

With conjunct iona l Effects, the Patterns of Life, Forces or 
Prime itself may be transmuted into Matter, a llowing mages to 

tum pumpkins into gilded coaches, lightning bolts into swords or 
the Quintessential ether into master keys. Complex organic cre­
ations are also possible, including silk ballgowns, roast chickens 
and Persian rugs. 

•• ••• Alter Properties 
At this pinnacle of understanding, Masters of Matrer may 

create new substances wh ich do not exist in nature by taking 
existing materials and altering their physical properties, such as 
boiling or melting points, density, ductility, transparency, viscos­
ity, refraction index, etc. A sorcerer may even make one object 
immaterial to some other substance, creating bullets which can 
phase through armor and ki ller robots that can walk through walls 
(leaving the walls intact). 

M atter 
• Matter Perceptions 
•• B asic Transmutation 
• • • Alrer Forms 
•••• c 

omplex Transmutation 
••••• AI p ter roperries 
Sp · I · ec•a ttes: Transmutation Sh . C . , apmg 

OnJuration, Complex Patterns ' 

All the substances of legends and comic books are possible 
with this level of magick. Masters build castles with paper-thin 
walls and wear clothes of indestructible armor that feel softer than 
silk and weigh less than a feather. The rare prizes of Technocratic 
science, such as the manmade radioactive elements, are also 
reserved for this level. 

As with the Fifth Level of Forces, there are safeguards against 
Masters of Matter using their powers to run amok. Assuming a 
mage had enough extended successes, an e ight ball could be given 
the density of a black hole, but such a vulgar creation would 
require many successes and draw serious consequences (angry 
mages, fl ying objects, Paradox, ere.) upon the conjurer, as rends ro 
happen with vulgar magicks of a sufficiently grand scale. However, 
small, portable black holes- with event horizons of no more than 
five feet -are useful, if vulgar, toys of some Masters of this Sphere. 

-



Matter Errects 
• Fragments of Dream - Dreamspeakers view all matter as 

fragments of the Earth Mother's dreams. By tapping such dreams, 
they can expand their perception of Matter. The mage extends her 
senses beyond physical reality into Pattern. She no longer sees matter 
in the same way, e.g., instead of a brick wall, she sees its Pattern in 
her mind's eye. 

This allows the mage to perceive things that would be unseen 
in physica l reality; she could sense rhe con rents of a room beyond a 
wall, or detect objects or structures that might otherwise be hidden, 
such as rhe false bottom of a suitcase. Really dense or complex 
Patterns (bank vaults, bramble thickets, ere.) may require several 
successes to penetrate. 

The only limit ro th is Effect is that the mage can only sense the 
Patterns of Marter (unless she is a Disciple of other Pattern magicks). 

• Analyze Substance - Now a mage begins to identify rhe 
Patterns of different substances. He can detect the exact composi­
tion of any substance and determine aspects such as the object's age 
or weight by examining the Pattern. The mage could distinguish 
diamonds from cubic zirconiums, detect poison in wine o r tell an 
ant ique chair from a modern imitation by studying rhe chair's 
Pattern to see signs of aging. 

• • Straw into Gold- The spell weavers of rhe Verbena use rh is 
Effect to turn substances of little value into those of great value, the 
most classic of which are spinning straw into gold and teardrops into 
diamonds. 

Most such Effects are vulgar, but there are less showy applica­
t ions. One, used by the Order of Hem1es, is the Seeds of Gold, an 
a lchemical process borrowed from the fabled C hildren of Knowledge. 
The mage sows the ground with specially prepared "seeds," and when 
the ground is dug up, gold is discovered (and easily explained away as 
coincidence). Likewise, a mage can ra ise the butterfat content of milk 
or improve the quality of wine without raising any eyebrows. 

• • • or • • • • • Alter State- By adding Forces 3/Prime 2 to 
Matter to change an object's boiling or freezing poim, the mage can 
a lter rhe state of matter between solid, liquid and gaseous. W ith 
Matter 5, she doesn't change the temperature of the matter, merely 
its form. Water may be frozen into ice at room temperature, bur the 
ice remains at room temperature.l tdoesn't freeze because it becomes 
colder; it freezes because the mage a ltered the temperature at which 
the water will freeze. 

S uch a lteration depends on the successes rolled; Storytellers 
should just use common knowledge to decide: what is possible at 
various levels of success. One success would cause water to freeze at 
room temperawre, while five successes could turn gases in the air 
into solids, encapsulating other objects or people. The alteration 
lasts only for the Effect's duration, after which it returns to normal. 

• • • Destroy Structures- The mage uses her knowledge of 
Matter Patterns to break down structures by shredding their Pat­
rems. The Effect resembles Sculpture, but the mage simply breaks 
down a Pattern as quickly as possible. She can shred steel doors, cause 
wooden rabies to fall apart or make concrete crumble. She may even 
disperse pools of gas or liquid as long as there is an open area into 
which the pool can d ilute; an oi l fire burning on top of a river could 
be extinguished by causing the o il to disperse into the water. 

• • • Sculpture - Cultists of Ecstasy who practice the Sphere 
of Matter are usually fine artists who use magick to create new 
mediums of art. Those who understand the third rank of Matter can 
use nearly anything as a medium for artistic interpretation. 



- These mages become sculptors extraordinaire, reshaping houses, 
fire hydrants, cars, doors, furniture, etc. A mage need only mentally 
re-sculpt the image of the marter and then modify its Pattern so that 
the object assumes the desired shape. A larger object requires more 
successes to manipulate, and the mage can change only the shape of 
the item, not its properties. 

The mage can only affect one type of material with each Effect. 
The more successes she rolls, the larger or more intricate the 
structure she can destroy. 

• • • • Transformers-The stuff of spy thrillers and Japanese 
animation; both the Sons of Ether and Iteration X regularly trans­
form one machine into another radically different one. A '57 C hevy 
could have knives sprout fro m the hubcaps or Gatling guns pop out 
from under the hood, a motorcycle could become a jet-ski , a tank 
could be changed into a powered armor suit, or a combine harvester 
could be transmogrified into a turbo-charged scythe chariot with 
silver blades to take on a pack of werewolves. 

Some [Tansformations are more vulgar than others. Pressing a 
button co squirt an oil slick onto the road behind the car is within the 
realm of possibil ity, but having a Honda Civic produce he licopter 
blades and go flying through the a ir is not. Likewise, knowing how to 
transform a device and knowing how to operate it are two separate 
things - a mage who knows how to drive a Honda C ivic might not 
know how to pilot a helicopter. 

• • • • • Alter Weight- This Effect allows a Son of Ether to 
alter an object's density, changing its weight but not its size. He 
could, for example, reduce the density of the iron in a crowbar, 
making it lighter but not changing its shape or si2e. For every success 
on the magickal Effect roll, the mage can adjust the density of the 
object by one factor. With two successes, he could double or halve an 
object's density; four successes enable him to quadruple or quarter an 
object's weight, and so on with more successes. Objects with a 
substantia lly reduced density tend to become brittle and fragile; some 
even collapse. 

• • • • • Matter Pattern Disassociation - The unwieldy name 
for this Effect undoubtedly came from the labs of the Sons of Ether. 
By modifying the Patterns of two pieces of matter so that the two 
items become insubstantial with respect to one another, a mage can 
keep those items from interact ing in any way. Doors might slide 
through their hinges and fall, water may cascade through a pipe, a 
truck wheel-rim could drop through the rubber t ire and grind on the 
pavement, etc. The affected items are in no way changed except with 
regard ro each ocher. 

The more successes the mage scores, the more mass he can 
affect. He may simultaneously affect several similar items, such as all 
four wheels and a ll four tires on a truck at once, so long as they're 
formed of the same material. 

• • • • • Tapping the Signal -Virtual Adepts use Mastery of 
Mateer to cum any substance into a conductor capable of transmitting 
computer signals. They can send computer signals through brick walls 
or a long the pavement of an interstate highway. They sometimes use 
this Effect to eavesdrop by tapping into computer communications on 
"isolated" lines by forming a conductive path to the private line 
through any matte r in between, be it walls, insulators, etc. 

It rumored that the Virtual Adepts have fine enough control of 
this Effect to turn the ground itself into a network of computer lines. 
The mage need only plug his computer into the ground itself to create 
a channel into the ground that taps into the nearest preestablished 
line. Whether such a network exists or whether such ta les come only 
from on-line bragging remain to be seen . 



--

Mind 
In the beginning, there was Mind - not our own , perhaps, but a 

sentience which proclaimed to the Void, "I exist ," and made it so. Our 
Art is a legacy of chat First Primal Thought. Thattuhich is exists because 
we will it to be so. 

You need not speak with words . 1 wiUhearyoubefore you can utter 
them. Psychic phenomena is but an echo of the power we know. To 
perfect our link with that First Thought, we strengthen our minds, 
shelter our thoughts and project our sentience, first to ochers , then across 
the realms of the unconsciousness until we meet that First Thought and 
declare that we, too, exist. 

Specialties: Communication, Illusion, Self-Empowerment, 
Astral Travel 

Mage: The Ascension 

The Mind initiate also learns to influence her dreams and 
shield herselffrom the inevitable mental barrage of others' thoughts 
and e motions. With work (a magick roll), she can hide her aura 
and shield her thoughts from casual observation- though deter­
mined and perceptive mages and other beings may still be able to 
read them. 

•• R..ead Surrace Thoughts 
M ental Impulse 

The mage learns nor only how to recognize thoughts, but how 
ro read them. She can read memories "attached" to objects by 
others' minds (basic psyc ho metry) and scan surface thoughts from 
unshielded minds. The greater the emotional content, the louder 
the "volume" and the easier it is to read such impressions. She can 
leave that same psychic impressions on objects or places inten· 
t ionally, too, "creating" Resonance. 

The mage can also send such though ts and emotio ns our 
("looking daggers" o r "blowing kisses") until they find the ir target . 
~mplex though ts cannot be ·enr this way, but single words, 
images or emotional imj?,Uises can be easily "beamed" into an 
uQ,shielde b ing's subconsciou mtnel. S chsuggestions are much 
more 'nsidious, n<!/can Q en 15e m re effective, than direct 

Dreams 



•••• Control Conscious Mind 
Wc.lk Amon~ Drec.ms 

A Mind Adept can acrually rake over another person's mind 
and occupy his body for her own ends. His thoughts, should she 
will it, are not his own, but hers. Once this invasion has begun, she 
may contro l her victim directly, cure o r cause insanity, change his 
memories or set up posthypnotic suggestions. The mage can 
overlay her subject's aura with another of a completely different 
color and panem. The victim may slowly recover as the subcon­
scious mind reasserts the true memories, but the subject's Demeanor 
is usually irrevocably altered. 

The Adept can also leave her dreams behind and make brief 
excursions into rhe astral reaches (Skimming the Penumbra; see 
"The Otherworlds," Chapter Nine). These trips must be shore 
and can become dangerous. For each success the mystick rolls, she 
may leave her meditating body for one turn. Afterward, she returns 
to her physical self . 

••••• Control S ubconscious 
On tether 
For~e Psyche 

A Master of Mind rules not only his own mind, but other 
minds as well, both morta l and spirit. Through this power, he may 
invade not only the conscious mind, but the subconscious as well, 
completely rewriting the underlying personality until the thoughts 
which compose the psyche bear no resemblance ro anything that 
existed before, utte rly changing the person's Nature. The only 
imegral pare of the being which the mage may not touch is the 
Avatar and its memories of past lives, for co perform this ultimate 
crime requires the Sphere of Spirit. 

The mage may also divorce a psyche from the body, switch 
minds between subjects and merge, copy or transfer the entire sum 
of a person's memories and knowledge from one body to another. 
His powers a llow him co inc rease a subject's intelligence and wits 
to genius levels (5 dots) and may begin ro increase his own beyond 
chat (though not without risk; see "Better Body"). 

Complete astral travel is also possible now, and a Master of 
Mind can le::tve her body for hours or even days ac a rime. She must 
evemually return, however; complete astral existence transcends 
anything a morral mage can know. 

The greatest power of a Master of Mind, however, is the 
ability to create true conscious thought. A Master may create 
another thinking, rational mind where none existed before, ex­
panding its intelligence and designing its personality however she 
likes. 

Computers and other inanimate objects - as well as the 
empty she lls created by Masters of Life - may be given true 
sentience without granting them a soul. When such creatures are 
destroyed, however, their psyches tend to die with them as well. 

Mind 
• 

•• 

••• 

•••• 

Sense Thoughts & Emotions 
Empower Self 

Read Surface Thoughts 
Menrallmpulse 
Mental Link 

Walk Among Dreams 

Control Conscious Mind 
Astral Projec tion 

••••• c onrrol Subconscious 
Forge Psyche 

Specialties: Communication Ill . 
S If E , us1on, 

e • mpowerment, Astral Travel 

Mind Errects 
• Multi-Tasking - Each success scored with this Virtual 

Adept-christened Effect enables a mage to perform one additional 
task. The Adepts see this as sen ing up parallel processing in their 
minds. Any normal (non-magickal) task may be so programmed; 
thus a mage who ro lled two successes might speak on the tele­
phone to a comrade, program a computer and memorize a recording 
in the background. The real limit is the mage's physical abi li ty to 
perform all of the tasks h is mind is capable of processing. 

Unfortunately, mages (o ther than the Oracles of Mind) have 
been unable to channel the ir wills through more than one thought 
avenue at once. Thus, the mage cannot simultaneously evoke 
multiple magickal Effects, nor can he spend Willpower on more 
than one cask ac a time. 

• No-Mind - A ll mages who possess Rank One Mind are 
capable of scanning their surroundings for sentience. Akashic 
Brothers, however, have perfected the Effect ro a fine art. These 
mages enter a Zen-1 ike trance state wherein their own thoughts are 
subdued and their minds become open co the impressions of other 
minds. Such a mage senses the general location of any minds ncar 
her, as well as other deta ils such as the gender of the detected 
c reature, i.e. male/female/neuter (some plants and spirits actually 
register to Mind magick), the type of c reature (human, rat, 
redwood) and sometimes the general behavior of the creature 
(running, hiding, eating. etc. ). Some Do masters have been 
known to blind themselves purposefully, fo rc ing them to rely on 
the No-Mind Effect. Such mages believe that this state is a step 
toward Ascension and sh ould be cultivated. 

Chapter Eight: Magick Rules 



• Pathos - The mage may sense others' emotions and 
nearby psychic resonance left by strong emotions and events. Thts 
appears differently ro various mages; some see auras as washes of 
colors around highly-charged objects and people, while others 
vicariously experience the emotion itself. This can be very dis· 
turbing, and most Disciples of Mind learn tO build a strong mental 
shield to protect themselves from negative emotions. 

Particularly intense emotions are plain as day and twice as 
bright. Mages need no roll w sense them, though Storytellers 
should require a Willpower ro ll to avoid the worst effects of an 

- emotional kick. Subtler emotions must be searched for; the more 
- successes the mystick scores on the Effect roll, the more the mage 

understands the feelings and their origins. With one success, the 
mage senses anger; two successes, and she senses anger mixed with 
fear; three successes, and she senses anger spawned from anguish 
over loss mixed with fear, and so on. 

• Shield - One of the first exercises taught to a Disciple of 
Mind is the ability tO shield her own mind. This protects her from 
both mental invasion and her own psychic sensitivity. Without 
such shields, many mentally gifted mages can go mad, confusing 
their own thoughts with the thoughts that filter into their heads. 

A shield also stops the light surface thoughts and emotions 
which most humans broadcast. An Akashic Brotherhood monas­
tery is truly a place of serene self-contemplation, a much-needed 
refuge for young mages who have Awakened rhe powers of their 
minds but have not yet learned how to train them. 

A Hermetic Mind 3 variant, rEgis, expands this shie ld to 
protect other minds. Each success over the second allows the mage 
tO shield one additional comrade for the spell 's duration. 

• • Psychic Impression - A mage may impress her emotions 
into an object, infusing it with Resonance for various magickal 
uses. A bullet infused with hatred for one's enemies, for example, 
will fire no better than a normal one nor do any form of aggravated 
damage. It would hurt more psychically than a regular bullet 
would, assuming it hit its intended target. 

Likewise, if a mage places additional magicks on an item, 
Resonance will aid the spell, so long as the intent works with the 
psychic impressions (see Modifiers chart) . For example, a target· 
ing spell used with a hate-filled bullet could be much easier 
depending on the strength of the psychic impressions. 

The more genuine thought and emotion a mage focuses into 
an object, the greater its Resonance; a false emotion won't have 
the same effect. if the mage really doesn't care, the only Reso­
nance she may infuse into an object is "disinterest." 

• • Subliminal Impulse - The mage can broadcast a single 
image or word into a subject's subconscious. The more successes 
rolled, the more powerful the suggestion. Subtle impulses will 
work their way into the conscious; more powerful impulses blaze 
straight into the subject's conscious mind. The subject's response 
depends upon both her Willpower and rhe compatibility of the 
impulse with her normal feel ings and behavior. 

Powerful impulses can cause dramatic changes in behavior or 
trigger spontaneous reactions. For example, a mage may cause a 
waiter to drop a plate by impelling tO the waiter's subconscious 

c::ffitR€lt=ft~~fid "HOT" as the man picks up the plate. Truly 
can even cause psychotic or self-destructive 

imina! suggestions may linger in the subject's 
on the number of successes rolled; brief 

ire only one or two successes, while long-term 
five successes or more. 

• • • Telepathy - The mage establishes a communication 
link between his own mind and a number of minds equal to the 
number of successes he scores. Surface thoughts automatically 
fl ow across the link from everyone involved, creating a collage of 
images and language. Those unaccustomed to telepathic commu­
nication invariably send more information than they had intended 
to share. Indeed, linking several untrained minds creates a tre­
mendous volume of psychic "noise," as those untrained in telepathy 
do not know how to blank their minds ro avoid constantly 
"ta lking" across the link. 

• • • Graphic Transmission - Virtual Adepts approach the 
power of illusion in their cusromary fashion - through computer 
technology. T o create an illusion in a subject's mind, the mage 
executes a graphics rout ine on his computer and transmits it 
d irectly into the subject's consciousness. Whatever images he 
creates on his computer display are seen, heard and smelled by the 
subject as if they were real, because they exist in her mind. 

The number of successes on the magick roll limits the 
complexity of the desired illusion. An illusion of complete dark­
ness would require two successes, while a fully detailed person who 
walks and talks would require four or five successes. The S tory­
te ller may grant victims of this Effect a Perception ro ll to distinguish 
between reality and illusion (for Virtua l Adept illusions, this 
means noticing that certa in visions look digitized or made up of 
very fine pixels). Someone who knows an illusion fo r what it is 
remains free ro ignore it. She may still act on reflex, however, even 
though she knows better; were someone ro "throw" an illusionary 
ball at her head, she would still duck, if only on impulse. 

• • • Probe Thoughts - The mage may attempt to invade 
the thoughts of another, after choosing the types of thoughts she 
wishes to scan: memories, surface thoughts, emotional ties, sub­
conscious desires, sensory impulses, etc. 

If the sorcerer successfully evokes this Effect, the subject may 
suddenly find himself a passive observer to his own thought 
processes, no longer in control of which thoughts sift through his 
conscious mind, experiencing the memories or emotions that the 
mage summons. 

If the mage simply scans surface thoughts, the subject will feel 
only a vague intrusion; most S leepers will immediately dismiss this 
sensat ion. The subject will retain control of his thoughts; in this 
case the mage is the passive observer. The mage can mainta in the 
scan for a number of minutes equal to the number of successes. She 
cannot probe the same subject again until he sleeps. 

While the subject must be present for the mage to work the 
Effect (unless the mage also uses Correspondence), he can travel 
anywhere once the mage has successfully established the probe. 
The mage might establish a mental link a llowing her to see 
whatever her subject sees. The subject can then go around a 
corner, out of sigh tor even be transported away wirh other magick, 
and the mage's sensory link will remain for the Effect's duration. 

• • • • Possession - The Possession Effect, commonly used 
by Dreamspeakers and Euthanatos, operates like Probe Thoughts, 
in that the mage invades the mind of another. This invasion is 
much more dramatic than that of Probe Thoughts, however, and 
the victim instinctively attempts to eject the mage's psyche. If the 
sorcerer fails to possess the target, she cannot try again unti l the 
victim sleeps. 



own. 

A lternately, the mage may elect to control only part of the 
subject's capacities, such as emotions or motor control (if the mage 
only controls the motor responses, movements will be robotic ). If 
r.he subject is only partially cont rolled, he will realize the mage is 
present and is controlling him. 

During the period of contro l, the mage's own mental facult ies 
are consumed with the effo rts of mainta ining control and thinking 
for the subject. She will often let the subject behave normally, 
stepping in to redirect his thought-patterns as desi red. O nce 
control is established, the subject can go anywhere and the link 
will be maintained. 

While the mage still has contro l, she may elect to utilize the 
Manipulate Memory Effect to delete the subject's memory of the 
moment when the mage fought for and rook contro l. If she wins, 
he'll believe that his thoughts and deeds over the past severa l 
hours were his own. Many victims begin to wonder if they have 
gone insane. 

• • • • Manipulate Memory- This Effect is another invasive 
mental power similar to Possession. The mage must successfully 
invade and overpower his subject just as wi th Possession. If he 
succeeds, he may manipulate the subject's memories, blocking 
exist ing ones from surfacing (though the ac tua l memories cannot 
be wiped away) and c reating new memories by feeding images into 
the subject's mind. The more successes rolled, the freer che mage 
is to manipulate his victim's memory. 

The process is reve rsible. Another mage can undo the ma­
nipulat ions performed on a subject (a lthough she must score more 
successes than the original mage). 

• • • • • U ntether - A true astral t raveler can to separate his 
mind from his body. Unlike the Stepping Sideways Effect, which 
allows the mystick to pass into the Umbra in a spirit body, 
Untether completely separates mind and body. The mage be­
comes an embodiment of mental essence, commonly called an 
astral form. 

The mage's consciousness can travel into the Epiphamies 
(the highest reaches of the High Umbra) or through physical 
reality at speeds greater than 500 mph. W ithout the sensory organs 
ofhis physical body, the mage's perceptions are limited to magickal 
sensory Effects. He can still sense other minds near his own, 
however, and can ut ilize the ir percept ions if he possesses appropri­
ate magick (so ro speak). He could take control of minds nearby o r 
influence and communicate wi th them using any other powers he 
has mastered. 

The mage's sent ience is formless, massless and virtually 
impervious to harm. He can manifest in a ghostly gray fo rm for one 
turn by spending a point of Willpower. O ther astra l travelers, o r 
asrra l beings such as ghosts, can d irectly interact with him. During 
astral actions, the mage's Menral and Socia l Attributes replace his 
Physical Attributes. In astral form, Wits serves as Dexteri ty, 
Manipulat ion serves as S trength, and Intelligence serves as 
S tamina. 

If two astral beings engage in di rect conflict, both usually try 
to cut the ir opponent's silver cord - a thin filament that srretches 
through the astral Realm, connecting a living being's astral form 
with his physical body. In astral com bar, damage is inflicted upon 
W illpower instead of the Health T rait. When a combatant goes to 
zero W illpower, the silver cord snaps. Beings that have no physical 
shells (such as ghosts or the ba spirits of dead mummies) do nor 
have silver cords and are simply d isrupted when rhey reach zero 
W illpower. 

When a mage's si lver cord is severed, the astra l traveler is 
believed robe completely drawn into the Epiphamies, where the 
most rarefied thoughts spiral off inco space. Those who have 
survived such trips report a journey mixed wi th emotional ex­
tremes, menra l lucidity bordering on enlightenment and total 
confusion. It is believed that the mages of the O racles of Mind 
venture into these d istant asrral frontiers often, bur lesser mages 
find the experience too disorient ing to describe. 

A mage becomes complete ly unaware of his physical body 
once he leaves it to journey asrrally. However, Masters of Mind 
know enough about rhe link between the physical body and astral 
presence to be able to reconnect their silver cords to other bodies. 
This is especially important if the mage's physical body is de­
stroyed or dies. The mage's as tral presence is unaffected by the 
body's physical death (though some Masters of Mind who wished 
ro achieve immorta lity by this means reported to the ir corporeal 
Disciples that they were being hounded by certa in spirits that 
came from the Realms beyond Death) . However, wi thout the link 
to the physical Realm, the mage begins to slip away. He must 
reconnect his cord to another body. If an empty magickal vessel is 
not available, the mage may attempt to conrrol the mind of 
another sentient and thereby house his own intellect in the body, 
essentially becoming a split personality within that body's origina l 
mind. 

• • • • • AI (Artificial Intelligence) - Virtua l Adept Mas­
ters use this Effect co grant their computers sentience and 
personali ties. This sentience does not physically reside in the 
machine bucin rhe programming,for an AI (as they call them) can 
be transferred into the Digita l Web and even t ransferred into a 
living body (though the latter requires the Sphere of Life to c reate 
the link). 

A is are strange and unpredictable ent ities; I ike children, they 
tend co grow from child like na ivete to adolescent rebelliousness, 
with a few interesting stages in between. More than one Virtual 
Adept has had his laptop become amorously inclined, and when 
the AI involved has the ability to jack in and crack in ro Itera tion 
X's computers and hijack a HIT Mark for irs own uses, fata l 
attraction can take on a whole new meaning. 

Despite the risks, many Virtual Adepts still create Als, as 
these creations provide a basis for the most powerful computers. A 
few Virtual Adepts even claim robe Als, though they might simply 
be Marauders instead. 

Chapter Eight: Magick Rules 
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Prime 
Forget all they have taught you - all things begin with Prime. 

From this Essence of creation distilled, all ~tter, life, law and concepts 
flow. 

Feel the ground; feel it stirring wirh ~blood o'f the dragon w~ose 
wings vault the sky and whose claw tug the trenches of Hell. Feel ~our 
heartbeat merge with the pulse of r& land , rhtn reach out with all your 
senses. Can you grasp that for whic tftere are not words? Do you 
understand that no Art is whole wirhow a link w the Essence from which 
we all come? 

If not, leave my grove; we have nothing w discuss. If so, stay 
awhile, and chant with me in rime to rht heart-sound of the dragon. 

Specialties: C neling, Perceptions, Filling Patterns, 
Draining Pattern 

Prime is thQ tud ~fQulntc ence, litera lly the Fifth Essence, 
exalted above othe · ther four lements of Western Hermetic 
magick. The ult of Ecstasy re ers to it as Mani, the Jewel of the 
Locus, one of the five Hindu T attwas, also known as Akasha, the 
Black Em{from which All springs. Quintessence is also known as 
Erher or Odyllic Force.-th underlying cnanrn of..the..fabri of 
reality, the irst Essence or Prime. 

'lteg clless of the naming and accounting, Prime is the raw 
st11ff of True Magick. It exists everywhere, and all things are 
c of it thou h some sources are easier to work thpn 
others. The most accessible forms of raw magick are the Quintes­
sence stored in a mage's Avatar or crystallized into Tas . M re 
dangerous co use, but no less possible, is the Quintessenc wh ch 
sustains the Life Patterns of each living being, symbolized !15 blood 
by the Verbena and stolen by vampires. The most difficult form of 
all rouse is the Quintessence which forms the Patterns of c reation, 
though a Master of Prime may tap this source as well. 

Prime is the transient bridge between the Pattern magicks 
and the Sphere of SpiriL Mages of Prime can sully these sublime 
Patterns and tie them down co the Patterns of the Base Elem nrs 
(Forces, Matter and Life), or help them achieve transoende cc 
and become the stuff of Spirit. Quintessence is the cu ency of 
mages, and Masters of Prime are in high demand. 

Such Masters can be noticed by the aura of pqwer that 
surrounds them; good and holy p ople shine with a light of divine 
power, while dark mages (especi lly th~ Nephandi) have a pal­
pable aura of evil about them. ore neutral Masters of Prime 
merely possess an overpowering parkle of magick and a particu­
larly forceful presence. 

• Etheric Sense 
A mage gains perceptions o! basi Q uintessential energy ­

the Nodes where it collects or w lis u , the ley-hoes and dragon 
paths which traverse the globe b tween them, the Tass in r hich 
it crystallizes, and the Quintessentia l ebbs and)lows whicH mark 
the Junctures, the t imes of greatest magic . He maylalso hotice 
creatures and objects charged w th magickal cnerg/, though he 
needs Mind to perceive their par icular auras and Spirit to detect 
their souls (assuming they have them). 

Mage: The Ascension 

Perceptions of Prime vary from mage co mage. Some see it as 
a clear, pure light or a s~ining matrix of white energy. Others 
petceive it as a dark and primal force, the Black Egg, and sec a 
matrix of black against ~ray. Others claim that it is a distinct color, 
neither black nor hite, ~ magickal color out of space, while some 
mysticks hear it as dte music ofthe Spheres or describe it as a tingle 
of magick in the air or a current flowing around them. 

By sensing the strongesro curre'nts of Odyllic Force, a mage 
may align himself so that they f1 w int his own Pattern, charging 
h1s Avatar. Without the first rank of Prime, the mage cannot store 
free Quintessence within his own Pattem beyond the amount he 
receives from his Avatar. Mage wit out "rrime magicks cannot 
gain Q uintessence ratings a ve thei vacar Background Trait. 

•• Weave Od~llie Fore€ 
Fuel Pattern 

The mage attains some control over the shifting Patterns of 
Prime force and Quintessential energy. She can di ert small 
stream to flow differently--thr~ugh the cosmos or r weav them to 
create Platonic ideals, items composed solely ofQuil'\tessence and 
visible to those with magickal senses. 

Such items exist in the etheric, spiritual an astral planes 
(the High and iddl Urn ral Worlds al e When the 
mage tonceives of an object, ir rakes on some degree of solidity. By 
c anneling Prime Force through his concept, the sorcerer can 
trans(orm it into a physical form. Creating things out of"thin air," 
r~en, obviously demands Prime 2. 

••• Channel Quintessence 
At rare sites (Nodes) and on rare days {Junctures), Quintes­

sential Force focuses intO Primal energy. The resulting flow is 
called "free" Q uintessence and assists mages working enchant· 
menrs, casting spells or creating Horizon Realms, new items, 
Chan tries or Talismans. At this rank, a mystick understands how 
to dra these "surplus" energies our of the Patterns in which they 
ar sto cd. The mage becomes a conduit of Quintessence, storing 
it m he own being or channeling it into other Patterns, like her 
Chantry's pocket Realm. 

For lack of better term , mages describe Quintessence as 
e ither "raw" or "ftee." The terms are for classification only; there's 
no real difference between t e two. Raw Quintessence makes up 
Patterns, flows t gllTiving beings and coalesces in the tremen­
dous pool oTQuimessenoe fro91 which mages draw the energies for 
Pattern magick. Free Quintdsence is surplus Prime that can be 
manipulated and transfeve<J· Raw Q uintessence energy grants life 
or form to evetything, from a lightning bolt to a chipmunk. Free 
Qu mtessence is the extra pqwer held by a mage as part of his 
Qu' cess nce::r: ait. IfthatTr it goes rozcro, the mage still has the 
raw Quin essence t a allow him to live and be human. 



- Sadly, free Quintessence can only flow from one established 
Pattern into anothe r. No one has successfully rapped into rhe 
"pool" of free Quintessence described under Prime Rank Two, or 
even drawn extra Prime Force from this large pool when creating 
new Patterns or fueling them with Quintessence. That is to say, 
when a mage c reates an object, she can only siphon enough 
Quintessence ro make the object - no surplus Quintessence 
remains in anythmg a mystick creates from scratch. 

The special properties which allow free Quintessence to flow 
from Pattern to Pattern are beyond even the Masters of Prime. If the 
Oracles of Prime know more, they have said little. There seems to be 
a definite limit to the free Quintessence which exists on Earth, and 
Chanrries battle fiercely for contro l of this precious commodity. 

•••• Expel Base Energy 
While Disciples of Prime are largely limited ro detecting and 

manipulating free Q uintessence, Adepts of Prime learn to channe l 
raw Quintessence. They can pull Quintessence out of the Patterns 
of matter and energy, affecting a Pattern's substance in reality. 
Each shard of inanimate matter and each spark of energy has 
Quintessence stored within. Adepts can expel the Quintessence 
from these Panerns, recycling it into rhe cosmic pool of raw 
Quintessence. Without Quintessence in its Pattern, that matter or 
energy ceases to exist. 

Adepts who know enough about Marter or Forces can usc 
conjunctional Effects to a lter the amount of Q uintessence stored in 
various parts of these Patterns, thereby "dissolving" different as­
peers or properties o f rhe energy o r matter. A sorcerer could make 
solids become insubstantial, cause a magnet to have only one pole, 
remove a chemical's ability to form nuclear bonds with other 
chemicals (this process would, for example, make an acid unable to 

Prime 
• 
•• 

Ethcric Senses 

Weave Odyllic Force 
Fuel Pattern 

••• Ch anne! Quintessence 
• •• • E I xpe Base Energy 
•• ••• Alter Flow 

Specialties:Channeling p . 
Fillin p , e rcepr1ons, 

g attems, Draining Patterns 

corrode), or cause objects to lose their mass yet remain solid. While 
Pattern magicks alone can do the same thing, extracting a target's 
raw Quintessence is a direct and "easy" way ro alter it. 

••••• Alter Flow 
Masters of Prime delve into truly advanced theories. Such 

Masters can alter established flows of raw Q uintessence- those 
flowing through Life Patterns. 

Living beings interact with Quintessence in a unique man­
ner. Their Quintessence is not smred in their Patterns, bUL runs 
continuously through them. By damming this flow, the mage can 
extinguish the spark of life within rhe creature. 

Masters can also increase the flow of Quintessence through a 
Pattern. This means nothing to life forms wirhourstrong Avatars, bur 
Awakened ones can instantly recharge their Avatars' Quintessence. 

Some Masters of Prime also claim to have found connecnons 
berween Paradox and Quintessence, like those between negative and 
positive forces. This breakthrough allows these mysricks w channel 
free Quintessence in ways that cancel "random" Paradox energies. 



Prime Errects 
• Heart's Blood - A Disciple of Prime can sense the flow of 

Quintessence - his li fe energy - through his own body. A~ 
vampires well know, each human has ahout 10 points of this upon 
which they may feed. Each point corresponds ro a Health Level. 
The last three go beyond Incapacitated; losing them will kill him. 

In desperate times, mages skilled in Prime can push them· 
selves beyond their limitS and "give till it hurrs," taking the 
additional Health Levels as points of Quintessence above and 
beyond what is stored in their Avarars. Such damage may only he 
healed by rime and bed rest, not magick (see "Better Body"), so 
most mages will usually only risk the first "Bruised" Health Level. 
Mages of the Chorus, however, have martyred themselves to 

perform one last holy miracle, while Verbena wirh low Avarar 
racings ofren consider rhe sacrifice of heart's blood more holy than 
the spirilllal energy used by most mages. 

• The Rush - Disciples of Prime can collect the free 
Quintessence that flows through their Parterns. Normally Quin· 
ressence only circulates within Life Panerns; it does not serde in 
them as it docs within inanimate matter and energy. A mage who 
knows Prime Arts, however, can build up and store such energies 
within himself. Each success rolled for this Effecr allow~ him to 
~rore one additional point of Quintessence. The mage may make 
only one roll per source of Quintessence. Note that he cannot 
channel that Quintessence until he reaches Prime 3; this Effect 
only allows him to store the energy. 

The Cult of Ecstasy calls such channel ing "The Rush." The 
sudden influx of Quintessence gives rhc Cultist a mixed feeling of 
nausea and exhilaration, which he rides for all it's worth. 

• Sense Quintessence - The mage can usc this Effect to 
sense free Qui nressence srored in nearby Panerns. This Effect, I ike 
other basic sensory Arts, requires only a Perception roll. Addi· 
tiona! successes allow greater range and accuracy. This abiltry is 
generally a good way to discover if any mages are nearby, as rhc 
Awakened srore free Quintessence within their Avatars. 

Hermetic mages usc engravings of the Seal of Solomon to 

reveal the presence of Quintessence. Different poinrs of the star­
shaped seal illuminate ro indicate rhc direction of Quintessence, 
and the brighrness with which the symbol glows reveals rhe 
amount of Quintessence present. 

• • Enchant Weapon - This Effect reweaves underlying 
Quintessence to intensify existing forms, enchanring objects and 
creatures. Weapons (including fists) treated this way do no more 
damage than their mundane counterparts, bur inflict aggravated 
wounds against vampires, werewolves and other Awakened be­
ings. Such items can also strike ~pints, which normal objectS can't 
do. 

The Quintessential form often differs from the material one; 
a dirty denim jacket may be as strong as a Kevlar vest to the spirit 
world, while a broken dagger may slill have a whole blade with 
regards to magickal structure. Such structures are still physically 
what they appear to be- the den im jacket would not stop bullets, 
nor could the nonexisrenr blade cut butter- but spirits would 
find rhcm quite real- the jacket could soak spirit attacks while 
rhc dagger could scab wraiths. 

Enchanting an item this way requires concentration and five 
successes or more. This is not, however, vulgar magick. Nothing 
obvious changes. 



duration of the fluctuation (the Storyteller may allow a characte r 
to spend a Willpower point to take some limited action for a turn). 
Its physical form will seem to fade in and out slighrly, becoming 
ghosrly and immaterial one second and massively heavy the next. 
Another mage caught in this Effect may spend a point of stored 
Qu intessence to smooth the flow and cancel the Effect com­
pletely. 

• • • Bond of Blood - The Verbena know the power within 
blood. Thus, blood forms an important focus for the Sphere of 
Prime. To transfer free Quintessence between two d i fferenr recep­
tacles, a Verbena must smear her palms in blood and touch both 
objects. She may then act as a conduit, pulling Quintessence from 
one object and channeling it into another (or into herself). 

Each success on the magickal Effect roll allows the mage to 

cransfer up to five points of Qu intessence from one Pattern and 
channel it into another, including her own. Obviously, she cannot 
take more Q uintessence than the source object stores. The Ver­
bena may use this Effect to take Quintessence from another mage, 
but may not reduce the target's Quintessence below its Avatar 
rating. 

• • • Create Talisman - A mage must have Rank Three in 
Prime to create items that store free Quintessence and use it to 

power magickal Effects. Rules for creating Talismans are provided 
in Chapter Nine. 

• • • • Flames of Purification - Mages of the Celestial 
Chorus are not destruct ive by nature. S till, they have been known 
to wield the power of Prime to cleanse reality of abominations. By 
fanning her focus over a chosen object, a Chorister can invoke this 
Effect and cause the object to burst into mystickal flames. This fire 
sheds no heat, yet quickly devours the target. 

The mage actually extracts the raw Quintessence from the 
object's Pattern. That object thus disappears from reality (i.e. it 
cakes aggravated damage and may be consumed if that damage 
destroys it). The more successes she scores, the larger the target 
may be. If she prefers, the mage can affect several similar Patterns 
simultaneously, like ice cubes within a glass. O nly inanimate 
objects can be affected. A rank 5 variant destroys living beings. 

• • • • • Recharge Gift - T hrough meditation, Akashic 
mages can increase their inner Q uintessence flow by "drinking" 
from outside sources. The Brother filters this additional Prime 
force through his own Avatar and recharges his personal store of 
Quintessence. For each success rolled, the mage regains one point 
of Quintessence, up to his Avatar Background's maximum limit. 

• • • • • Quintessence Blast - Dreamspeakers have devised 
this Effect to ward off the spirits of Paradox. The Master of Prime 
charges his focus-often a crystal or clay vessel - with a point of 
Q uintessence. He then uses his magick to draw the Paradox spirit 
into the crystal; the spirit's essence reacts with the Quintessence 
stored in the crystal. This injures the spirit and temporarily dispels 
its Power (see "Umbrood," Chapter Nine), while the crystal 
explodes into dust. 



--

Spirit 
You're a fool if you think you're alone. The spirits surrormd you, 

slumbering in your home, nestling in your clothes, kissing you through 
that comb in your hair. The Dreamers are everywhere. You can't see 
them? I can. 

When you share the spirits' turf- and we all do, like it or not­
it helps to speak their lang1wge. ]ust 'cause you can't see them doesn't 
mean they can't hurt you. Or help you, for that matter; it's good to have 
friends in high places. Spirits've got their own agenda, and it doesn't 
include you. The invisible masters can warp you, compel you, or save 
your ass without you ever knowing they were there. Once you realize 
that, you'Ll know how important my Art can be. 

You think I'm mad? Look in that corner there and listen as 1 play 
my flute. Watch the shadows, buddy, and believe ... 

Specialties: Dimensional Science, Spirit Dealings, U mbra] 
Travel, Possessions 

No other Sphere, perhaps, marks the line between mystick 
and Technomancer so clearly. To the elder Traditions, spirits are 
intelligent entities who predate humanity and inhabit a world 
beyond mortals' narrow perceptions. The Technocracy, and to a 
degree, the two newest Traditions, regard these enigmas as an 
alternate dimension (or a series of same), full ofhosrile a liens and 
harvestable frontiers. These views shape the way both groups work 
spirit magick. While the game systems do not distinguish shaman­
ism from spirit-tech, the foci, styles and intents vary a lot. 

Metaphysically, the Sphere of Spirit lies between the con­
ceptual Spheres of Prime and Mind and the physical Patterns of 
Forces, Life and Matter. Both ephemera (the matter of the spirit 
world) and plasm (the "flesh" of the dead) are Patterns somewhere 
between metaphysical and physical. The theories, models and 
concepts different groups use to understand the Spirit Sphere 
encompass skills for traveling through the Otherworlds, dealing 
with the entities found therein and surviving alien environments 
like the Deep Umbra or the Dream Realms. Some mages learn how 
to \f&ve in t e mora Rea ms in t eir reams. Ot ers step 
phy.slc~lythrough"the-6auntler,rhe barrier-between-worlds;-and 
ex~1or in that manner, while mhers have discovered methods t 
reach t e fu t est p p ames through astrallVtm pro ectton . 
Solf'e amaps refer [(') stay heme, ummaning-spirits, binding 
the/" d leami g of the spirit world second-hand from the iri 
the ves. 

• Spirit Sight 
Spirit Sense 

The Spirit init iate gains the ability to sense the Near Umbra 
around her. She can see auras, ghosts and spirits, especially those her 
own Avatar is most attuned to through Resonance. Some mages are 
better at seeing wraiths and the Dead, others at seeing the spirits of 
Nature. All spirit-mages can sense these, especially in areas where 
the Gauntlet is thin, bur each person seems to have an easier time 
dealing with creatures on the same spiritual wavelength. 

The Disciple of Spirit can also "read" the strength of the local 
Gauntlet, testing it for weaknesses, and discern an item that has 
spirit essence, like a Garou fetish or an awakened object or 
location (see below). 

•• Touch Spirit 
Manipulate Gauntlet 

The mage now gains the ability to briefly touch spirits and 
objects he can see on the other side of the Gauntlet - the 
Penumbra. He can pic~up a fetish stick dropped by a Garou, push 
a spirit out of a room ot even hit one over the head with an object 
from the spirit word, a the spirit...may do nothing ro stop this 
unless it possesses me Gift"'which allows-it.-to.Jllanifest on the 
other side of the Gau tlet. Although th. limited experti · llo 
only brief con ct turn or two), it can be enough'. 

At this leve , the mage can also extend h:is Spirit r9-uch and 
make his voice heard thj ugh the"Gaundet._He may use this ability 
to call any spirit known tobrm, or even putout a general cattle call 
to any piri nearby. Every Tradition has methods and rituals to 

accomplish this, bot they are all, in essence, just variants on the 
clas k s§ance. ~s with the seance, at this level, attendance is 
OP. 1on,llf. bur most spirits will show up, if only out of curiosity or 

..annoyance. 

{ 
To m~ke d)mg more hos~l for the pirits, the ffiM'e ay 

us his power t6 thin the Gauntlet, making it easier for spiritf to 

cross ov r into tbe physical world-ana manifest, assuming rllat rpey 
have ilie C arm . E ch uccess on a magic al Effect roll 
lowers th~ Gauntlet difficulty by -1 for one turq; d) ee sl!cc~ses 
wo ld lpwer it by -3 for three turns. Naturally, this II rnfst irst 
ucce a against the original Gauntlet rating. This only wor so 

wei!, however - the Gauntlet cannot be brought lower than 
diffl~ulty 4. The shaman can also strengthen th ba rier, m ing 
it harder for spirits to enter the physical world -a us fu l E ec for 
mag ·who've called up something they shouldn't have. (See page 
~70 f~r the Gauntlet Chart.) 

With work, he can also extend his perceptions to Plumb the 
Deep Umbra and detect the fringes of eternity. 

Pierce Gauntlet 
~ause s-bull5()irit 

A "mage may noW"'make'"<l hole in he-Gauntlet, allo ing 
himself to enter the Umbra, a feat called "stepping sideways" b}l the 

1....---------------------Garou. Themage's body and possessions are translated into epll m­
'----------------------•era, the stuffo(spjdt, b.u_t wilipossess_a.certainglow._whlch_the.more 

Mage: The Ascension 



- aware denizens of the spirit realm will recognize as belonging to a 
living being. At this level, any action he takes against an Umbrood 
creature, physical or otherwise, will be felt. Once in the Penumbra, 
a mage can go anywhere she likes, up to the borders which mark the 
Horizon between the Near and Deep Umbrae. 

Possessions, however, are more difficult to translate without 
additional successes. Entering skyclad (nude) requires only the 
usual successes at the usual difficulty. Normal clothing and items 
add + 1 to both difficulty and successes needed. Bulky gear -
backpacks, rifles, large drums- demand a + 2 increase. The mage 
cannot bring through anything he could not normally carry. 

With conjunctional Marter 3 and Prime 2 Arts, the mystick 
may create short-lived items out of ephemera. These creations ­
knives, tents, boars, ere.- must be built as if they were material 
items, and fade away when the Effect's duration ends. Until them, 
such items are as strong as any "real" object would be. 

The mage also gains the power to rouse spirits. According to 
many philosophies, most spirits are asleep. Rousing is like calling, 
simply louder, and will rouse not only those spirits who have been 
quiescent for a long while, but those who have never awakened 
before. (Note that this has no relation to magickal Awakening.) 
Depending on the mage's diplomatic skills, the spirit may be 
anywhere from curious to furious. 

The mage may also use this same magick to lull an awakened 
spirit, such as one residing in a fetish, though the more powerful 
the spirit, the more difficult it is ro put back ro sleep. A tal en (one­
use fetish) would require three successes, while a powerful 
Bane-dagger would demand at least eight. Such slumber lasts for 
the spell's duration. 

•••• R..end Gauntlet 
S eal Breach 
Bind Spirit 

The mage may now rip the fabric of the Gauntlet asunder and 
he-and anyone else who wants to, mona! or spirit- can t ravel 
through without difficulty. This is, of course, highly vulgar; most 
polite (and sensible) mages will seal the breach after they and their 
friends pass into the Umbra. The mystick can also repair breaches 
which others have made in the Gauntlet, and reinforce the 
barrier's fabric to make it that much harder co tear. 

The mage may now compel spirits co appear and bind them 
into obedience. The Umbrood may also be forced into objects to 
c reate fetishes, which use their powers at the behest of the mage 
who trapped them. Such trinkets often have a single use only, 
based upon the nature of the spirit that was bound. The more 
powerful the spirit, the more successes it takes co bind them. Few 
will stand still for this .... 

This sort of magick is of course considered very antisocial in 
the spirit world (if not outright black magick). Mages who do this 
too often rend to get a reputation. 

A brave (or foolish) shaman may also channel a spirit's 
powers through herself. This shuts out any other magickshe might 
do while the Umbrood possesses her, though she can access irs 
Charms, speak with irs voice and perform feats of incredible 
physical prowess. Regaining control is sometimes a problem, 
though- many spirits enjoy riding mortal hobby-horses and must 
be forced out through contested Willpower rolls (difficulty 7 -I 0) 
or the reverse of this same power- exorcism. 

Spirit 
• 

•• 

••• 

•••• 
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• • • • • Forge Ephemera 

Outward Journeys 
Specialties:Dimensional Scie S .. 
Umbra! Travel p . nee, Plflt Dealings, 

• ossess,ons 

••••• Forge Ephemera 
Outward Journeys 

A MasterofSpiritgains a divine power, for he may now take 
ephemera, the substance of Spirit, reweave it in whatever fashion 
he desires, repair it or rip it asunder. 

The mage may now heal spirits' Power (as per the Damage 
chart), help create Horizon Realms or Umbra! Domains or even 
attack a victim'sAvatarthrough the dreaded Gilgul rite. This always 
vulgar magick is considered the last resort when dealing with an 
enemy mage; it not only robs a mystick's power, it destroys his soul. 
Such magick is exceedingly difficult, and its rites are highly guarded. 

(Lest it be abused, let players know that anyone who overuses 
this power may well end up its victim. Gilgul, even in the worst 
possible cases, is never taken lightly.) 

The Master may also use his power to break free from the 
Horizon and explore the Far Realms. No longer must he rely on the 
tenuous connections within Domains co travel to the Outer 
Realms. The mage is able to traverse the Deep Umbra, surviving 
the ravages of Erherspace for short periods, while he speeds 
through it towards his chosen destination. Masters of Spirit are 
said to spend years at a time on their outward journeys, charting 
the Tellurian and studying the denizens of other Realms. 

Spirit Errects 
• Spirit Sight - The mage can shift his sight into the spirit 

world. He becomes oblivious to the physical world around him and 
sees only the spirit world while scrying. The number of successes 
he needs, and the Effect's difficulty, depend upon the strength of 
the local Gauntlet. This barrier's thickness depends on an area's 
static influence; the more populated (or technological) the place, 
the harder it wi ll be to pierce the Gauntlet. 

• D etect Possession - Through varfous rites and rituals, a 
mage may detect whether someone or something is possessed, and 
if so, by what. While the mental and emotional impulses of a spirit 
must be read with the Sphere of Mind, a mage may still make an 
educated guess with an Awareness roll. Possessed objects include 
such things as Garou fetishes, as well as rhe victims of demons, 
Banes and other malevolent spirits. 

• • Call Spirit - While in the Umbra, the mage can call any 
spirit she knows by name in the hope that it will hear and come to 
her. Powerful spirits such as Lords and Preceptors rarely respond, 
but may send lesser spirits to the mage as messengers. The Story-

Chapter Eight: Magick Rules 
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• teller must decide the number of successes required to attract the ~ spirit's attention, depending on the power of the spirit and its 

previous relations with the mage. There are no guarantees of the 
spirit's behavior once it arrives. 

A mage in physical reali ty can call to spirits if the mage first 
shifts his perceptions into the Umbra through Spirit Sight. Spiri ts 
that respond may manifest into the physical world if they are able. 

• • The Spirit Kiss - Cultists of Ecstasy use their ability to 
touch spirits to physically embrace beings on the other side of the 
Gauntlet. Apart from the more obvious pleasures of such contact , 

- rhe Cultist can accept Power from, or lend Quintessence to, his 
- partner if he also uses Prime 2. For game purposes, consider Power 

and Quintessence one and the same. (Corpus may be substituted 
if the partner is a wraith.) 

A spirit's nature affects the Quintessence she gives, however; 
this can be both good and bad. For example, a nymph's Power 
would be part icularly useful for love spells (it has the appropriate 
Resonance), but a mage who accepted this power into his Avatar 
would find himself increasingly horny (not often a problem for a 
Cult ist ofEcsrasy). Also, like T ass, Power is not usefu I for workings 
which run against its Resonance. 

Other Traditions have variant rituals for this Effect, which, 
while less intimate, are no less useful. 

• • • Awaken the Inanimate - By ta lking and c rooning over 
a physical object, a Dreamspeakeror Akashic Brother may Awaken 
its spiri t and rouse ir into awareness. 

Objects, once their spirits are awake and aware, can be particu­
larly useful. Their personalities tend to be very protective of those 
who have treated them well and ill-disposed toward those who have 
treated them badly. The object could not really do much on its own, 
but might cause small "coincidences" that work for (or against) the 
mage. For example, if an Euthanaros were to rouse the spiri tofhisgun, 
it might refuse to fire for an enemy. Likewise, an aware Chantry house 
might rake a very dim view of burglars, especially if they broke in ­
doors might slam,ligh ts could go our (or on), and the alarm system the 
burglars disabled would work anyway. 

Rousing an object typically requires plenty of ritual successes 
- five or so for a gun, 20 or more for a house. This is slow, but often 
coinciden tal unless the mage wants an especially vulgar manifesta­
t ion. The older and more psychically-charged the object is, the more 
powerful its spirit and the harder wi ll be ro rouse. The newer and less 
important the item, the less powerful and less inte ll igent its spirit 
and the easier it is ro rouse. A new knife from the knife shop, never 
used, would have less personality and intelligence than a cockroach, 
but could be made aware for a minimal amount of magick. Over years 
or decades, the object would start to absorb some of its owner's 
personality. The knife an old shaman forged in boyhood would have 
a strong and active spirit (though it might not be a fetish per se). 

An object with an awakened spirit exists in multiple worlds 
at once. An awakened knife can be used by a person in the physical 
world to injure spirits in the Near Umbra or to cut the silver cords 
or bodies of astra l travelers. 

• • • Stepping Sideways - Spiri t mages can force their way 
through the Gauntlet and enter the Near Umbra. Once there, a 
mage can walk, run, talk, use magick, etc., as if she were in physical 
reality with a few differences (see "The Othe rworlds," Chapter 
Nine). When the mystick repeats the Stepping Sideways Effect to 
re-en ter physical reality, she appears in the location correspond­
ing to her final position in the spirit world. 
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Wa !king through the Gaun tier often requires time; the amounr 
of successes (and the roll's d ifficu lty) this requires can be found on 
the Gauntlet chart. If the mage botches his roll , he becomes stuck, 
transfixed between the spirit and the physical worlds, unable to 
move. Not even Correspondence magick can help him. Someone 
who knows Spirit magick (or a spirit entity) must successfully Step 
Sideways or Breach the Gauntlet to free the unfortunate mage. 

• • • or • • • • Free the Mad Howle rs-With a wild frenzy, 
the shaman summons angry spirits to attack the living. T he third 
rank variation of this terri fy ing spell calls Umbrood who can 
Mate rialize on their own (with the Charm of that name), while 
the fourth level actually seals the mad howlers inside the victim, 
as if he were a fetish, for the durat ion of the Effect. Either option 
infl icts aggravated damage (which the target may soak} and causes 
great terror and pain. Victims whose bodies become living fetishes 
may be stunned (see the Forces Effect Discharge Static) by the 
agony of this vicious attack. 

• • • • Breach the Gauntlet - This Effect a llows the mage ro 
rupture the local Gauntlet completely, creating a window in the 
fabric of reality between the spirit and the physical worlds. This 
allows anyone, including S leepers, free passage into or out of the 
Umbra. The is a good Effect to have when a cabal must enter the 
spiri t world together. 

A mystick has no control over what passes through the 
breach once it opens, though she may close it at any time. Some 
spiri t entities flock to breaches and aren't inclined to beg the 
mage's permission to use the opened porta l. 

IE<lch syccess rolled for this Effect lowers the difficulty of 
stepping sideways by -1. Large breaches (room-sized or larger) 
lower that number by -1 for every two successes. If the mage 
reduces the Gauntlet difficulty to 0, she breaches the barrier. 

• • • • Psychic Sterilization - The Sons of Ether prefer 
tighrly contro lled environments when conducting their experi­
ments. To block out potential spiritual interference, they often 
reinforce the Gauntlet within their laboratories. Each success 
rolled for th is Effect ra ises the number of successes needed to 
pie rce the local Gauntlet by one. 

The Order o f Hermes, Void Engineers and New World Order 
a ll use similar Effects to trap Materialized spirits in the physical 
world. If the mage can strengthen the G~untlet enough, tl1e spirit 
will be unable to return home. This Effect does not trap the spirit 
itself, but seals the Gauntlet against passage. 

• • • • Gauntlet Prison - Mages have better methods of 
trapping spirits than simply locking them in the physical world. By 
"pulsing" the Gauntlet's strength while a being passes through, a 
mystick can trap that being inside the barrier, as if it had botched 
its roll to step sideways. Daring mages try m bind powerful spirits 
this way, then extort services from them. Ancient tales recount 
that certain Chanrries used to ensnare Preceptor-level spirits in 
these Gauntlet prisons. 

T o trap a spirit traveler successfully, the mage must score 
more successes while using this Effect than the victim ro lled while 
stepping sideways. 

Victims imprisoned in the Gauntlet appear as ghostlike 
specters when viewed from physical reality or from the spirit 
world . Once a victim is trapped, the mage often reinfo rces the 
Gauntlet in the area with Psychic Sterilization to prevent anyone 
from successfully freeing the captive. Treacherous mages have also 
been known to breach a Gauntlet, invite others to walk through 
and collapse it into a prison when they do. 



• • • • Create Fetish - The Spiri t Adept can fashion items 
that serve as receptacles for the essences of spirits. Most fetishes 
are c reated with the spirits' cooperation, but some sorcerers use 
their Arts to imprison spirits into fetishes. Such objects can be 
tricky to use, but gain power from the spirit's anger. (See Chapter 
Nine for fetish creation rules.) 

• • • • Living Bridge - By entering a pact with an Umbrood 
entity, a mystick may channel that spirit's powers for the duration 
of the Effect. Any Charm that spirit possesses, and one or two 
re lated abi lities (water-breathing for a nixie, plant-blooming for 
dryads, etc.), are rhe shaman's to command, Paradox-free,until the 
spirit leaves. The mage cannot use Tme Magick during that time, 
and will ofren drop into a long sleep afterward. While the spiri t 
inhabits her, however, the mage knows things no human could 
understand (an effective Cosmology of 4) and can perform inhu­
man fears (three addit ional dots to her Physical Attributes). 

This is not without cost; even minor spirits wi ll demand 
sacrifices, favors or tasks in return for a few momencs of power. 
Most spirits also "mark" those they possess; anyone with Spirit 
Sight (and most werewolves) can see the signs of a spirit-rider. 
This isn't too bad in the case of minor nature spirits, but Banes, 
demons and finicky Preceprors often claim a host as their own and 
taint his aura, if nor his mortal flesh. 

• • • • Exorcism - A magickal exorcism involves pushing a 
spirit out of a mortal host. This host need not be human - objects 
can a lso be possessed. Contested Willpower rolls-one per scene, 
hour or even day - decide who stays and who goes. A minor spiri t 
can be banished with 10, a Minion-level one with 15, a Preceptor 
or major Bane with 20 o r more and a Lord with over 30. 

Prime 3 can a id this fight; for every success a Prime ro ll scores, 
add one to the exorc ism tota l. Celestia l C horisters often work in 

concert to drive out demonic influence, while Dreamspeakers 
often go against a possessor a lone, using rricks (Manipulation + 
Expression or Intimidation) to frighten the spirit inr.o surrentler. 

• • • • • Break the Dreamshell - The Dreamshell is the 
Dreamspeaker term for the Horizon. T o enter the Deep Umbra, a 
mystick must break through this Dreamshell, just as she must 
break through the Gauntlet when stepping sideways. 

Ten successes or more are requi red ro pierce the Earth 
Mother's Dreamshell. Other Realms might have weaker or stron­
ger Horizons. If the mage uses an Anchorhead (a special Domain 
ser amid the Dreamshell), the passage becomes easier and requires 
only five successes. 

• • • • • Deep Umbra T ravel - Surviving the utterly barren 
spiritual environment of the Deep Umbra requires a membrane of 
spirit magick. This spiritual essence creates a sort of bubble around 
the mage, protecting him from the ravages of the Deep Umbra. 
The rraveler must reach and enter another Near Umbra before the 
duration rolled for the field elapses, or he will d ie a cold death in 
the void. 

The mage can fl y through the Umbra ar amazing speeds using 
only h is wil l. Still, the distances in the Deep Umbra are almost 
inconceivable. C lose Realms, such as the moon, take but a day to 
reach, wh ile distant Rea lms like Mars can only be reached after 
several days of travel. 

Travel into the Deep U mbra is a highly dangerous affa ir, but 
many "Etherjammers" feel a manifest destiny to explore and charr 
it. Their sojourns into the Deep Umbra recall the journeys of the 
ancient Pacific Islanders who sailed off to find a new island before 
they ran out of food. Sometimes a traveler turns back halfway in 
order to return safely; sometimes he risks everything and crosses 
the point of no return. 



--

Time 
Deja vu makes perfect sense once-you reaLize rluu. timeain~ linear 

Folks just stumble through some rift in time and don't even realize 
they're there when they do it. ffhen they_ gobacl< through ana remem!Jer 
something strange, b~~t they jusc can't j'fi.ger it because it don't fit their 
world view. Sucks to be them. 

The first thing you' U realize when we sliilck up-and w~do, trUSt 

me-is that the buLLshityouleaminhigh schobldon'tcut it with the real 
world. I don't mean the world you see, ~mean the world ou dorr' t see, 
but which sees you just the same. This r.ime is all times, a¥ altl· nes run 
in parallel streams, and when you figur out that you 1an ju p from 
stream to stream while srandingsr.ill, youtnowthatdejavu isn' a glitch 
- it's our natural srace. 

ConfttSed! Yeah, magick's that way somecimes.Bttt if it were 
easy, it wouldn't be any fu.n, would it? 

Specialties: Perceptions, Conjuctional Uses, Travel, Tem­
poral Control 

The Sphere of Time has long mystified and frustrated phi­
losophers. Just as humanity had finally bef un to accept ttm~as 
another defined parameter in the organized aradigmofNewtonian 
physics, Einstein came along and ~eorized that time wa no 
constant but instead relative to each obse ver. Since then it has 
become ever more popular to ponder the possibilities of time travel 
and theory. Does time pass in quantum seg ents, like-a-very high­
speed film? ls humanity's perception of time as a one-way linear 
phenomenon (a train moving from past to future) 1orrec'ft'Time 
is perhaJ?S the hardest Art to comprehend; erhaps llhat's hy the 
Cult of Ecstasy excels at it. 

-l"he one clearly documented form of time travel (clearly 
documented among mages, that is~he ability of some Masters 
of"'iime to skip forwardinto he future. While travel into the past 
is theoretically possible, eve~ne who h~s attempted it has 
disappeared, recanted or been utterly di credited within a week of 
thetr "sue ess," causing yet more theories - most even more 
outlandish than the,rumors about purported time travelers. 

Tiiri'elsoften most seful when combined wirhotherSpheres; 
by hooking advanced Tim~magicks into other Effects, a mystick 
can prolong or trigger certain pells. Most Time Effects are highly 
vulgar; only time percep ions and triggers can retn_ain unnoticed 
for long. 

Time perceptions enable a mystick to search rhe future or past 
for some hidden secret. Wihen scrying forward or backward in time 
this way, the number o:;uccesses scored on the magickal Effect roll 
determines how far into the past or future the Time mage can 
perceive. Duration for other Time Effects are determined nor­
mally. (Page.-1'70 has a ehart for Time-based effects.) 

Small time dilattons or accelerations follow Masters of this 
Sphere. leo-mages often grow full beard in o e day, cups of 
co ee cool off quickly, taxi meters click'slower than normal, and 
a constant fee ling of deja vu spreads to eve one in the vicinity. 
Masters also tend to see ast t eir co pan ions and speak using 
only one verb tense - past, pr n or future -leading many to 
speeulat.e-Ehal? semechave-a tually traveled successfully and now 
live displaced or even backwards in time. 

• T4me S e nse 
Mysticks who pursue such Arts argue theory more cr,an any 

other m11ges -especially the theories regar~ing time travel. Some )"he mage begins to develop a rudimentary awareness of 
believe rhat i is possible, some that it is limpossi~le, an'd some tme's true atur , and gains the precise internal clock essential 
claim to have discovered it, chen are never heard fiom again (or to performing more complex Time magick. She also detects 
even remem ered, so the..stories say). I erram rime·baseCI phenomena that periodically shift through 

So~e mages have documented rips in the fabric of time reality. Sh~, c~. nruiri:ely. sens~ the approach of such distur­
which have led to the past, but very few who've dared to step bances and )eel here m dtmenstonal space the phenomena wdl 

through them ever return and while there are sites it1cludin~pear. . . . 
a few C?antries- which are known to have a history of holes in . Most su h effects are sma~l npples whtch etther speed.~r ~lo~ 
time, these seldom appear in a pr_edictable p~ttern, a d haveeJilier t tme relattve to clje space outstde. A few are referred to as sktps, 
frustrated researchers who went there.rostuCiy the pHenomenon or mall rifts wbich ead forward in time, but some may actually be 
made them disappear. "loops," rifts into the past. It's generally considered unwise to 

Some cla·m that only the present is xed, th3f rhe past-and stmp~ysre~t~rough eith~r o~e, and by the time t~e mage h~s taken 
future arc both probability continuums, anCl that all t ime travel is the tt~o peer forward m ttme to see when the nft leads, ttme has 
merely Jravci into the Urn ra. Th·s might ~xplain som'"e !54! rted asstcJ and tfe rift has sealed. 
time tra,vele~s. including at least one cyborg from the far future, a . These rj~ts se~m fairly rare today, th~ugh they appear to go in 
Victorian sc·entist, a self-professed alien and a group ofEdwardia.n htstoncal cycles, tke comets. The late Ytctonan age, for example, 
schoolc ildr n with an ancient Adantean amulet. s ~ed to h~ eb dan unusualnumberoftime~based phenomena, 

THe Council's explanations for these visitors r nge from the as dt sever I o~l\er. ages, wh.t: other eras, ltke. the 1930s, had 
sublime. to the ridicule _everything from dismissing them as lm~t no~~ It s' satd that stasts cause~ such sktps - the more 
Marauders to the theory that they' e characters ~om li erature sta 1 the ttmes, lhe more often those ttmes move themselves. 
who've 'wande f"out of some Dream Realm. No one can ver be At t ·s leveJ, mages may also detect temporal phenomena 
certain; rh y never stay long enough for ' proper Ln estiga ion. weaker thatHICtu~l rifts. The spots where a Master steps forward in 
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Time, or send me thing forward, display a distinct irregularity in 
the flow of the continuum, while places which have been used to 
scry the future- or will be used for scrying the past- display a 
twist in the ribbon of time. 



•• Past S i~ht 
Future S i~ht 

The mage can now shift her perceptions forward or backward 
in time. Postcognition tends to require more successes to perform, 
but its results are certain (or at least considered so by most). 
Precognition is less difficult to enact, but the futures foreseen­
e.specially far futures - tend to be inaccurate. 

Most mages believe the future is constantly changing. Any­
time a mage looks forward, he simply foresees the most probable 
future. This creates a self-fulfilling prophecy - or defeats the 
vision's purpose. Through the act of foreseeing the future, the 
future may be changed. If a mage predicts the manner of his own 
death, he can then avoid that circumstance. This very phenom­
enon makes the future unknowable (Fate Masters have their own 
thoughts on the subject). 

Mages commonly use this magick with conjunctional Effects. 
Entropy 1 a llows a mage with future sight to view mult iple 
probabilities or possible futures. She may add Entropy 2 as a 
conjunctional Effect to choose one. The most probable futures arc 
the easiest to pick, and the least likely the most difficult. 

Most mages also mix Correspondence 2 with this rank of 
T ime, because by itself, this rank only allows a mage to look 
forward or backwards into the past of her current location. With 
Correspondence 2, she may scry out any time and any place in the 
world. 

Looking into time can be quite dangerous. just as there are 
guardians for certain parts of space and the spirit world, so are there 
guardians for certain segments of time and certain bits of knowl­
edge. Seeking the secret incantations of the Priests of Mu can be 
risky; such rites were no doubt guarded by potent spirit enrities. 
Those guardians are sti ll there, waiting for anything that strays too 
close- including Peeping Toms from the future. Thus, peering 
into the past is not a magick for the idly curious. 

Some mages reverse this magick and thicken the walls oftime 
around some particular instant, making an action that much more 
difficult to discern from the future (or foresee from the past) and 
theoretically preventing time travelers from interfering as well. 
Each success a mage gets on this sort of magick subtracts from a 
future (or past) success of some other mage to spy on the mage's 
present doings. Some sorcerers cloak themselves in a wall of 
thickened time, preventing other mages from locating their future 
whereabouts. 

Mages who frequently extend their perceptions through time 
rend to experience spontaneous flashes of pre-or-postcognition. 
These flashes range from feelings of deja vu to vivid, dreamlike 
trances foretelling danger. 

••• 

Time 
• Time Sense 
•• Past Sight 

•• • 

•••• 

Future Sight 

Time Contraction 
Time Dilation 

Time Determinism 
• • • • • Future Travel 

Time Immunity 
Specialties: Perceptions ConJ·u . 
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Time Contraction 
Time Dilation 

The mage can now exert her will over the passage of time, 
causing it to accelerate or slow as she desires. Mysticks often 
describe these Effects as "contracting" or "dilating" time, referring 
to the length of each moment in time. Thus, contracting time 
around a waterfall makes it appear to flow more slowly to an 
outside observer; near the waterfall, each moment does not last as 
long and less water flows. Conversely, by dilating each moment 
around the waterfall, more water flows during each segment of 
time. While the observer perceives these moments to pass nor­
mally, he will see more water flow during each moment. Working 
this magick conjunctionally with Correspondence 3, a mage can 
allow a moving object to go at any speed without gaining addi­
tional momentum. 

Likewise, by dilating Time dramatically enough, a mage can 
effectively travel forward in Time. A mystick who shuts herself in 
a hidden room of a castle, for example, then works a spell so that 
only one day passes inside the room while 100 years pass outside, 
has effectively traveled forward in time. There are risks (war, fire, 
demolition) during the intervening years, but most mages will 
have already divined the future of the sanctity of the hiding place, 
so that should not be much of a problem. This is, however, a one­
way street, and no one can prove the wisdom of following it .... 

•••• Time Determinism 
The mage is now able to cause absolute shifts in time, rather 

than simply adjusting the rate at which time passes. He can take 
a field of time and freeze it; a falling arrow may be stopped mid­
flight or a man placed in a state of suspended animation. 

This is a powerful Effect when used in conjunction with other 
magicks, as the mage can choose the moment in time which 
"triggers" the magickal time bomb. Some long-dead Masters of 
Time have left the world a legacy of magickal Effects that occur 
even after the mage's death. Such "hanging" Effects are the type 
of time-based phenomenon that mages with T ime Sense can 
intuitively detect. 

When mixed with Entropy, such spells gain a contingency 
effect. For example, a suspended animation spell could have a 
S leeping Beauty clause, ending it at the kiss of a prince instead of 
at a set instant in time. Other magickal Effects can also be worked 
into the temporal program as subroutines, to use the Virtual Adept 
term, so long as that Effect, and its trigger, are set in advance. The 
more unlikely the trigger Effect is, however, the more difficult it 
is to incorporate. 

Chapter Eight: Magick Rules 
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By sening certa in t hings in place- "This wall wi ll turn to 
fire when someone leans on it (Marrer 3/ Forces 3/ Prune 2/Time 
4 )" -entire art ificia l systems of magick ("Words o f Power" and so 
fo rth) can be created with "clap on/clap off" functions, making 
re liable static magick chat anyone with the appropriate keys can 
access. T o keep such stored magick fro m being stolen by enemies, 
many Time Adepts have used Mateer and/or Life ro t ic these to 
heirlooms and/or bloodl ines, leaving rheir descendanrs a legacy of 
magickal abi lities. Evenwally, of course, the magick is used up or 
the heirlooms are lost, so nothing lasts forever. Such "contingent'' 
Effects can be detected with t he first rank of Time or Entropy, 
though it rakes T ime 2 ro tru ly fathom the Effect's nature. 

••••• Future Travel 
Time Immunity 

At Maste r-level knowledge, the mage can do more than 
determine the riming of events; he can shift objects t hrough time. 
The mage actual ly plucks something our of the flow of rime and 
repositions it at some other point a long the time stream. The new 
position could be seconds or centuries away from rhe fie ld's 
origina l place in time. 

Masters say such Effects arc "anchored," o r firmly linked ro 
t heir point of origin. A ripple exists in the time stream at the point 
of the ir disappearance until their reappearance. This fo rms a 
continuous thread which the Master can pu ll at any time she sees 
fit. For example , a mage whosenr her house forwa rd into the future 
to keep it fro m being destroyed by a war succeeded in pushing it 
forward 50 years. Five years after t he original magick, the war ends, 
so she grasps the ribbon and pulls the building back out of rhe time 
stream prematurely. She may a lso do the same with herself, 
moving forward through the nor possible bm actual future, unti l 
she finds a point in the rime stream when she decides co disembark. 

Theoretically, this anc ho red Effect could be used ro travel 
into the past as wel l; it's assumed that the OraclesofTimc use this 
method (if rhey travel in Time at all ), as would an y Masters who 
have discovered the means. 

Even anchored future travel is not without its risks; such A rts 
are obviously vu lgar, and a ny Disciple of Time can recogn ize an 
ancho red time Effect and gauge the rime when it will come d ue, 
while a Master can reach into the time stream and pull our an or her 
traveler. 

Maste rs can also immunize themselves fro m time. Figura­
t ively speaking, the Master simply steps laterally our of the current 
temporal fl ow. He can ma inta in his immunity only so lo ng, bur 
during his "time" outside of Time, he perceives the wo rld as a 
statuesque collection of still images rha t he may manipulate as he 
pleases. As a conjunctio nal Effect wid1 Life or Matter, he may rake 
o ther creatures and objects "out of t ime" as well , and may even 
abandon them in the frozen moment. lt seems such a state cannot 
las t forever, and subjective ly the c reatures appear o nly moments 
later, bur some reappear dead o f o ld age, having passed h undreds 
o f years in a timeless he ll. 
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• Time Sense - As described above, mages of Time have 
identified phenomena that exist in a special"sub-realm" of space­
time. These time-phased phenomena cannot be seen by Sleepers; 
only m~1ges who have studied the Sphere of Time can perceive 
these phenomena. If the mage is close to where a given phenom­
enon will appear (or has appeared?), she can discern temporal 
ripples and sense where in space the phenomenon will cross (has 
crossed?) into her own timeline. She can chen seek it our if she 
desires. Some phenomena are so powerfuiLhar their foreshadow­
ing ripples can be felt by mages across the globe. 

Mages have identified hundreds of these time-based phe­
nomena, from powerful Preceptors who appear every 12 years in 
the Andes Mountains, to the spectral Tower of Babel whose cycle 
has yet to be determined, ro ghosts that wander down certain roads 
every night looking for the drivers who didn't give them a ride 
when they lived .... 

• Internal Clock - Virtual Adepts cultivate amazingly 
accurate internal clocks in order to time events in VR and rest the 
processing speeds of their computers. This Effect turns a mage into 
a human stopwatch; he always knows the current time and can 
clock events within fractions of a second. This internal clock runs 
according to the mage's perception of time. He can adjust it for 
temporal Effects that he causes; visiting Realms where time 
operates differently, or getting on rhe bad side of others' rime­
based Effects, however, can disorient the mage. 

• • Postcognition - The mage can extend her perceptions 
backward in time m witness what once occurred in her current 
location. While the mysrick "rewinds" time in the location, she 
sees in her mind's eye what transpired there. The Storyteller must 
re late to the player what the character sees. 

1l1e mage can shift rhe exact moment she currently watches; 
she might begin by viewing the events of one day ago, then shift 
to one hour ago, then 10 years ago, ere. Her mral viewing time 
cannot exceed the duration rolled for the Effect. 

• • Songs of Future Days - This precognitive Effect was 
developed by the Celestial Chorus. The mage begins singing to 
focus the magick and lets his mind wander down the pathways of 
future time. The words of his song begin to rake on a will of their 
own, describing in epic format che events that may come to pass 
in funare days. 

Unlike postcognitive Effects, which concentrate on a loca­
tion, precognitive Effects such as this can center on almost 
anything: a location, a person, an organization, etc. The farther 
the mage delves into the future wirh precognitive magick, the 
more disjomted, sketchy and unreliable the information gleaned. 

Ultimately, the Storyteller must decide how accurate the 
mystick's vision is, based on the successes rolled. One to three 
would allow vague insights, while five or more would offer a clearer 
gl impse of the (possible) future. 

• • • Slow Time- The opposite of Accele rate Time, each 
success above two slows time by a factor of one. For example, a 
person operating under a rime-dilation Effect evoked by a mage 
who scored three successes would receive one action every second 
turn. 

• • • • Programmed Event - The mage stops time in a 
localized field and sets a time when it shall resume. Say she lifts a 
cup from the table and drops ir. By freezing time around the cup for 
one scene, she causes the cup ro hang in midair until the scene 
ends. At that time, the cup wil l fall and break. This is obviously 
vulgar. As with Accelerate Time, the fie ld of stopped time cannot 
exceed a few yards. Furthermore, when events in physical reality 
are frozen for extended periods, Paradox forces usually erode the 
magick and prematurely free the events from stopped time. Also, 
if someone were to grab the cup, static reality would reassert itself 
and the magickal field would dissipate. 

• • • • • T ime Travel- The mage disappears from present 
reality and reappears in the same location at a future time of his 
choosing. The farther he wishes co travel, the more successes are 
required: one success means he jumps ahead to the next wrn, while 
four successes take him completely out of the story. 

The mage's arrival in the future will be fe lt through Time 
Sense by other mysticks of that time. The longer the time jump, 
the greater the time-phased phenomenon he becomes to those 
sensing his arrival. The mage may reappear to find several of his 
peers waiting for him, investigating the time phenomenon he 
caused by his time jump. 

So far as is known, no mage has successfully traveled into the 
past and returned. We can assume that Paradox destroys the mage 
making such a trip, though perhaps the mage is simply losr and can 
never return to his original timeline. Then again, there are 
persistent rumors that time travel is indeed possible, and that a 
ruth less conspiracy across time suppresses the knowledge. Those 
who have attempted past-travel have never been heard from 
again .... 

• • • • • Sidestep Time- In some senses, this Effect is rhe 
opposite of Programmed Event. The mage no longer determines 
time for other events; rather, she shifts herself completely out of 
time. The world suddenly halts all around her. She can srill move 
and act among the frozen events around her, pushing or rearrang­
ing objects and people. Certain limits remain; she can turn a 
television ro another channel, bur the frozen image on the screen 
will not change, nor will cars operate, nor wi ll powered machinery 
work. The mage can extend her temporal immunity to encompass 
other objects and people, but this limits the length of her stay out­
of-time. 

--

Each success scored allows the mage to rernaJ.\r.!~Htmei~~ ... 
state for a longer duration. One success a llows the 
time for one rum; five successes last a week or 
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When war turns whole populations into sleepwalkers, outlaws don't jom 
forces wirh alann clocks. Ourlaws, like poets, rearrange rhe nightmare. 

-Tom Robbins, Still Life wirh Woodpecker 

R.esolution: The Fall 
Amid.~t t/1e gnarled and dying trees in the apJ>le 

orchard, two bodies moved toward each other with 
grace and speed that defied theirexhat4Stion and drained 
spirits. One mage, dark and tall, moved in rage, while 
rhe other, pale and small, trembled in fear at this, rheir 
final baule. 

"There's no escape, Clarissa. This grove is grown 
from my own soul, a concepr I know is beyond your 
understanding," Peter taunted. "Always with you it 

was r/1e material. Never the S/>irirual. Never anything yotteouldn 'r see 
and touch. For all that you may have s•~rpassed me, it ends here. 
Toni~ht." Wirh a motion of his hands, rhe black branches of che apple 
trees bent and rook her in a twisted embrace , wrappingaroundher limbs, 
sna/>Ping bones as she struggled to break free, fighting wich all her will 
w redirect the trees of the gro11e 10 her own bidding. For a few moments, 
sunlight flickered among the trees and blooms appeared where none had 
spnmgforth for many days. Peter's eyes widened in fury. )ust as quickly 
as they had come, the lighr and blossoms faded ro nothing. He walked 
owr and grasped Clarissa's chm in his hand, his brown eyes meeting her 
J,rreen ones. She stared back at him. 

"Ym/re going w kill me, aren't you?" she whispered. 
"I only wish I could do more tlwn that, hitch," he hissed, andwir/1 

chat, one sharp branch of tile tree where she lumg drove itself through her 
spine. Peter's lips twisted inw a satisfied sneer as he heard her final 
gasps. But then he shuddered. The wne of her voice and rhe peaceful 
look on her face were not those of a woman who had died in agony, but 
rather, one who had found an answer she had been searching for. As he 
shouted in rage, Clarissa's body grew rhmner, more wrinkled, her dark 
wavy ha1r suddenly ruming silver a.~ the branch p1ercing her body 
wnhered and died, dro[>ping her ro the hard-packed earth. She lay there 
a few seconds before fading alwgether. 

Peter fell w his knees. She'd looked dead. She'd seemed dead. But 
the mocking 110ice of the woman who li11ed wirl1in him echoed all around 
tile gro11e, lat~~;hingaL him. And he suddenly s11spected thac the death of 
his student wasn't a true death, and thar in dying, she'dfore11er eluded 
h1s revenge and discovered what he soughr bw would ne11er find .. 
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II ======~iiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiii-
Personal Growth 

You sltoula not do magic you do not understand! 
- Litde Bear, The Indian in the Cupboard 

Some would say that a mage's whole purpose 
is ro bring about change. This change may be 
persona!, affecting only rhe mystick himself, o r 
external, affecting the world around him. In its 
ideal form, this transformation is called Ascen­
sion. T he idea is hardly unive rsal - few mages 
outside the most rarefied llorizon Realms spend a ll 
day arguing philosophy or metaphysics. Some as­

peers of a mage's "career," however, are constant enough to 
address. That's what this chapter is for. 

Many sorcerers (too many for some Masters' comfort) ignore 
the larger implications of what they do; they do what they will, 
literally. The world , however, does not stand sti ll, especially when 
you mess with reali ty. Mages change; this section details how yours 
might change over the course of the chronicle. (See Chapters 
Two aod Three for the more theoretical aspects of the mystick 
Path.) 

Awareness 
The first step in any sorcerer's existence is his awareness of 

magick. Once he becomes accustomed to the idea, he must learn 
how wshape real icy and command his powers-and himse lf. This 
is not a srraightfor.vard road; it twists and alters as the mysrick 
progresses, often challenging whatever steps the mage has already 
learned. The exact nature of these changes will differ from mage 
to mage and from rroupe to troupe. Any Path, however, begins 
with awareness and goes on from there. 

W'\d T~\ent --.__ 
Ex~rnp\e: l . a 'Node) by menacing sh~l~~:~ 

Chased to strange ruinS ~ynthia faUs into a Thasds to the 
D ena's character in and pus e 

creatures, e d he verge of Awaken g thrashes about 
scream. A\rea ~ on~ nthia sinks into the srre.am.out and pulling 
\imltofhersanlty, hy d (her Avatar) reachmg h Awakens. 

. h n feels a an ,__ he surface, s e 
for a1r. t e d When she brea~<'> t .. says Wayne 
her from the mu . r at the edge of the stream; .. 

"The creatures wave h you going to do. k 
ll ) "W at are d 1" Deena as s. 

(Deena's Storyte er . \ destroy those bastar s 6 R \\ well." 

"\s there any whaydsc~:r five dice. "Difficu~ry hav~ reduced 
ods and an dd Awakenmg . 

Wayne n the Node and su en dsa Wi\\powerpomt 
(For the record. 6 ) Deena rolls and ad 

ff. \rufromSto · 
henh 1cu ., . nthia points 
-four successe~. l scream of ecstatic terror, Cya\esces into a 

W h a pnma power co 
It . shadows. Her new 2) hich burns her 

d he pursumg 3 Prime • w h 
rowar t . ka\ force (Forces • Th light strikes t e 
bolt of pure magiC ms and out her fingers. h~ attacks again. 

. bl p her ar f Cynt 1a l 
as It asts u d' hem. ln a renzv. k Wayne rues 

d shred mg t th next attac . h 
sha ows, e successes on e d blast scatters t e 

~=;~:o~!:~:~=~:v~ hdad en~~~~: :~~l~;ses in a heap at the 
t d o the four wm s, an 
sha owst 
stream bank. 

Awakenin~ 
As it says in Chapter Two, an Awakening can be gradual or 

sudden. More often than not, it involves a growing sense of 
"otherness" - strange dreams, visions, blackouts, breakdowns, 
religious ecstasies, whatever - leading to a momentous event 
where the doors arc thrown open. Regardless of what form this 
Awakening takes, it remains a pivotal point in any mage's li fe and 
often shapes her approach to magick from then on. 

A character can begin with up ro three points of A rete (see 
"Backgrounds," Chapter Six), the result of a steady learning 
process ora sudden, almost brutal, revelation. Generally, the more 
powerful the Awakening- and the higher the starting A rete ­
the more traumatic that first Epiphany becomes. A mage who 
grows to accept magick in a slow, deliberate way may begin with 
one point of Arcrcand a comparatively sane Awakening. One who 
Awakens during some dramatic burst of insight may starr off with 
as many as three points, but will undergo some sanity-threatening 
ordeal as his world is blown apart and reconstructed. We leave the 
specifics of Awakening m your troupe, but recommend that those 
who wish to begin powerful pay for it. 

Be~innin~ Spheres 
and Sphere Arrinities 

A Mage does not Awaken knowing Spheres; these arts must 
be learned. More often than not, a mage's Awakening experience 
influences the Sphere she begins her training with- and the one 
for which she first discards her foci (see Chapter Eight). This 
"Sphere affinity" usually guides rhe mystick's later study. She may 
progress in any Sphere she wants, but tends to favor the fami liar 
Art. A Verbena who Awakens while escaping a burning building 
may be drawn to Forces magick. Even after his mentor introduces 
him to the Arts of Life, he will retain an affinity for fire. As he 
grows, he may sti ll need some focus to work his Life Effects, but 
he'll have an intuinve gift for Forces. He'll set aside his foci for 
Forces Effects first and will probably have more "dots" in Forces 
than in any of his other Spheres. 

There are no special benefits for having a "chosen" Sphere ­
it's a ro leplaying handle, not a game bonus. If the Storyteller 
desires, she might allow for a -1 reduction for difficulties related to 
the Awakening experience; the aforementioned Verbena might 
deduct -I from fire spell difficulties if the Storyteller agrees. In 
most cases, a "Sphere affinity" will simply provide a starting point 
for the road to greater magicks. 

Wild Talent 
Depending on the circumstances, a Storyteller may grant a 

newly-Awakened mage some "wild power" above her usual talent 
when she first Awakens. For a very brief period -a scene or rwo 
-she may cast magicks of up ro the third or even forth Sphere 
level with an A rete Dice Pool of four or five. Naturally, she has 
very little contro l over what she docs or how - the magicks 
happen like a brand-new reflex, not like a srud icd power - and 
may screw things up royally during that time. The Storyteller has 
complete control over the power and nature of these wild Effects. 
The player may blurt out what she wants to have happen, but the 
Storyteller makes the final decision about what does happen. 



- In extreme circumstances - like certain impending death- a 
mystick may fire off one final Effect ar an A rete and Sphere level one 
or two dots higher than his usual rating in rhar Sphere. Say that Father 
Shelley was dying, surrounded by vampires, and he called upon God 
to smite his enemies wirh a final ho ly blast.lfFarher Shelley normally 
had Prime 3, but wamed to use the Flames of Purification Effect, he 
could, with God's assistance, pur everything he had into that last 
casting. His normal Arete of six becomes seven at the moment of his 
death; his player ro lls seven dice against d ifficulry 8 (he spent a 
Willpower point - why not?), gets four successes and leaves the 
bloodsuckers something tO remember him by. 

This ru le is entirely optiona l, and the Sroryrel ler has the final 
say about whether or not such magick is possible. This is a once­
in-a-lifetime thing- it can only be performed with a mage's dying 
breath. 

W ild powers should be run more by drama chan by systems; 
hard rules do not work well for such freak occurrences. Wild 
magicks usually manifest under extreme stress and fade quickly, 
leaving the new mage drained and disoriented. Essentially, she's 
lost in a "What in hell was chat?!?" haze unti l someone else helps 
her put the pieces mgether. That's where a mentor comes in .... 

Instruction 
True Magick cannot be learned from books. All the same, a 

mage must study to advance- the Spheres do not simply impress 
themselves into his subconscious (not anymore, anyway). Some of 
this instruction comes from some kind of mentor, some comes 
from experience, and some comes from within. 

Apprenticeship 
Magick is a primal inst inct refined to an Art. While some 

willworkers refine their abi lities themselves, most undergo an 
apprenticeship under some tutor to learn how - and how not­
to utilize their powers. 

Some mento rs pick their apprentices out themselves, as many 
can sense a future mage before he or she Awakens. Sometimes this 
is done magickally. Many spot potential recruits through mere 
observation. Most people with mystick talent perform little "coinci­
dences" without realizingwhac they're doing- they're simply lucky, 
insightful, blessed or even deranged. A sharp Adept can spot such 
unconscious magick use and pick out a pupil by watching people who 
seem to "sleep" a bit less chan most. Once he's spotted his apprentice­
ro-be, he may push her into an Awakening through either magick or 
mundane experiences or let the novice's Avatar rake its course. 

Some would-be mages come w the mento r. Many begin as 
acolytes, disciples, friends or students of a more experienced mage 
who yearn for someth ing more. Others come seeking help - the 
Awakening has unhinged them, the Technocracy (or Traditions!) 
have hounded them, their world has fallen apart and they need a 
steady hand to pull them out of the vortex. 

However a mentor/student relat ionship begins, it becomes a 
serious commitment to both parties. After the initial training (in 
which the student learns the basics of some magick style, her 
beginning Spheres and the cultura l background and protocols of her 
Tradition or Convention), the new mage is initiated (see the 
Tradition Listings on pages 94-113) into her new society. Whatever 
group the mentor and apprentice belong to, they wil l be judged by 
their peers on the way they both behave. A mentor will often be 
praised or condemned for the actions of his student, while a budding 

mage may find her Path helped or hindered by her mentor's reputa­
t ion. Most Tradi t ions have certain criteria they demand from 
would-be mentors. No group wants a rookie training amateurs! 

Obviously, menror and student part company sooner o r later. 
This might come through a dispute, attr ition, rivalry or personal 
growth. A link exists, however, between tra iner and trainee which 
transcends mortal relationships. O nce mages have shared a Path, 
even for a while, some t races of the journey remain with them. The 
bond isn't usually strong enough to be called "magick," but both 
sides can fee l irs pull. Even when severed, this mystick attachment 
can lase lifetimes. A mentor can usually sense the "flavor" of his 
apprentice's magicks, even if the two haven't spoken in decades, 
and the student often knows when she enters some place chat has 
been important co her mentor. 

Mentors and Libraries 
Characters may learn a certain degree from teachers or books. 

The better the resource, the more a mystick can get our of it. The 
benefits of research can help any character - learning has no 
upper limit. 

If your mage srudies with a formal Mentor (i.e., has bought 
that Background Trait) or has access to a Library (l ikewise), you 
the player can roll his rating in that source of knowledge against 
difficu lty 7; if he has Mentor 4, for instance, you'd roll four dice. 
For each success you rol l, you save one experience point (see 
below) when buying the Abil ity or Sphere your mage studied. 
Such study takes at least a week; you can make only one roll per 
study attempt. 

No matter what you rol l, your mage must a lways spend at least 
one experience point and the source of knowledge must have 
something to do with the subject your mystick studies. A Mentor 
who knows nothing about Forces magick cannot teach you about 
that Sphere- you'll have to look elsewhere. Likewise, one who 
knows less than you do can't help you much - a Mentor with 
Forces3 cannot help you save points when studying Forces 4. This 
is a problem many Masters run into- advanced knowledge gets 
harder and harder to come by. 

The same isn't true of Libraries- one can always gain new 
insights from books. Study time doubles, however, if the mage has 
used the same Library to learn about the same subject more than 
three times in a row. This expla ins sorcerers' fondness for hidden 
lore - the more they find, the more they can learn. 

In most cases, a character can on ly save experience points 
this way through the Background Trait. Another character with 
the Instruction Skill (see" Abilities," Chapter Six) can help your 
mage learn something that she knows by roll ing her Instruction 
rating. Your character saves experience points the same way, but 
the other player, or the Storyteller, makes the roll , no t you. 

A Mentor may have Instruction or a Library (most do), but 
a mage who wishes to study must make a choice. He may only ro ll 
one Trait, not a combination or total of the three. 

Seekin~s and Epiphanies 
A mystick's Avatar often works as a second mentor. While 

Chapter Two details about the interaction between mage and 
mystick self, it's worth nothing here that a mage cannot advance 
his A rete without See kings and Epiphanies, unless the Storyte ller 
wants to ignore this aspect of his chronicle in favor of external 
adventures. 

Chapter Nine: Setting Rules 
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E xperience costs Cost 

3 Trait 
New AbilitY tO 

current rating New Sphere 

Willpower 
\(now ledges 
TalentS and Skills 

Attributes . h 
Tradition Specialty Sp ere 

Other Sphere 

A rete 

current rating 
. g J( 2 current rat1n 

current rating x 4 
current rating x 7 

· g X 8 cunent ratln 
· gx 8 current ratm 

Raising your Arete is not a matter of spending experience 
points. A Seeking pits your mage against a series of internal 
challenges. If she overcomes them, she gains a deeper access to the 
power within her. If she fails, she cannot advance (or buy another 
point of Arete) until she overcomes a fU[ure test. When she 
succeeds, a momentary burst of insight -called an Epiphany, after 
an old term for faerie enchantment- overwhelms her; things will 
seem a bit dislocated, impressionistic, otherworldly. Those who 
study such things claim that the mage has entered the "Periphery" 
between this world and the spirit realm. This fee ling fades after a 
while, but the enlightenment does not. 

Ideally, the player should take some time out with the 
Storyteller in order to roleplay a Seeking session. This isn't 
essential, of course, but it helps both panies get a feel for Mage's 
deeper possibilities. The details of the Seeking will often depend 
on the Avatar's Essence, the mage's conflicts within the chronicle 
and the player's and Storyte ller's desires. 

Some possible Seeking ideas, by Essence, include: 

• Dynamic - You must successfully change either yourself 
or somebody else. The nature of that change will vary- a Chorus 
mage should bring about something toward the common good, 
while a Progenitor might have to solve some scientific riddle 
which has baffled her until now, unlocking new possibili t ies. 

• Pattern - You must protect the status quo somehow (by 
protecting your parents, say, or bringing your own chaotic tenden­
cies into line) or strengthen the patterns which connect and bind 
the world together (by symbolically descending to the Under­
world to give Atlas a break, for example). 

• Primordial - You must face- or accept - your own inner 
demons within a landscape of your deepest self, and strengthen 
your ties with the most primal parts of creation. An urban Verbena 
may need to cast aside her modem comforts and live wild in the 
woods, while a Hermetic mystick may need to escape his foci and 
work magick using only his wits. 

• Questing- Your Seekings will take you throughout the 
physical, mental and spiritual worlds, in pursuit of an endless 
succession of goals, truths and rewards. You may be tantalized by 
some "Holy Grail" that beckons you through a series of puzzles 
which reflect unresolved bits of your life. 

Mage: The Ascension 

Experience Points 
As the chronicle progresses, the S toryteller will reward your 

characters with experience poims. TI1ese points allow you to buy 
up your mage's Traits, and reflect the result of hard-won knowl­
edge. 

Spending Experience Points 
Any Trait other than Backgrounds can be raised with expe­

rience. If you want to raise your mage's Alertness from 2 to3, you'd 
spend four experience points. These costs vary from Trait to Trait 
and can be found in both the box nearby and on the Character 
Creation Process chart in Chapter S ix. 

Within the stOry, however, your mystick must learn these 
skills somehow -someone or something must teach him. He may 
have encered formal tratning to learn more about Do, or might 
have increased his abili ty through hard use, tria l and error. 
Roleplay it out when you raise your character's Traits; it's not vital 
to act out a month spent in a dusty library, but the learning time 
should be accounted for somehow. 

Sphere ratings must be increased by study - you don't 
discover the more esoteric aspects of your Art through simple use. 
Thissrudy may take place with a mentor (or Mentor, if you're using 
the Background Trait), in secluded research or during some 
appropriate quest - a vision journey, an Otherworldly trip or a 
personal cross-country trek- and will take time. Assume at least 
one month per Sphere level at the lower levels and perhaps as long 
as a year or more per level at rank rhree or above. Magick can take 
lifetimes to master and often does. 

Awarding Experience Points 
At the end of each story, the Scoryteller will take each 

character's actions into account (be afra id !}. For Storytellers, 
these "rewards" will set rhe tone and power level of the game you 
run. If you're stingy, the characters will advance slowly, perhaps 
too slowly for their players' tastes. If you're over-generous, you may 
be dealing with a super-cabal before you know it. We recommend 
giving between one to five points per character per game session. 

The guidelines below offer a good spread of options. 

• One point - Automatic: A character always gets one 
point after each game session. 

• One point - Learning Curve: TI1e character learned 
something from his experiences during the chapter. Ask the player 
to describe what his character learned before you award the point. 

• One point- Acting: The player roleplayed well, not only 
enterta iningly butappropriately. Award for exceptional roleplaying 
only; your standards should get increasingly higher. In most cases, 
only award this point to the person who did the best roleplaying 
in the troupe. 

• One point- lnternal Consistency: The player acted out 
her character's Nature and Demeanor very well and had magickal 
goals that complemented her Essence. While some players may 
find it tough to fulfill all three goals convincingly, those who 
properly present both their fa~ade and true self deserve a reward, 
as do those who represent their Essence appropriate ly and consis­
tently. 



• One point - H eroism: When a character puts herself at 
mk for mhers, such as when she suffers multiple aggravated 
wounds fighting a Nephandus long enough for rhe rest of the 
mages wescape, give her an experience point. Don't let characters 
take advantage of this, however. There's a fine line between 
hemism and stupidity. 

A r the end of each story, you can assign each player from one 
to three additional experience points in addition to the points 
they earned for completing the fina l chapter. 

• One point- Success: The group succeeded in irs mission 
or goal. lr may nor have been a complete success, but at least a 
marginal victory was achieved. 

• One point - Danger: The character experienced great 
danger dunng rhe story and survaved. 

• One point - Wisdom: The player (and thus the charac­
ter) exhihired great wits or resourcefulness and came up with an 
adea rh:u enabled the group to succeed. 

I( you want to award your players even more points and let 
their char::acaers develop more quickly, simply invent new award 
categories. These can even vary from story to story and can be 
based on the specific circumstances of each. 

Specialties 
Once a character attains four dots in a Trait (including a 

Sphere; see Chapter Eight), the player can choose a specialty that 
firs her mage's experiences. Chapter Six has more derails about 
such ~pecial ries. 

R.aising Backgrounds 
These Traits come from actions and events; thus, you the 

Storyteller may grant points in a particular Background in lieu of 
experience points if the mage (or cabal) did something that would 
cam her some kind of favor. If jennifer Rollins made a powerful 
fnend durmg one story, for instance, rhc Storyteller mighrgive her 
a dm in Allies o r raise the Trail by one if she had it, instead of 
giving her experience points that session. If Father Shelley's cabal 
won a new Chantry during a story, each character would get a dot 
o r two in the Chantry Background. 

Generally, only one Background dot will be awarded per 
mage pe r game session, unless some great favor was done. 

Conrlicf 
No matter how subtle the wizard, a knife between the shoulder 

blades will seriously cramp his style. 
- Sreven Brusr,]hereg 

The trials a mystick encoumers during his life will change 
him in ways no player - or S toryte ller - can predict. These 
events can alter his personality, lower his A rete or confidence or 
even transform him into a threat tO the world around him. 

Nature and Demeanor 
We are rhe products of our experiences. Sometimes rhe 

things we encounter change us from Caretakers to Curmudgeons 
or from Rebels ro Architects. Likewise, you rhe player may decide 
to alter your mage's Nature or Demeanor. This may rake as little 
as a shaft an roleplaying or as much as a drastic revision of both 
lasrings wath the Sroryteller's permission. 



Changing Demeanor doesn't rake much - the character 
simply starts acting differently. Naturally, you should change the 
way you play the mage before you erase the o ld Demeanor from your 
character sheet and possibly consult the Storyteller first. Depend· 
ing on the way you play your character, the Storyte ller herself may 
suggest such a change-coldly killing rival mages does not befit a 
Caretaker Demeanor, even if it's done for a good reason. 

Changing Nature is a bit harder - such a shift reflects a 
profound shift in outlook and conviction. Generally, only a severe 
trauma or transcendent revelation can alte r a character this way. 

- The change should be played our for everything it's worth and may 
- take several game sessions or sto ries to come about. Once it 

happens, such a shift is often permanent, unless the character goes 
insane o r undergoes another profound experience. 

Insanity may a lter either Nature, Demeanor or both -
sometimes randomly. Roleplaying such dementia will be a chal­
lenge, bur may be the best way to approach long Quiets, severe 
psychological shocks, Mind S phere-inflicted damage or a life 
grown too dynamic fo r irs own good. 

Hubris fJ R.esoni)nce 
The effects of excessive pride are too variable and complex tO 

assign to systems. The way you the Sroryteller deal with such 
situations will depend on the mage, his actions, the magick he uses 
(and the way he uses it), the reactions of rhe people around him 
and the needs of your chronicle. The following hints, however, 
should give you some options when dealing with "the dark side" 
and its repercussions. 

Hubris usually creeps in when a mystick becomes fu ll of 
himself. Perhaps he (o r his player) has begun to take magick too 
lighdy - it is the transformation of reality, after a ll. Perhaps he's 
begun to act care lessly - blowing up an a irplane co kill the Man 
in Black on board, or conjuring a hungry griffin in Central Park 
without regard for the S leepers it might maul. Or maybe the player 
himself has made a decision to have his character tempted by old 
hatreds, unresolved fears or new delights. The circumstances will 
depend on your troupe. Don't be afraid, however, to use hubris as 
a lever against power-players who simply want to throw fireballs 
around the city o r drain every ATM within miles. If the greed of 
n player affects his character's actions, so be it. 

(All the same, keep your own "dark side" in perspective. 
Don't throw pride in as an obstacle just because rhe player has 
made too many good decisions. Be fair - Heaven and Earth may 
no t be humane, but they dD have a sort of balance to them. And 
this is a game, after a ll.) 

Storytelling Hubris 
• Twist magickal Effects: The first signs of growing pride 

occur when a spell tums out a licrle differently than the caster 
planned. Maybe chat fireball looked a little like a smiling demon 
hefore it hit, or the wound that Chorister just healed glowed 
brightly for a second, like a miracle he brought about all by 
himself .... A Storyteller shouldn't make such a lterations really 
noticeable until the mage has really taken on an advanced case of 

--NH!1:~-M-IW>C"time a wise player notices that his Correspondence 
to spy on the gi rlfriend his mage is so possessive 

hint. If not,let these twists become more and more 
mage's true personality. 

The Ascension 

• Subtly change the world to reflect the mage's actions: "TI1at 
which you do returns to you threefold" is a Mage truism. This effect, 
called Resonance by some, gradually colors a mage's surroundings to 
match her personality. A greedy mystick's study will seem more 
confining, a Horizon Realm may become darker and more rempes· 
tuous, or a Sanctum may give off an unsettling aura to strangers. 

Resonance is rarely overt - it alters the atmosphere of a place 
more than the physical surroundings. By the time things get to a 
really advanced state, the mage is usually too far gone ro care. 

• Adjust the way you play the Avatar: An Avatar need nor 
be Jimminy Cricker ro point out a mage's pride. In many cases, it 
may become more like a tempter than a conscience, though this 
will depend on the mage (see the C lar issa Ryan/ Peter Kobie saga 
for an example). Depending on the mage's Essence and the 
character's actions, the Avatar may either deny the mysrick furthe r 
power during Seekings, make those Seekings impossible to com· 
plete without forsaking pride or encourage the mage to greater 
he ights of hubris. An Akashic Brother who gets a kick out of 
bearing up foes may be chided by his Avatar, whi le a Void Engineer 
with a Questing Essence may plunge deeper into the Umbra than 
any sane person would go, even if ir meant joining the Nephandi 
to do it. Either way, the Avatar will usually "speak up" if a mage 
approaches the deep end, either to chastise or to cheerlead. 

• Let Storyteller characters notice something "different" 
about the mage: Resonance often affects a mage's personality and 
sometimes even his aura or appearance. Characters who see Ava­
tars or auras may no tice cases of powerful pride (difficulty 7 · I 0 , 
depending on the nature of that pride) - the mage may glow 
brighter, radiate crackling power o r appear tainted or disheveled. 
Really pride-ridden mages often take on some physical signs of their 
state and may grow uglier or more beautiful, again depending on the 
wizard 's actions. 

Sooner or later, people will notice. Some will comment, 
o thers will simply react. It's up to the player whether or not he takes 
the hint. 

• Set up tests and temptations: As a Storyteller, you can alter 
the course of the stOry ro give prideful characters an opportunity to 
redeem or damn themselves. Set up tests like the ordeal of Father 
She lley in Chapter Eight, and sec how the player reacts. Don't 
make things too obvious, just offer him a choice of actions and sec 
where he goes fro m there. 

Remember that Mage is nor necessarily abourbeinga nice guy. 
A smart will worker remembers, however, that what he does shapes 
him - and his world- in his image, and he acts accordingly. 

Losing A rete or Willpower 
Magick demands confidence. Mages are human beings. Hu­

man beings are nor machines, and even machines sometimes break 
down. A mage who breaks down too much loses control - and 
sometimes forfeits the ability to work magick. 

The full rules for A rete and Wil lpower loss can be found under 
their respective headings in Chapter Six. Willpower lost can only be 
regained through experience and roleplay in g. Lost A rete can on I y be 
regained by restoring your mage's Willpower and possibly undergo· 
ing a Seeking to work through things, if the Storyteller desires. 

Quiet 
The full rules for Quiet can be found in rhe Paradox section of 

Chapter Eight. The after-effects of Quier- from rwitchy phobias 
to hobgoblin-inflicted messes - can last for a long rime. 



R esolution 
I saw rhe shaman 
Wlondered why she lit•ed and died 
Leave a note and tell me wl1y 
- Rusted Root, "Beautiful People" 

T he Ascension ideal is an eph~.:meral th ing. Like huhrb, it's 
not something sysrems can define - it'., a personal gm1l, m H f1 

collect ion of experience or Arete pomrs. A Master may reach 
A rete I 0, have five dots in all h1~ Sphere~.live for a thousand yc<m 
and ~rill not Ascend if he lack> rhe w1~dnm or the vision m do Hl. 

A relatively young mage may A~ccnd 1f '>he come~ to term:. With 
her mncr conflicts, give~ up her life for anorher or achie\'e!> a 
balance between her mortal and my'>llck selves. Ascens1on ·~a 
ridule, and those with the answer~didn'rsnck around ropass 1hem 
along. 

A~cension usually takes a chamcrer our of the game. He or she 
has gt111c off to a higher (or lower) plane. Some mages actual ly 
work rhcir way up ro this goal, hut srcp hack m the last minute w 
help mhcrs along. Pcrhap:. t he A~cended ones join God or the 
Gods, or the Oracles, or the Mach me. If they still walked rhe 
Earth, 1t m1ght be a brighter place (then agam, it might nor ... ). 

n.ffercnr groups have diffenng VIeWS on Ascension. Perh<lp' 
rhq•'rc <Ill correct for those who believe. C hapte rs T wo and Three 
explore t!.fferenc concepts poinr-hy-poinr. The means ro peN1nal 
A.,cemion (<~nd the results uf it) arc lefr w your rroupe m dec1de. 
Wharever the answer may he, ir won ' r he quick or easy to <1ch icvc. 
Nothi ng worthwh ile ever is. 

Ascension is a n enigma. T he hin1 s below, however, should 
make it e<1sie r ro incorpomtc into \'Our chronicle. 

P erson()! Ascension 
Self-perfection is the common llllly Grail. T hrough ir, a 

my~nck becomes one wirh some grcmer entity llr ex1>ands to full 
human pmennal ro become more rhan merely flesh. Some posH 
that such A~cension is nor a go<1l hut an ongomg process. The 
amwcr, again, is up to you. 

Scckings and A rctc play a l<~rge pnrt in personal Ascenswn, 
hur rhcy only reflect in ahstracr terms wh;n most mages spend 
li fe rimcs rrying to achieve. T he rea l test of personal Asct::nsion 
comes through ro leplaying- facing tests and triumphing while 
hecoming one with your Art. A character who spends most of her 
experience on A rete and most of her time achieving some balance 
;md perfection will Ascend more quickly rhnn one who perfect~ hb 
power with rhe Spheres. 

ome "common" route~ tow<~rJ per~onal Ascension m1ghr 
mclude: 

• Journeys into the Otherworlds wh1ch impire a v1ew of the 
Lotnlity and unity of creation; 

• Srrict adherence to some art , magick, philosophy or re li­
gion wh ich teaches ''The Way" ro a chosen goal; 

• Death as a sacrifice for the greater good: 

• Forging an all-unifying theory which takes all things mto 
account and respects the miracle which is each separate thing 
combined; 

• Reali:ing rhatany attempt to quanr1fy creation is doomed 
w fall and ham1oni:ing w1th what 1s rnrher than with what une 
thmks rhere should he. 

Chap[er Nine: Setting Rules 
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Remaking the world in your image is what the Ascension 
War is all about. To bring about worldwide Ascension (if such a 
thing is even possible), a mage or cabal would have to accomplish 
some great feat which would open the eyes of the multitudes and, 
theoretically, get them all to accept the truth you know. Not 
likely. 

This isn't to say that localized change is impossible. The 
Hermetic Houses, and later the T echnocracy, have had great 
success molding local paradigms enough so that their actions 
could be considered normal, if unusual. In an era of global 
intercommunication, a truly world-wide paradigm may be in sight. 
This possibility ups the stakes of the Ascension War for a ll panics. 
If some Reckoning is at hand, every group wants to be the one 
holding all the cards when it happens. 

Mage itself is about change, so players must be allowed to at 
least think that their efforts make some sort of a difference. Again, 
the amount of change one cabal can bring about should depend on 
what the troupe wants from its chronicle - we cannot dictate 
what's best for your game. Mages have been fighting for centuries 

tO remake the world, and one novice cabal probably won't be able 
to crush the Technocracy or drive the Pnmordial horrors back into 
the Deep Umbra, bur then again, they migh tip the balance of the 
fight. Such a change must be gradual, nor sudden; abrupt change 
brings about Paradox .... 

The hints below offer some guidelines toward external As· 
cension to use as you see fit. Common methods may include: 

• Significantly changing, through personal efforts, a local 
paradigm to accept cenain Arts or styles as coincidenta l (harder 
than it sounds); 

• Bringing abou r a revelation. miracle or d isasrer so profound 
that the S leepers would have to take notice (and surviving rhe 
experience long enough ro make change last); 

• Trashing a rival faction so completely that they offer no 
competition (i.e., the Pogrom); 

• Founding a philosophy, metaphysic, cu lture or religion so 
widespread that it alters the world (the most successful method, 
but really slow); 

• Ushering in some entity which makes the world's mind up 
for it (scary thought). 

The Hidden World 
Children wiU always be afraid of the dark, and men 
with minds sensitive to hereditary impulses will always 
tremble at the chought of the hidden and fathomless 
worlds of strange Life which ... onl:y the dead and the 
moonstruck may glimpse. 
- H.P. Lovecraft, "Supernatural Horror in Litera­
ture" 

Mages share an uneasy relationship with other 
shadow denizens - vampires, ghosts, demons, 

'-=-- - Umbrood spirits, werewolves and even reputed 
faeries. This hidden world teems beneath the mundane one that 
mortals understand. Though few un-Awakened people ever notice 
such beings, their influence cannot be totally ignored. 

The Awakened deal with other supernaturals all the time. 
These societies are an endless mystery, even to those who 

belong. Any meeting between them will be colored by misconcep· 
tions and prejudice. Even if your troupe is familiar with the other 
Storyteller games, bear in mind that the "facts" that most vam­
pires, werewolves, mages and such take for granted about each 
other are utterly wrong. Only the ghosts seem to have accurate 
information about the other groups, and the dead seldom ta lk. 

Most other supernatural beings can sense mystick activity. 
This is more of a feeling than a "Hey, there's magick going on over 
there" sort of insight. A successful Perception+ Alermess roll will 
allow such creatures to detect magickal feats; the difficulty for 
such a roll runs from 7 to 10, depending on the strength of the 
magick. While subtle or coincidental acts would be hard to notice, 
fl ashy vulgar ones would be pretty obvious. 

The following rules cover supernatural beings and the ir 
interactions with the mysticks they encounter. These rules assume 
quick-and-dirty story resolutions; troupes with the other Story· 
teller rulebooks are encouraged to use those systems instead. 

Mage: The Ascension 

Vampires 
Vampires (also known as the Kindred, the name they usually 

call themselves) do indeed exist. Much of the folklore about them 
is false, however, and even the wisest mages know few hard facts. 
The most powerful Kindred play Machivellian games with both 
mortals and their own offspring. Younger bloodsuckers- some 
myths, at least, are true - are said to wage their own kind of 
Ascension War, one for independence from their immortal mas­
ters. 

Some facts are common knowledge, at least among the 
mysticks: vampires are indeed undead, with a blessing/curse passed 
through a blood-transfer called the Embrace. They fear sunlight 
and fire; both inflict aggravated damage on them. S imulated 
sunlight will not destroy them, though it will hurt; each success 
inflicts the usual magickal damage, which can be soaked. Crosses 
or garlic have little effect. Kindred drink blood to survive, but do 
not die if it is withheld - they simply fa ll into a deep slumber. 
Vampires heal quickly from most forms of damage (one or more 
Health Levels per rum) and can use a variety of unearthly powers. 

These powers are not magickal. For reasons the Awakened 
don't entirely understand, the vampiric Embrace destroys a mage's 
abi lity to use True Magick, and he cannot carry it over beyond his 
death. There are rumors of undead wizards, but their nature and 
origins remain a mystery. Some Kindred do employ a form of static 
magic, called Disciplines by some. O ne of these, known as 
Thaumaturgy, is a variant of hedge magic that harnesses the mystic 
power of vampire blood. Other Disciplines allow Kindred to 
change into wolves or bats, grow claws or meld with the earth 
(Protean), command others through thought or persona I i ry ( Domi­
nate and Presence), disappear from sight (Obfuscate), see hidden 
and even magickal things (Auspex), commune with animals (Ani­
malism), or employ inhuman speed (Celeriry), strength (Potence) 
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By the rules of me Werewolf: The Apocalypse game, Garou • o r stamina (Forriwde). Orner, more arcane, Disciplines supposedly 

exist, but they are nor common. Though these abilities are still a 
form of mystic command, mey are a far cry from the power of the 
Spheres. They are, however, Paradox-free; mages who battle 
vampires must be careful. 

Mages with me right Spheres can oppose some Disciplines 
through countermagick; Mind coumcrs Dominate and Presence 
attacks, and basic countermagick works against Thaumaturgic 
spells. Magickal successes cancel out the vampire's own, as usual. 
Counrcrmagick only works this way against direct attacks on the 
mage herself. Powers which a lter the Kindred (Potence, Obfus­
cate, Celerity, Fortiwde, Auspex and Protean) o r others 
(Animalism, or Presence or Dominate used against someone oilier 
than the mage) cannot be countered this way. 

Life magick alone is useless against the undead. O nly con­
junctional Effects using Matter and Life, or fire-based attacks, can 
inflict aggravated damage, a lthough Forces, Entropy, Mind and 
Prime arracks have their usua l effect. 

Some mysticks use vampire blood for Tass or vitality. While 
th is can be effective in the short run - the average vampire can 
"supply" five points worm of Tass, and prolong a human life for 
decades- it's unhealthy. The undead make nasty enemies and 
inflict terrible punishments on those who would use mem in such 
a cavalier manner. 

A lesser form of me Embrace, called a Blood Bond, can 
enslave a mage who drinks too much vampire blood. Anyone, 
morral or otherwise, under such a Bond must obey the vampire 
from whom that blood came unto death. Though a combination 
of strong magicks (Life 4, Mind 3, Entropy 3, Prime I) and some 
knowledge of the condition (Kindred Lore, and lots of it!), a 
willworker may break a Bond set on someone else. The Bond, 
however, will not usually allow a person under its power to harm 
her master - or destroy the Bond - of her own volition. 

The Kindred can be crafty allies, volatile companions and 
demonic enemies. A wise mage avoids entanglements with m e 
undead. 

Ghouls 
Vampires are known to create ghouls, Sleepers or animals that 

have partaken of vampire blood without dying first. These beings 
remain mortal, but they do not age so long as they receive a steady 
supply of vampire blood. Like vampires, ghouls have shown 
superhuman physical abi lit ies and the power to hea l quickly. 
However, ghouls command no magick nor supernatural powers. 
Mages should treat ghouls wim ordinary caution. 

Werewolves 
Werewolves, or Garou, are no t fond of mages. Their sacred 

sites- called caems- are more man just Nodes. Each one, they 
feel, is a small heart of the earth mother they call Gaia. Plenty of 
mysticks have shrugged off me warnings of the Garou and tried to 

tap these Primal springs. Not many survive the a ttempt. 

Garou arc penultimate killing machines; fast, massive and 
really bad-tempered, they heal most kinds of damage almost as fast 
as they receive it. Only fire, silver, aggravated magickal attacks 
and toxic waste seem to hurt a werewolf - i.e., cause him 
aggravated damage. In game terms, only aggravated damage affects 
a Garou for long. Any oilier kind simply heals at a rate of one 
Health Level per turn if the beast is in one of it's non-human forms. 

have five forms: Hamid (human), Glabro (big human), Crinos ~ 
{wolf-man deam-machine), Hispos (dire wolf) and Lupus {wolf). 
For simplicity, only Hamid, Lupus and Crinos forms are impor­
tam. The fim two are fairly mundane; the third effectively doubles 
a werewolf's Physical Attributes, grants him two or three attacks 
per turn and a llows him to ignore dice penalties from wounds. This 
form is so terrifying that un-Awakened humans generally freak 
out, pass out or run in its presence. Mages are immune this 
"Delirium" effect, but feel an instinctual fear of this natura l 
predator regardless. -

Because of the general antipathy the werewolves hold to- -
wards mages, facts about m em are scarce; they are said to be great 
shamans, remorseless killers and fearless allies. Those who under­
stand the Otherworlds often meet Garou in their travels beyond 
the Gauntlet. Some Traditions- the Dreamspeakers and Ver­
bena, in particular- hold an uneasy truce with the beast-men. 
Marauders, it is said, often a lly with them for short periods, and 
even some Nephandi supposedly seck the ir service. The Technoc­
racy considers the so-called Changing Breed a menace and hunts 
them at any provocation. For the most part, the Garou avoid 
letting mysticks get too close. Even the best of companions will 
never willingly allow a mage to access a caem. 

Some mages don't care. If me defenders can be slain, a Spirit 4 
Effect must be used to break through the Node's mystick protec­
tions before its Quimessence can be channeled. A cacm will be 
good for between five ro 50 points of Quintessence before it gives 
out. Any mage who does this will be in serious trouble if me Garou 
ever discover her identity! 

O ther shapechangers exist - bears, ravens, coyote, big cats 
and even, supposedly, giant lizards have Changing Breed counter­
parts. Werecats {also called Bastet) are especially fond of mysticks 
and sometimes follow them around to !cam their secrets. These 
other fo rms of were-beast are exceedingly uncommon. Many can 
only be found in Horizon Realms dedicated ro me bygone Earth. 

Some werewolves use Spirit-magics called Gifts. Like Disci­
plines, these are natural static affinit ies, not True Magick. The 
broad range of such Gifts, however, makes duplicating their 
powers difficul t wimout a copy of Werewolf. If you don't have 
one, just assume that a werewolf can use between one to three 
Spheres worrh of Spirit magick, with a Dice Pool of two to four and 
no Paradox restrictions. All Garou can Step Sideways like the 
Spirit 3 Effect; a ll it takes is a shiny surface, a tum to pass through 
and a successful roll of three dice. 

Old tales say m e Garou are spirits clothed in flesh. Whatever 
the trum may be, me werewolves and £heir kin are tough, elusive, 
and rare. Willworkers had best tread carefully around mem. 

Changelings 
Some mages believe that faeries walk among us. Not the regal 

sidhc of the Mythic Age, but half-human changelings who carry 
their otherworldly aura beneath a mortal guise. While more 
skeptical mysticks dismiss such fa iry tales, even they can't ignore 
the odd beings who pop around reality's com ers from time to time, 
bringing their dreams with them. 

Chapter Nine: Setting Rules 
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Some Traditions have age-old ties co the fae- the Verbena, 
Dreamspeakers and Hem1etic Houses know the so-called Kichain 
well. Other, more modern mages regard the changelings as some 
sort of cross-hreeJ if they acknowledge them ar all. The Technoc­
racy denies that such beings cxisr and have reams of specialists 
who can convince anyone who does believe in faeries to change his 
mind. The Council on the whole believes char faeries joined the 
Bygones ccnruries ago. Changelings may appear occasionally, bur 
they remain on Earth only for shorr periods, then return to fabled 
Arcadia, the Dreaming Realm. Mages who meet the fac dispute 
this, but any proof of faerie presence is as Oeeting as the dreams 
they supposedly command. 

The rates of faerie magics arc as varied as the fae themselves; 
any legend you've ever heard supposedly has some basis in fact. 
Naturally, the days of magic castles and living rrees are long gone 
(or so we think ... ), but many fo lk on the fringes of the old country 
~t ill clllim that he lpful boggansand mischievous pooka wander the 
backwood~. showing up just long enough to cause trouble. If 
changelings do exist, their abilities would shape dreams and 
imagination, turning it imo "solid" reality if the fae one can bring 
a morta l a long to witness it. There seems to be a correlation 
between this fae Art and True Magick, but the former quickly 
disappears when Banality (aka Unbelief) grows coo strong. 

In game terms, changelings can warp reality as if they wie lded 
Sphere magick, so long as they overcome a target's Banaliry first. 
To tlo this, roll the changel ing's Glamour raring as if it were A rete 
for a magickal Effect (see Chapter Eight). The target's Banality 
score sets the difficulty. These Effects will have some narrow 
parameters - certain c hangel ings might only affect humans, 
inanimate objects, natural forces, places or other faeries - and 
often demand some sort of odd action - like clucking like a 
chicken, suffering a nightmare or dancing in a circle- before the 
Effect will work. A changeling affect ing the world around him 
would roll against the Banality rating of the area (in other words, 
the Gaunclet rating). Unlike True Magick, such Arts will nor 
work at all if the changeling cannot overcome Banality, and they 
rarely leave lasting results. 

A mage can resist a fae canrrip by rolling her Willpower like 
a soak roll, difficulty 7. As usual, this removes successes from the 
changeling's coral. The mystick may also counter the Art with her 
Arete, rolling against difficulty 6. C hangelings can, however, do 
the same thing, countering Sphere magick with their G lamour 
(difficulty 7). A fight between a mage and a changeling is an odd 
and inconclusive thing. 

The more a mage believes in faeries, the easier it will be for 
a changeling roaffecther. Tradition mages have a low-to-medium 
Banality - from four or five for a Dreamspeaker, Hermetic or 
Verbena to e ight for a Son of Ether or V irtual Adept. 
Technomancers of any kind have high Banality ratings- Tech­
nocracy mages often go as high as 10. Marauders and Nephandi 
may have very low or extremely high Banality ratings, depending 
on the mystick himself. 

Faerie places- called Freeholds by those who understand the 
fae- are said to exist. If they do, they may be treated as werewolf 
caerns with high Arcane ratings which hide them from sight. It's 
a lso said that some mythic beasts have dreaming forms that 
become solid if one comes under faerie enchantment. Treat them 
like Bygones with Glamour scores of between five and 10, who 
must overcome a person's Banality before they can interact with 
him. 

Mage: The Ascension 



Ombrood 
(See also "The O therworlds" for further details.) 

The term UmiYYood is a general term fo r the variety of 
Otherworldly beings. Many mages argue about distinctions: is an 
Umbrood a god, a powerful spirit or just something weird? The 
mysrick factions refer tO Umbra! denizens by a bewildering variety 
of names; the Technocracy calls such beings "aliens" when it 
chooses tO acknowledge their existence at al l. 

Mages encounter Umbrood of one kind or another all the 
time. Most inhabirams of the Otherworlds fir this bill, as do 
ghosts, demons and the wandering Bygone spirits. Many of them 
can take materia l form fora short time, and most will answer Spirit 
magick's call. The tales and lore compiled over the ages, shQ[ 
through with personal experiences, religious beliefs, folklore and 
prejudice, offer few hard answers about these entities. T roupes are 
advised muse their imaginations as freely as possible when dealing 
with the Umbrood. Wc'vcoffered a few hard rules below, but there 
should be many exceptions to these guidel ines. Spirits are meant 
to be mysterious things. 

Spirits arc dcflncd as beings made of ephemera, the material 
of the Umbra! Worlds. Ghosts, the Restless Dead of the Under­
world, hold a slightly different form- ectoplasm. In game terms, 
both are essentially the same thing; each is immune tO Life and 
Matter, unless the spirit has taken on solid form (see the Materi ­
alize Charm, below), and most forms of magick other than Spirit 
and Prime are useless unless the mage herself passes into the 
Umbra. Some Umbrood retain a material form; Bygones, Realm 
creatures and the enigmatic Ka Luon arc as solid as any human 
being. All spirits arc invisible without Spirit Sight (Spirit I), 
unless they choose to Materialize or Appear. 

Nor that a mage is helpless against an Umbrood. A combina­
tion of Spirit and Prime (or, for ghom, Emropy and Prime) acts 
like Life magick against eithe r mater ial. No physical attack will 
affect an Umbrood unless e ither the spirit Materializes, or the 
morral has lasting spiritual connections (Garou or fae blood, or 
Rank 3 or higher in rhc Spirit Sphere). ln most cases, punching an 
Umbrood is a waste of time. 

Ghosts and spirits aren't fond of mages, either. Either one can 
have irs Power (or Corpus, in the case of ghosts) distilled into 
Quintessence <l nd d r<li ned through Spiri t 4, Prime 4 magicks. A 
spirit may soak this "damage" with its Willpower. This kind of 
draining doesn't "kill" a spirit- they're far more than just Prime 
baneries - but it will harm it for a while. A Master of these 
Spheres is feared - and hated - throughout the Otherworlds. 

Some known types of Umbrood include: 

• Gods (Celestines, l ncarna, Entities, Pure Ones, etc. ): 
Whether these arc st i II just "spirits" is a bone of contention among 
many mages. The dreams of these vastly powerful beings are said 
m have shaped the Earth and beyond. 

• G hosts (wraiths, the Restless Dead): The souls of the 
dead who cannot or will not pass on to their final rest (see Wraith: 
The ObLivion for more information). 

• Demons and Demon H ordes: Most theories agree thar 
demons arc evil and destructive. Little else is cenain; a ll of them, 
however, have some ephemeral nature . Astral, or High Umbra!, 
demons can Materialize on Earth. The greater demon hordes arc 
often extraterrestrial entities unable to cross the Barriers under 
their own power. 

• Mythic Beasts (Bygones) : Material c reatures who fled or 
were taken into the Umbrae when magick became suppressed on 
Earth. Some travel on their own power, wh ile others must be carried 
through Spirit magick or summoned. They are usually physical 
beings, although some powerful mythic concepts manifest as ~pirit 
Preceptors. Residents of the Digital Web are usually physical. 

• Realm Creatures: Physically substantial beings from ma· 
terial Realms. They either pass directly to Earth from their Realms 
or wander the Umbra through their own Spirit powers. Unlike 
spirits, they can be physically harmed. 

• Ka Luon: More myth than substance, these mysterious 
entities may be literal aliens from space. Though many travelers in 
the Deep Umbra have reportedly met these odd beings, no one has 
hard facts about them. No one who will admit it, that is .... 

Ghosts: T he R..estless Dead 
Some mages sec no difference between the spirits of the dead 

and the spirits of the world. Most folks conversant with the 
Underworld, however, can tell you that ghosts, or wraiths, arc 
dead people who have become stuck between I ife and an after! if c. 
Their passions are such that they remain in limbo, sometimes for 
millennia. There, they try to finish up their business on Earth or 
seck sanctuary from whatever lies beyond. 

Contacting the dead is a chancy thing, since you never know 
who o r what you' ll get. Even if you conract the person you've been 
looking for, there's no te lling what state she' ll be in when you find 
her. Many mysticks have been disillusioned, tricked, attacked or 
even possessed while dealing with the dead. It's a trade best left to 
Masters of Spirit. Those desperate or clueless enough to try anyway 
have discovered that objects or people that were once important ro 
the departed are a good place to start. 

Wraiths arc insubstantial and cannot be harmed or even 
perceived by anything short of Spirit magicks. They exhibit a wide 
range of supernatural senses, but can generally affect the physical 
plane only through a possessed host. Some, however, have strong 
psychokinetic abilities, and many even take on some insubstantial 
form in haumcd places. Ghosts seem unfettered by distance or 
material obstacles, but arc restricted by the Shroud, (the Gauntlet). 

The Euthanatos hold that wraiths exist in some sort of plane 
of their own (called by some the "Low Umbra") and are numerous 
enough to have formed their own government. Dreamspeakcrs 
add (in typically obscure terms) that the wraiths' worst enemies 
arc themselves. To date, the living have not learned the nature of 
this infighting. 

--

Wraiths arc rarely encountered outside the areas they fre­
quented in I ife and are very possessive of their old be~<g!flg:t;,..-H~:=;: 
best way to cope with a wraith is co leave it ro its own 
that, try to locate one of its old possessions. 
the object, or destroy it outright. Theories suggest 
shock should annihilate the spirit. 



Mythic Beasts 
The mythic remnants, scattered survivors of the Mythic Age, 

are allies or servants of many Marauders. Sometimes summoned, 
sometimes simply invited, they cross the Gauntlet from the 
Umbra to wild and isolated places on Earth. Without Quintes­
sence to sustain them, these monsters die ofUnbeliefwirhin hours 
or days. However, in that time they may do great damage. 

These creatures represent a complex problem for the Tradi­
tions. Some, such as manticoras, are mere animals and should be 
returned to the Umbra with due mercy, like endangered (if 
dangerous) species. Other Remnants are sapient beings with their 
own powers, agendas, memories and dislikes. Jigme Dorij i, a mage 
of the Akashic Brotherhood, offended such a creawre , an Upland 
Yeti o r"AbominableSnowman," during a battle in the Himalayas. 
He lived to regret this when he later encountered the reformed 
Yeti in the Near Umbra. 

Such Bygones often exist in a demi-~-piritual form. They are 
not ephemeral, but must have a suitable host body prepared toenrer 
the physical world unless the Gauntlet is torn open. The more 
powerful varieties come and go under their own power, stepping 
sideways like werewolves. Either type musr penetrate the Gauntlet 
and survive the rigors of our now-hostile Earth to emerge, and most 
don't consider the t rip worth the trouble. Generally, the larger and 
more outlandish the creature, the harder the excursion will be. 

Magickal creatures must consume mystick energy (i.e., Q uin­
tessence) to survive in any but the most isolated places. They may 
eat Tass, channel raw Prime Force or absorb a hosr's energies, but 
they must feed to live. S uch thaumivores - which include 
famili ars-wi ll leave or die iftheyaren'tfedsomehow. Even when 
well-fed, too much exposure to Sleepers will hurt and frighten a 
mythic beast. The weight of Unbelief (see "Paradox," Chapter 
Eight) is strongest in cities, weaker in rura l areas and weak to non­
existent in deep wildernesses and Horizon Realms (where such 
creatures often dwell) . 

The Technocracy has its own answers to mythic remnants ­
custom-built bio-horrors born in Progenitor labs or Iteration X flesh 
refineries. These creatures, with the exception of the mysterious 
pattern spiders (see Appendix) have material, nor ephemeral, 
substance. In extreme circumstances, the Union calls out the heavy 
artillery and sics such creatures on its enemies. This is almost never 
done where Sleepers can view the d isruption in progress, but any 
witnesses are quickly hunted, brainwashed or eliminated. 

Spirits: The M asks or Gods 
"Spirit" is an easy label stuck on a dizzying variety of entities. 

Even N ichodemus Mulhouse, Grand Archivist of Horizon Chantry, 
would be hard-pressed to name them all. Their general ranks range 
from the "greater entities"- Gods and Celesrines, if there's a 
difference at all - to the "lesser powers" - Lords, Preceptors , 
Minions, elementals , naturae, Banes and such. There are more 
proper names for these spirits than any book could list. 

Dealing with true spirits is odd; as Deacon Maria D'Amicci 
once said, "Spirits wear the masks we give them." What this 
Master of the Spirit World meant is that we often see what we 
expect when dealing with spirits. Not that they don't have their 
own identities- most embody some single concept or e lement 
humans understand. Mages who meet them face-to-face, however, 
often see the same spirit in different ways. Most "lesser powers" 
have one set form that stays fairly constant. The greater entities, 
however, can be all things to all people - at once. 



The lnrerni.\1 
Experts apply the term demon ro malic ious Umbrood who 

occasionally venture into our own space ro corrupt and seduce 
careless mortals. Some seem to cultivate dispa ir and selfishness, 
whi le others just want to obliterate the world as we know it. Either 
type is poison ro a mage. Nevertheless, some sorcerers deal with 
the Inferna l powers in whatever form those demons take. 

All but the weakest demonic beings appear to shift form, 
name and purpose. Whether such beings are primordial elder 
things, creatures of human invention or fallen Pure Ones is open 
to deba te. For whatever reason, such creatures seem shut off from 
material reality by the Barriers and may only be summoned with 
great ritua ls ( if at all ). Some un-Awakened sorcerers, often called 
Diabolim , deal with the foul things and receive small powers 
called Investments from them. Occasionally, mages ocher than 
Nephandi will trap, enter bargains with or banish the Infernal. 
The exact nature of such dealings is left to the Storyteller, but 
should involve massive magicks, great peril and a heavy dose of 
sheer terror. 

For game purposes, treat demons as spirits with power to 

spare, plenty of cunning and an influence which extends beyond 
the ir simple powers. Mood, atmosphere, foreshadowing and other 
tricks (see Chapter Seven) are he lpful Storyteller tools if o r when 
demons appear. 

Spirit Traits 
Ephemeral Umbrood play by d ifferent rules than mortal 

beings. The Tra its and Charms below represent their natural 
abilities and powers. 

• Willpower 

This a llows a spirit to take actions like attacking, chasing o r 
fl ying through the U mbra. Contests of this nature between spirits 
are resolved by opposed Willpower rolls. 

Difficulty Act ion 

3 Easy 
5 Fairly simple 

6 
8 
10 

• Rage 

Normal 

Difficult 
Virtually impossible 

This reflects a spirit's raw anger and anguish. Spirits use their 
Rage to harm each other and physical beings. For each success in 
a Rage ro ll (d ifficul ty 6 ), one Health Level of damage is inflicted 
on material beings, while a spir it loses one Power point. 

• Gnosis 
Spirits use this for any sort of Social or Menta l Roll. A spirit 

in a race with a mage to be the first to solve a Rubik's C ube would 
roll its Gnosis while the mystick rolls h is Intelligence+ Enigmas. 
He with the most successes wins. A G nosis ro ll would a lso be used 
when a spirit tries to intimidate, seduce or trick a target, e ither in 
or out of the Umbra. Social Abilit ies like Int imidat ion or Seduc­
t ion are added to the spirit's G nosis if they apply. 

• Power 
I n combat, spiri ts use "batteries" of mystical energy harnessed 

from the Umbra and referred to as Power. Power is depleted 
through special abilit ies and damage. When Power reaches zero, 
the spirit d issipates into the Umbra for a number of hours equal to 
20 minus its Gnosis. After this t ime, it Reforms with one Power 
point ro start. A mage can bind the Umbrood into a fetish if he 
knows the Spirit 4 rote Create Fetish. However, the fet ish will not 
be usable unt il the spiric's power is fully recharged (see below). 
Most spiri ts will not like the idea of becoming your Energizer 
Bunny's battery; this is a sure-fire way to enrage a lot of them (who 
make bad enemies ... ). 

Spirits who have depleted the ir Power begin to look translu­
cent, not fully there. When Power loss comes from combat 
damage, the spirit looks raggedy and tom. Spirits recharge their 
Power by entering a state called Slumber. In S lumber, an Umbrood 
finds a quiet spot in the Umbra and floats there in a deep sleep. For 
each hour that the spirit S lumbers, it regains one Power point. 
Some mages argue over whether o r not spirits dream during 
S lumber, and what they dream about if they do. When a spirit is 
in this state, it may be easily bound wi th Spirit magick, regardless 
of Power or willingness. A spirit bound into a fetish automatically 
enters S lumber and stays there unti l re leased. T he fet ish 's power 
is activated by the user, not the spirit. A newly created fetish wi ll 
need t ime to recharge to fu ll Power before using, which can rake 
a long t ime with some of the more powerful spir its. 

• Movement 
A ll spiri ts can fly or float in the Umbra. The maximum 

distance (in yards) that they may move in a tum is 20 + Willpower. 
However, yards and feet don't mean very much in the Umbra; 
distances can warp without warning. In the Penumbra, distances 
are analogous (one yard here is one yard there). 

• Pursuit 
A spirit trying to flee ro lls its Willpower against d ifficul ty 6. 

It begins with three automat ic successes because it's on home 
ground. A mage who has stepped sideways rolls Dexterity + 
Athletics to fo llow or her own W illpower if she has entered 
through Mind magick. Difficulty for both rolls is 8 because she is 
not on her home ground. A spirit wi th more than I 0 successes gets 
away clean. An Umbrood with the R eform Charm can dispense 
wi th ro lls to get away. 

• Communication 
The Umbrood speak different languages than physical beings 

do. Spiri t communication is not so much a language as a form of 
comprehension between both part ies. Not everyone can under­
stand spirits, though. The Spirit 2 effect Call Spirits is required to 
speak to and understand them, unless those beings also speak 
familiar human languages. 

Chapter Nine: Setting Rules 
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Each spirit possesses special magics called Charms. These 
magics requires a ccrmin amounr ofPower rouse. Unlessorherwisc 
noted, Charms last for one scene. However, a combat-related 
Charm lasts for one rum per use. Because spirits are parr of the 
natural order and work in a predetermined way, these powers do 
not invoke Paradox. 

• Airt Sense: Most spirits have a natural sense of the airrs 
(directions) of the spirit world and arc able ro travel about without 
much d ifficulty. lr costs one Power to find any particular thing. 

• Appear: With this C harm, a spirit can manifest ro an 
Earthly observer without taking on material form. It cannot, 
however, affect the material world in any way while using this 
Charm. A specialty of demons, who use it to taum their vict ims. 
Costs five Power. 

• Armor: This Charm provides a spirit one soak die per 
Power point spent. This is the only way a spirit can soak damage 
unless it is Materialized. T he spirit may usc this Charm at any time 
in the combat turn before damage is ro lled. 

• Blas t Flame: The spirit can blast a gout of flame at 
opponenrs. The Power cost is two per die of damage. 

• Blighted T ouch: The spirit can bring out the worst in a 
target. If the spirit successfully attacks, the target must immedi­
ately make a Willpower roli. Jfshe fa ils, her negative characteristics 
dominate her personali ty for the next few hours. A botch on the 
Willpower roll causes th is "personali ty disorder" to become per­
manem. The Power cost is two. 

• Calcify: This Charm is possessed only by paHern spiders or 
some Paradox spirits. It allows the spirit to bind a target imo a static 
web. A Willpower roll is made against rhe target's own Willpower. 
Eachsuccesssubtractsone from the victim's Physical Attributes (or 
W illpower, in the case of spirits). When Attributes or Wi llpower 
are reduced to zero, the victim is bound fast until freed. Rescuers 
must attack the web and score as many damage successes as rhc 
pattern spider had). The Power cosr is two. 

• Cleanse the Blight: This Charm purges spiritual corrup· 
tion in the vicinity. Power cost is 10. 

• Control Electrical Systems: The spirit can exert control 
over an e lectrical system. The spiri t rolls itsCnosis (difficulty from 
3 to 9 depending on the system's complexity). Power cost is from 
one ro five points. 

• Corruption: The spirit can whisper an evil suggestion in a 
target's ear; the target is inclined to act upon that thought. The 
Power cost is one. 

• Create Fires: By succeeding with aCnosisroll, rhespiritcan 
create small fi res. The d ifficu lty varies (from 3 for small fires to 9 for 
conflagrations). The Power cost varies from one to five points. 

• Create Wind: The spirit can create wind effects. Power 
cost varies from one for a breeze to 20 for a tornado. 

• Influence: This allows an Umbrood to change the target's 
mood like the Subliminal Impulse Mind rote. The Umbrood need 
nor speak ro its target to use this Charm, and the effects are more 
gradual than sudden. Each die of effect costs 3 Power. 

• Lightning Bolts: T he spiri t can generate lightning bolts 
and target them at opponents. The Power cost is two per die of 
damage inflicted. 

• Materialize: A spirit with this Charm may materialize and 
affect the physical world. To do so, the spirit's Gnosis must equal 
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or exceed the Gauntlet for rhar area. When an Umbrood Maren­
alizes, it must spend Power to create a physical shape and give itself 
bodily Traits. However, a spirit sti ll rolls its Gnosis for Social or 
Mental activities. The Power poinr costs arc as fo llows: 

Power Cost Trait 
Per one Physical Attribute level 
Per two Ability levels 
7 Health Levels (as a morral) 

Per additional Health Level 
(each extra Health Level a lso increases size) 
Per one Health Level healed 
(regenerate damage to the physical form), 
per three if rhe damage was inflicted by 
Paradox backlash or Spim magick. 
Weaponry: Per die of aggravated damage 
done in addition ro Strength 
(Bite is one die, C laws are two, ere.) 

Umbrood hnve no limits on their Attribute and Abi lity 
levels. It is possible for rhem to form extremely strong or fast bodies 
if they spend enough Power. Most, however, have a "prime form" 
which they default ro when Materializing. 

Example: a Bane spirit wanrs to Materialize into the physical 
world, the better ro terrorize mortals. It wants the following 
characteristics: Str 3, Dex 4, Sta 3, Brawl4, Dodge 3, Stealth 3 and 
seven Health Levels. This costs it 16 Power points. 

A spirit may stay Materialized as long as it desires, but it 
cannot enter an area with a higher Gaunrler chan irs Gnosis. 
While Materialized, the spirit may not recharge its Power unless ir 
has a Charm that allows it to do so. When a Materialized spint is 
anacked, damage is applied ro its Health Levels. If a spirit is 
reduced to zero Health Levels, it dissipates into the Umbra and 
may not reuse rhis C harm for (20 hours minus irs Gnosis). 

Note that aggravated damage suffered by a spirit is applied ro 
Health Levels and Power. Thus, a spiri t cannot always escape irs 
sojourn on Earth unscathed. 

• Mind Speech: A spirit with this Charm can speak direcdy 
mroa subject's mind, like rhe Mind 3 Telepathy rote. Cost is three 
points per die. 

• Possession : A demon or Bane may possess a living being or 
inanimate object. Possession requires a successful Gnosis roll (dif­
ficu lty of the victim's Willpower). The number of successes equals 
the speed with which possession occurs; refer w the chart below: 

Successes Time T aken 

L six hours 

2 three hours 
3 one hour 

4 lS minutes 

5 five minutes 
6+ instantaneous 
During the rime it rakes to possess irs victim, the spirit will find 

a dark, isolated pan of the Umbra and remain there, concentrating 
on the possession. During this time, the spirit can take no other 
action. If it engages in spirit combat, the possessive link is broken. 
Possessing spirits arc often guarded by others of their kind ro ensure 
that the possession process remains undisturbed. 

• Reform: This Charm allows a spirit to dissipate and Re­
form somewhere else in the Umbra, usually far away from irs 
enemies. This costs 20 Power. 



• Shapeshift: The spirit may take the form of anything it 
desires. lr does not gain rhe powers or abilities of its new shape, 
only the form and visage. The Power cost is five. 

• Short Out: The spirit can cause e lectrical systems to short 
our (Onosis; difficulty 6). The Power cost is three. 

• Solidify Reality: This Charm is possessed only by 
Technomancer-allied spirits. ltenables that spirit rospin a pattern 
web, rhus reinforcing the laws and rules of static reality. This 
power requires only a Willpower roll. The spirit could, with a 
successful enough roll, make a spiritual wall so solid that it could 
not be bypassed. The difficulty is determined by the extem of the 
sol idification and how interesting, sensible and clever the descrip­
tion of the act ion is. The number of successes obtained dete rmines 
how much solidifying is allowed. Power cost ranges from one ro 20, 
depending on the magnitude of the fear. 

The Otherworlds 
While 1 srood there, I saw more that I can tell, and I 
underswod more chan l saw; for I was seeing in a 
sacred manner the shapes of all things in che spirit, and 
the shape of aU shapes as chey must live together lil<e one 
being. 
-Black Elk, Black Elk Speaks 

Mages travel throughout many worlds. The 
differences between the differenr Realms can be 
found in Chapter One. This section expla in the 
practical aspects ro gaming in the O therworlds. 

The Ombral Worlds 
We have such sights to show you. 
- Pinhead, Hellboz~nd 

Most mages who study the Umbra agree that it has three 
Worlds, or layers, under the single nebulous ride- the Upper 
World or Astral Umbra (also called the High Umbra), the Middle 
or Spirit World and the Underworld or Dark Umbra (sometimes 
referred to as the Lower Umbra). The Umbra is still mostly 
unknown to mages, and labels are more like a means of under­
standing an area's nature than its actual location. Some have tried 
ro physically map out the Umbra and called it an exercise in 
frustration. The Three Worlds may be seen as locations, reflec­
t ions of the material world (or vice versa), states of mind, soul and 
body, or none of the above. 

While the Astral Umbra is largely the province of mages, 
some have ventured into the other Worlds, although this is 
difficult. Passing the invisible boundaries between the different 
paradigms of the Three Worlds requires a change in consciousness 
and a willingness to accept and understand the differing world­
Laws of each. A high Cosmology rating is always helpful to break 
down the barriers of preconception. 

The Umbrae may never have been mapped, but mage travel­
ers and scholars have noted certain constant aspects which are 
about as good as landmarks: 

• The Periphery: This is where the spirit world can be felt 
faintly in reality. Even Sleepers can touch this part in dreams. It's 
more a State of being than a location. 

• The Gauntlet: The barrier between the physical and spirit 
worlds. 

• The Penumbra: A shadowy reflection of our own world, 
where things take on their true "nature": a drug-house, for example, 
might look like the chambers of the Cenobites, filled with halluci­
nations and monstrous spiritual reflections of addicts. 

• The Near Umbra: This extends from the Penumbra into 
the Realms of the Three Worlds. Here, Umbrood domains and 
spirit Realms can be found. Realms themselves are "places" where 
Umbra[ reality has taken on a set form because of an event on 
Earth, magickal patterning or the wi ll of an Umbrood. 

• The Hori.zon (The Membrane or the Great Barrier): The 
dividing llne between the Deep and Near Umbrae, where Horizon 
Realms are located. 

• The Deep Umbra (Etherspace or the Deep Universe): 
Extends ad infinitum beyond the Horizon. Shard and Paradox 
Realms spin in a vast, cosmic void. This outer edge of the spirit 
world is the province ofNephandi and Marauders (and some say, 
other things ... ). 

• The Zones: Places which permeate all Three Worlds and 
transcend boundaries, like the Digital Web, Mirror Zone, Dream 
Realms and others unnamed. These do not truly belong to any one 
layer, but seem to drift between them. 

R..ealm Types 
Many "solid" realities exist within the spirit world. These 

places often have their own natural laws, climate and sometimes 
inhabitants. The form a sorcerer's magick takes will often deter­
mine whether or not that Effect is coincidental or vulgar - a 
mystick grove wi ll "consider" technomagick a violation of its 
internal reality, whereas a Technocratic Construct will punish 
users of more "impossible" Arcs. 

• Shade Realms are wormhole "shadows" of greater Realms 
along the Horizon. 

• Shard Realms reflect the other planers in the solar system, 
and, it is said, the nine elements (Spheres) of earthly magick. 

• Horizon Realms are constructed through deliberate acts of 
magick, which create custom-built worlds. 

• Paradox Realms imprison mages who rend the Tapestry. 
Some such Realms teach lessons; others simply remove the of­
fender forever. 

• Dream Realms (actually Zones) embody theendlessdreams 
and fictions, giving them some brief reality of their own. 

Chapter Nine: Setting Rules 
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The t1i~h Ombrc:\ 
Most mages naturally gravitate towards this place of ideas 

incarnate. Among the strange entities encountered here are living 
concepts - spiritual beings that represent ideas and thoughts. 
The Umbra\ Realms here include the heavens and hells formed 
through the collective unconscious. While true afterlives arc said 
to reside in the Underworld, many who've embraced inrellectual 
instead of spiritual concepts end up here. Bargains or pacts are the 
most common ways for many to arrive, but a few rare mortals who 
era ve I astrally or advance their states to higher en I igh tenmenr pass 
into these Realms, sometimes without meaning to. 

Spirits of this Umbra range from malice or virtue incarnate 
(demons and angels to laymen) ro abstract designs able ro commu­
nicate telepathically. The person viewing the spirit has more to do 
with how the spirit is perceived than the spirit itself does (a fairly 
constant idea when dealing with the Umbra). If a mage expects to 
see a certain, small, fuzzy frog as the manifestation of the concept 
green, then that's what she'll see. 

The Middle Umbra 
A lmost every Awakened being (with the right Spirit rating) 

can enter the Spirit World. It is a birthright as basic as sight or 
language. However, this ability is almost always wiped out through 
societal conditioning, sometimes so much so that even the Awak­
ened have trouble regaining it. Dreamspeakers, Verbena and 
magesofPrimordial Essence seem to have the easiesttimeenrering 
the Spirit World. 

The Realms here reflect dreams and nightmares at their most 
potem:. Those traveling here must deal with different beings­
animal and plant spirits, lunar spirits, elementals and Banes. 
Werewolves often travel here, and a Garou Theurge makes a very 
good guide. 

This World offers a true reflection of material nature. Those 
attuned to rhe cycle of life will find their way here. The landscape 
is more primal and sensual here than in the cerebral High Umbra 
and far more so than in material reality. Sights, sounds, colors and 
sensations are a ll more vivid and intense than anywhere e lse 
within the scope of experience. 

The Low Ombrc:\ 
No one enters the Dark Umbra unless they're dead ... or have 

a death-wish. Of course, mages can find loopholes and concoct 
exceptions to every law, and some venture into the Deadlands 
wh ile still alive with every intention of returning. Of those who 
have dared, the price has been very high indeed. Some have gone 
insane or have had their souls ripped from their bodies by the 
vengeful dead. Only the Euthanatos, some Nephandi and a hand­
ful ofDreamspeakers know anything about this World. All the rest 
are advised to stay out and have no truck with the dead. 

The Euthanatos send their initiates on a brief trip into the 
Dead lands, where the Restless Dead try rospeak to them or harvest 
their souls. Some never return, but those who do tell of a decayed, 
twil ight half-world and the ghosts who dread the great tempest of 
the Unmaking through which souls are reincarnated. 



The Nec.r Ombrc. 
This is the spiritual reflection of Earth, where forms appear 

more like their "true" selves. Each traveler in the Umbra experi· 
ences it in his own way, his perceptions coloring his experience 
(remember the frog in the High Umbra). A toxic waste dump 
becomes even more nightmarish, with horrible insects and mu cant 
animals snuffling through piles of filch. An untouched spot of 
forest, in contrast, looks even more beautiful and peaceful than it 
appears in the physical world. The thinner the Gauntlet, the more 
closely the Umbra and physical world resemble each other. 

Only Awakened items, containing raw Quintessence, carry t 
the same form in the Umbra. This includes Talismans or areas 
couched by magick or colored by some strong emotional sign ifi· 
cance. Such Prime energy sparkles in the object's patterns, and 
various mages see this pattern differently, whether as glowing 
webs, spirit flames, graph-lines or any number of things. 

hems in the Umbra and physical world affect each other. If a 
physical change is made in the physical world, that place or 
object's spiritual nature in the Umbra may change. A vacant lor 
filled with junk and graffiti renovated into an urban garden by a 
group of children will take on new spiritual changes. In the Umbra, 
the same place might change from a shadowy plot infested with 
weeds and poisonous snakes ro a sunlit spot filled with luxuriant 
flowers and singing birds. 

If the spiritual nature of a place changes in the Umbra, the 
Storyteller must decide how that place's physical counterpart alters 
in return. Spirit magick affects everything in rhe Umbra, even 
things that some might not recognize as spirits. Many mages, 
especially Drcamspeakers, believe that the Umbra and the physical 
world are intertwined, unable to exist without the other. Each gives 
form to a place's meaning and meaning to a place's location. 

The D eep Ombrc. 
The Deep Umbra is a mystery co most mages and a dangerous 

one at that. Few Tradition mages venture here and live to tell the 
tale. While some Sons of Ether and Void Engineers build vessels co 
plumb this space, they're often reluctant to reveal what they've 
found. Many rerum from these trips changed in some indescribable 
way. Perhaps the Nephandi or their nightmarish masters corntpt 
them. Or perhaps the secrets of the Deep Umbra are too great (or 
too terrible) for any mind, even a mage's, to comprehend. 

Travel in the Ombra 
Travel is more a matter of intent than distance or physical 

movement. A mage walks in tO the Umbra! mim and (hopefully) 
arrives where he wanes co be by taking one of the paths through the 
mists. Many of these are often guarded by spirits and can be 
hazardous to travel. 

Mages can find their way to the High Umbra fairly easily by 
dine of their dynamic natures and inquisitive minds. Primordial 
mages, wise in nature, can pass into the natural Realms. As a rule, 
only the dead may venture into the Dead lands, bur as most have 
seen, there arc exceptions ro that rule. 

Most Technomancers are tied too strongly to the physical world 
to be much good at Umbra! travel (when they venture there at all). 
Any mage without some knowledge of Cosmology or the Spirit 
Sphere can become utterly lost in the mists. On the other hand, 
Adepts and Masters of Spirit practically glow like beacons with their 
knowledge (though advertising is not necessarily a good thing). 



--

Visitation, Magick and Travel 
There are many ways ro cross the Gauntlet: portals and Gates 

allow direct access to Horizon Realms. Most mages, however, pass 
into the Spirit World by us ing either Spirit magick (ranks 3 and 4, 
which allow them to step through the Gauntlet) or the Mind 5 
Effect Untether (which sends a mage's mind into the Astral 
Umbra). Some Nodes have what's called a "shallowing" effect, 
which sweeps even mundane people into the Near Umbra under 
the right circumstances. This effect, however, is chancy at besr. 

Magick is always coincidental in the Near Umbra, and time 
passes strangely. Correspondence Arts will no t move a mage into 
the Spirit World, but can shift her perceptions (and perhaps her 
body) around the Umbra if she's a lready there, assuming she has a 
high Cosmology rating. Time and Forces Effects behave oddly here, 
and all difficulties are+ l level higher. Life and Matter Arts are hard 

to use, as most things in the spirit world are made of ephemera, not 
solid matter or tissue. Prime is a breeze, however; rich sources of 
Q uintessence are obvious even without using sensing magicks. 

Once in the Umbra, direction and distance are pretty much a 
matter of intent and belief-a traveler thinks about where she wishes 
to go and simply walks until she gets there. Cosmology is essential to 
finding one's way around rhe Umbrae; traveling without it is like 
venturing out without a compass, though gett ing lost in the Umbra is 
much more dangerous. Navigating requires a Wits+ Cosmology ro ll, 
difficulties ranging from 5 to 10. It helps if rhe mage has a guide or has 
been to her destination before. A botch can be potentially fatal. What 
happens to mortals lost in the Umbra? Brm .... 

Those who physically enter the Umbrae can use any magick or 
take any action they desi.re, if the circumstances permit (see "Um­
bra! Combat" in Chapter T en.) . Astral travelers are limited to 
mental actions and tasks. Magick used this way must function 
through a mental bond. 

The Di~ifal Web 
The W eb, also called the Net, is a conceptual 

universe created entirely from the wiU of the en­
lightened. In Umbral terms, this Web is one of the 
odd "Zones" that drift between the Three Worlds. 
It has no physical manifestation and exists only in 
the minds of mages as pulses of light, electron 
highways, high-tech computers, filaments of 
magickal energy or solid "sector Realms." 

Much of this world is formatted into sectors. 
Those strands of magickal energy as yet unformed 

are called Virgin Web. Some say that they connect all forms of 
high-tech electronics. A mage accesses this world from a computer 
and projects his consciousness into the Web-world. If he has 
enough knowledge and power, he can pattern Virgin Web with his 
own thoughts and invite others into the area he has patterned. The 
result is a shared reality subject to the patterning mage's world laws. 

Some mages create worlds to entertain in grand style, like 
aviaries, gardens or amusement parks. Others build virtual librar­
ies ro house the masses of informat ion at the ir fingertips or make 
workshops where they can practice their magick re latively free 
from Paradox. Some use the Web for darker purposes, creating 
torture chambers and dungeons to imprison the abducted con­
sciousness of enemies. 

The Web is not a physically "real" place, but exists as a portion 
of raw potentiality locked into place. Many mages consider the 
Web to be the heir of the fab led Mount Qaf of the Ahl-i-Batin, an 
early form of shared reality. Virtual Adepts tinkering with VR 
sought to prove the existence of such a Realm. They learned to 
project human consciousness into the non-space of virtual energy 
thought to make up Mount Qaf. The untapped potentiality gave 
their visions a magickal "reality" somewhere between the inner 
sensory world of virtual reali ty and the outer world of physical 
reali ty. The result is the Web's own "virtual" reality. 

All Traditions can be found in the W eb, albeit some more 
than others. Two factions-Virtual Adepts and the Technocracy 
Conventions - predominate, while Marauders and Nephandi 
hover around the edges, looking for ways to get in. The Digital Web 
is unknown to S leepers, though some visit its edges with standard 
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computers and regular VR. Here, the rug-of-war for reality between 
Tradition and T echnocracy is unusually fierce. Even the most primi­
tive VR pushes the boundariesofSieeper belief with the idea of a world 
where thought becomes reality, and static reality is sliding because of 
it , much to the T echnocrats' collective horror. 

Surring the Net 
T here are tluee means to access the Web, detailed below. Most 

visitors and residents interact on-line through magickal icons (also 
below). Like anything else, though, the Net is fraught with peri l. 
Some of it starts the minrute a mage plugs in his goggles. 

S ensory Accessing 
This is routinely used by mages unfamiliar with the Ner. Almost 

anyone can access VR in this way; all you need is a set ofVR goggles 
and some e lectrodes for tactile feedback. This is often called 
celepresence. Accessing this way is somewhat limiting. Since a mage 
is not actually in the Net, wielding magick is like picking up an egg 
with a remote-controlled robot arm- delicate, painstaking and nor 
to be done in an emergency. Magick difficulties increase by +2 for 
anyone us ing this form of access. 

Equipment types really don't matter, but d ifferent mages have 
their personal favor ites. V irtual Adepts use VR goggles that look like 
dark sunglasses. Electrodes along the brow convey sensory images. 
Some also use body sui ts to complete the sensory experience. Itera­
tion X'ers prefer to use the latest technology avai lable, regardless of 
the danger. Their particular VR goggles were only recently devel­
oped: a special projector projects the images directly onto the back 
of the user's retina, while electrodes along the sides transfer sensory 
data into the brain. Some Adepts have discovered that a little 
reprogramming and a good blast afForce magick will destroy the eyes 
of anyone using these types of goggles. 

Sensory access is available to Sleepers, a lthough they think 
they're only seeing a really cool simulat ion. All a mage needs to start 
is a good, Net-capable computer. VA's make a simple, personal 
computer-compatible VR set available to any Tradition mage who 
wants to help spread the word about the Web. 



Once the mage experience~ an alternate world, rhat world 
takes on reality for him and he can re-enrer it as often as he likes. 
The mage must first access the Weh via Computer (Intell igence+ 
Computer, three successes, difficulty 7), rhen use the Correspon· 
dence Effect Correspondence Sensing to translate his consciousness 
from the physical world into that of the Web. T he mage is li tera lly 
fooled in to believing he is in the Ncr. T he effect is an illusion, but 
the belief ball that's needed for the mage ro asrrally project into 
the Net without access to the Untethcr Mind Effect. T he mage's 
mind IS no longer in his body, the computer or the physical world 
- It ism the world of the Web. 

W1th Astral Immersion, the worlds ofVR come into sudden, 
brearhraking focus. The mage m1tiates direct, consciousness-ro· 
consciousness with the Net, and all of his senses, including his 
magickal ones, are inundated with information moving aL the 
speed of a super-conductor. T he sensory overload makes conven· 
tiona! VR seem anemic by comparison, like comparing Edison 's 
Frankenscein to Cameron's Terminawr II. The mage fi nds he has 
control over this new world because the magickal energy of 
unpartcrncd Web is highly responsive to thoughts. Mages who 
enter rhe Web asrrally can parrcrn Virgin Web by will alone and 
can manipulate other created Realms within the parameters of the 
world-laws 

The major drawback to this is that the user's body is vulncr· 
able to physical threats while his mind is in the Ncr. Obviously, a 
very safe haven from which to operate is essential. Some invest in 
high-tech security and bodyguards, though few Net Runners have 
that much d isposable income. Some voyflgers who cannot afford 
expensive systems have learned ro set a burglar alarm ro d iscon· 
nect the power to the goggles if the alarm is tr ipped. 

It's very hard to ki ll or harm a mage who accesses the Web this 
way. Any damage is dealt only to the mage's icon programs. One of 
rhe few ways to hurt someone accessing this way is through lethal 
feedback (or LF), an Effect created by setting up an interference 
pattem in the sensory dara going into the user's electrodes. This i~ 
very difficult, and only mages who undemand the way the human 
lxxly :~nd its nerve impulses work can produce and usc it. The effect 
of ~uch an attack is nor unlike a severe night terror; the victim 
cannot move or speak, and the "fight or flight" instinct becomes so 
intense that the victim either faints or has a heart attack. It usually 
rakes I 0 ro I 5 Health Levels of feedback to seriously maim or kil l. 
This rotc uses Life 3, Forces 2 and Prime 2. 

Sensory visitation and astral immersion arc both mental, not 
physical, experiences. A mage ustng either access replaces his 
Strength with Intelligence and his Dexterity with his Wits. Only 
Stamina remains conStant when projecting inro the Net. 

Holistic Immersion 
T his process allows a mage to actually transform her body into 

pure information and downlot1d herself into the NcL A powerful 
computer is necessary for this magick because the human body 
becomes a Joe of information when d igit ized (sec "Trinary Com­
puters," below). The procedure takes less thana minute, but during 
rhat rime, the mage is completely vulnerable. Interruptions can 
permanently harm a mage attempting to enter the Net this way. 
This form is slightly more dangerous than iconization. 



--

Because rhe mage exists as information, she can be affected by 
programs that manipulate data. A person who knows enough about 
computers and rhe Net can write programs to send the mage 
through an infinite loop. A virus could be downright lethal. On the 
other hand, a mage can physically interact with others in the Net, 
which can be an edge for a character with high Physical Attributes 
and low Menta l ones. 

Icons 
A mage can assume any form in the Web, creating a three­

dimensional icon of himself through complex magickal programs. 

Icon creation requires a roll of Intelligence + Computer, 
difficulty 8, with four or more successes. It's often done as an 
extended action. While accessing the Web requires a magickal 
Effect, icon creation itse lf is not magickal once inside. The easiest 
icon co adopt looks like the mage's physical body, down to the glasses 
or unt ied shoelaces. Deviation is d ifficult, but not out of reach. 

In the Web, a mage can change her appearance by rolling 
Manipulation + Computer and choosing any icon she desires, 
whether a blue salamander o r a beautiful Asian woman. However, 
assumed shapes do not change Traits. Appearance and Intimida­
tion may be raised by a number of dots equal to successes on the 

Manipulation +Computer roll (maximum of 5 on either) depend­
ing on the icon ( rhc Astan woman icon, for example, would raise 
your Appearance score ha~ed on how many successes you made 
during the roll). 

The mage can try w assume the form of another Net Runner, 
but she'll have <.ltfficulry fooling tho~e who actually know the person. 
Magick tcons can be copied, but they copy like a digital recorder 
rcadmg an analog signal - they seem the same, but an essential 
ingredient has been lo~t. Sense Life or Sense Quintessence can rell 
rhe difference berwcen a "true" icon and a copy. Many mages just 
know on an intuittve level when they're dealing with a phony. 

Some VA 's have created Constraint Realms where the pa­
rameters limit the rypes of icons that can appear, some for security, 
o thers for fun and games. All icons musr be appropriate to the 
com ext before entering, o r they don't get in at a ll. Say that Dr. 
Volcano decided to c reate a Constraint Realm of a Gratefu l Dead 
concert. Unless your icon is in tie-dye, wearing a Dead shirt or 
otherwise looks like a Deadhead, you won't get into this party. 
C rashing th is gate is not recommended. 

Anybody who enters the Web becomes identifiable by the 
parrcrn code within his or her icon. All programs and entit ies 
within the Web have codes that identify them. 

Items of Power 
You can have my gtm when you pry ir from my co/A 
dead fingers! 
- NRA Bumper Sticker 

Mages do not always depend on their Arts 
alone. Some items, like computers, are far more 
than simple foci and fo rm an inescapable part of 
the modern mystick's world. Others, like Talis­
mans and fetishes, are ho ldovers from a bygone age 
and contain magick's essence within them. 

The systems presented below offer only basic 
guidelines fo r these important tools. 

Computers 
Since its invention, the computer has had a monumental 

effect on our society and our world. A majority of househo lds in 
the modern industrial world have a personal computer or access to 
one. The computer has shrunk our world; whereas a message used 
ro rake weeks or even months to travel from one side o f the world 
ro the other, computers transfer millions of pieces of data every­
where nearly instantaneously. Computers run our banks, our most 
important weapon systems and our communication systems. No 
major corporation could survive without them. The total impact 
of computers on our world is incalculable. 

These advances into the information age utilize standard 
Sleeper technology. Technomagick, however, has advanced be­
yond our simple number crunchers. While our machines work on 
a "yes" o r "no," on-or-offlevel o f decision making, Virtual Adepts 
use machines capable of making decisions based on possibilities, 
guesses and "maybe." The development of Trinary computers, 
those which have this third option in the "yes" or "no" question, 
takes the Ascension War to a new level. 
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The Code 
Anyone can usc a normal computer. Basic use rarely requires 

a roll, unless the character lacks the Computer Knowledge Trait 
and is just winging it. Basic computer use includes utilizing a 
common program: word processing, spreadsheets, mail programs, 
etc. If the character knows anything about computers, she prob­
ahly learned with chose types of programs. A total novice can try 
to use a computer by rolling her Intelligence only, but the diffi ­
culty should be horrendous- 8 or 10, with multiple successes 
required just tO get a program running. 

Software Desi~n 
Characters with a Computer Skill over two can attempt to 

design rhcir own software. The task's difficulty varies depending on 
the complexiryof the new software, available hardware, and amount 
of time taken (from 6 to 8, with extended rolls). Advice from other 
programmers o r Mentors may help and could lower this difficulty. 
The exacl effect of each of these modifiers is up to the Storyteller. 
Basic software design would include any programs that perform 
simple casks: data sorting, word processing or scheduling. Complex 
software includes and programs designed for scientific calculations, 
monitoring and activation of equtpmenr or security devices, or 
"hacking" and hacking defense programs. In general, designing 
complex software is an extended action, and difficulties should 
range between 8 and 10, requiring between five to 10 successes. 

tl ockin~ 
The term "hacking" refers ro any action which violates computer 

system security- breaking into other systems, stealing data, destroy­
ing a mainframe or even crippling a company. Hacking requires the 
Computer Ski ll and characters may specialize in Hacking at lcvel4 or 
better. (Sec "Specialties," Chapter Six.) Hacking also involves 
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restructure an existing computer and perhaps Mind or Life to • mnovative approaches to the new fromicr of technology and the 

Internet. This can also include designing completely new uses for 
computers that the old school considers useless. 

All hacking attempts usually require some type of new and 
innovative program. Hacking constantly evolves ro tackle the new· 
est harriers; likewise, security constantly evolves ro srop the threat of 
invasion. A hacker must acquire software from fe llow hackers or 
design her own if she is to get anywhere. Consider hacking software 
"complex" for design and execution purposes, including high difficul­
ties and extended successes. Modifications to all difficulties include: 

• Breaking into simple computer system and copying data: 
difCiculry 7, three successes. 

• Breaking into a sophisticated system: difficulty 9 to 10, five 
successes or more. 

• Breaking into another computer and altering or deleting 
clara without being noticed: difficulty 8, four successes. 

• Removing copy protection from commercial software: 
difficul ty 7, lWO successes. 

• Creating a protection program: difficu lty 7, six successes. 

Trinary Computers 
and Upgrades 

"Welcome ro rhe next level." 
--Sega advertisement 
Some mages use computers to focus in their magick (see 

"Foci," Chapter Eight). A normal computer, however, slows a 
mage down, especially when dealing with the light-speed interac­
tions of the Web. Technomancers usually give their machines a 
magickal upgrade before proceeding on ro the Internet. 

The most common upgrade involves reworking the computer 
to allow for greater memory and speed. The process involves the 
channeling Prime 2 or Spirit 2 into a computer and then using 
M:mer2 toadjusrformechanical overload. MulripleCompurerSkill 
rolls in conjunction with the various Spheres are also necessary 
(Prime +Computer, difficulty 8; Matter+ Computer, difficulty 8). 
This will allow the computer ro store and download rores at a much 
faster rate, hopefully giving the user vital seconds to avoid being 
fried. The machine issrill limired to rores with Sphere ranks 1 or 2, 
and cannot perform any magick on irs own. A computer that 
performs its own magick is a Talisman. 

The next level of upgrade introduces a new factor to program· 
ming. Normal computers work on a "yes" or "no" basis; T rinary 
computers add "maybe" to the list of possible answers. This 
transformation allows a computer to make guesses or possibly offer 
suggestions and partially run itself. Given the proper parameters, 
a Trinary computer could defend itself from an intruding hacker, 
suggest possible rotes for irs user, estimate enemy numbers or 
defenses or assist in software design. Trinary computers simplify 
mundane tasks as well. The mage himselflimits the capabilities of 
rhe machine. If the machine receives bad instructions or inaccu· 
rare data, it will do the wrong thing or give the wrong answer. The 
machine is still a machine; it isn't alive or sentient. As with the 
simpler magickal upgrade above, Trinary computers can store and 
download rores faster than normal, but now may store rotes higher 
than Sphere level 2. 

Tcchnomancers guard the secret of creation ofT rinary comput· 
ers jealously. The Virtual Adepts invented the process, but the Sons 
of Ether and Iteration X have designed similar versions. The exact 
process is up ro the Storyteller and should probably be an adventure 
in itself. The process should involve Prime and Matter magick to 

complete the upgrade. The process will also incur a fair bit of ~ 
mundane tinkering and a hefty Radio Shack bill. A character might 
acquire an old Trinary computer (good luck!) from a mentor or 
contact, bur these will surely be outdated and need further upgrading. 

Another way to upgrade a computer involves binding a spirit 
into the machine (see below). A spirit can temporarily adjust a 
computer's operating format, but cannot perform miracles rhe 
com purer is incapable of. Essentially, you comm;~nd the spirit, and 
the spirit controls the machine. The spirit would be able to usc its 
ability to effect anything rhar the computer could normally effect -
and then some, including launching Umbra! attacks into the -
Internet or coercing a spirit in another machine. Bounded spirits 
allow one violation of computer "laws," but will otherwise be 
limited by the machine. Spirits bound permanently to the ma­
chine form fetishes. 

Talisman and Fetish Computers 
A Computer Talisman fo llows the same rules that apply ro 

ocher Talismans, including creation, activation and magick use. 
They arc computers imbued with a certain amount of Quinces· 
sence and given Magickal Effects by the creator. Talisman 
Computers, by their very nature, arc the rarest of computer 
upgrades. They're incredibly hard to create - only the most 
dedicated Technomancer will rake the time to make one. 

The specific powers of a Talisman Computer are entirely up 
to rhe player and the Storyteller. It's important to realize that a 
computer with a magickal Effect as parr of irs programming won't 
execute that Effect spontaneously. It's still not sentient and 
remains limited to the commands of its user. 

Talisman 
and Fetish Creation 

A French physicist has invenred a "time-reversal mirror": a device 
that rakes in a sound and spits it out again- backwards. 

- February 1995 issue of Discover magazine 
Talismans and fetishes, fully described in Chapter Six, are 

notoriously difficult to produce. Often crafted in Horizon Realms to 
avoid causing Paradox, Talismans chf!nncl. mysrick essence to imbue 
an item with magickal powers. Fetishes bind spirits rather than 
magick and often carry over a bit of temper along with the enchant· 
ment. Making such items demands rime, skill and patience. 

A would-beT al is man must be well-crafted. When the m ystick 
is ready ro create the enchantment, she uses a vulgar Prime 4 Effect 
and a permanent point of Willpower, and must gamer 10 successes 
before she's ready for rhe next step. 

Next, she focuses I 0 Quintessence into the item for every point 
of Arcrc she wants it co have. A mage cannot create a Talisman wilh 
a higher A rete than her own. After this, she adds whatever Effects she 
wants the item to contain: each Sphere level dot costs one point of 
Quintessence and requires an Aretc roll against difficulty 8 (no 
reductions) and a day's work per roll. The Talisman may hold as many 
Effects as it has points of Arere. Finally, the creator funnels Quintes· 
sence into the item to fuel it, again using Prime 4. 

Fetishes can be created on Earth; using the Spirit 4 Create 
Fetish Effect, the mage binds an Umbrood into the item. This 
usually requires 10 successes total, and botching this roll is bad 
news. Adding Quintessence to a fetish is not necessary, bur it helps 
keep the spirit happy. Such items usually have only one power. 

Chapter Nine: Setting Rules 





\Ve walk rhe narrow path 
Benearh the smoking skies 
Somecimes you cern barely tell the difference 
Between !he darkness and the light 
Do ·we have faith in tvhar we believe? 
The tmest tesr is when we cannot, 
When we cannor see 
- Jane Sibcrry, "It Can't Rain All rhe Time" 

The Ascension 
Amidsr the gnarled and dying rrees in !he apple 

orchard, 11110 mages moved towards each or her with 
grace and speed that tlefied their exhaustion and rrred 
spirits. One mage, dark of skin and soul, m011ed in 
rage. The other, sad but determined, trembled in fear 
at her final bartle with the mentor she had once loved. 

"There's no escape, Clanssa. This grove is grown 
...,.!.-l...:::~il-...1 from your own soul, a concept I know is beyond your 

untlerstanding," Perer Kobie wrmred. "Always wir/1 you 
it was rhe marcricrl. Never the spiritual. Never anyrhingyou couldn'r see 
and wuch. For all chat you may have surpassed me, ir ends here. T rmight." 
Wirh a mouon of his hands, rhe black branches of rhe apple rrees bent and 
rook Clarissa m a twisted embrace, wrapping around her limbs, snapping 
bones as sl1e srruggled to break free, fighting with all her \viii to command 
rhe rrees of rhe grove to her own bidding. For a few moments, sl1e felr her 
healing wuc/1 surge among tl1e sickened grove. Sunlight flickered among rhe 
trees and blooms appeared tvhere none had sprungforrh for many days. Bw 
then Peter's eyes widened in fury.) rm as quickly as rhey had come, che lighc 

and blossoms [atled to nothing, falling back inw rhe shadows of rheir 
creator's soul. HewalkedoverandgraspedCiarissa'schin in his hand. She 
met hiS stare wirhout flinchmg, looking for any rrace of rhe noble songrnaker 
she'd once known, bridling tears when she saw norhingremained wrrhm rhe 
terrible jealousy and pride t/wr now conswned /1im. 

"You'regoing to kill me, aren't you?" she whispered, an odd calm 
srirring sometvhere deep inside her. 

"I only wish I could do more chan rhar , b~tch," he hissed, and \vrrh 
that, one sharp branch of rhe rree where she hung drove itself rhrough her 
S/Jine. Clarissa had steeled lwrself for the pain of tlearh. But as she lumg 
there, a new understanding cretJt rhror1gh her, sofcening not only rhe 
physical blow of rhe rree rhrough her heart , but rile emotional agony of her 
mentor's betrayal. And Clarissa saw chat in this, the final and ulrilnate 
experience of her life, rhe wild expenences she'd soughc as a meam of 
Ascension were norhing bw rools and trappings of rhe same sracic real11y 
~he'd learned to defy, chat bot/1 experience and rl1e lack of ir were equal 
m rhe grand scheme of things. Sl1e fought back a joyou$ laugh as she felr 
the ~nds holding her w rhe world she knew snafJ and fall away, releasing 
her rnw an unknown place, ripe for her knO\ving res infinite tmrhs. 

Chapter Ten: Drama 



A lot can happen in a tum. A player might want to dodge a 
fist, hot-wire a Porsche or locate a volume of Shakespeare's 
sonnets. If you're the Storyteller, you've already read Chapter 
Seven, and can probably figure out what to have the player roll. 
Still, you might be able to use a few possible techniques and 
variations on the rules. That's what this chapter is-suggestions 
for rules systems to resolve dramatic actions. 

This chapter isn't all-inclusive and isn't meant to be. Usc 
these systems as examples, and invent your own when necessary. 
Don't interrupt a dramatic scene tO check a chart- just make 

- something up. Maybe you'll use something like a rules system 
- mentioned here. Maybe you won't. 

If the roll in question is fairly simple, don't worry about these 
systems. If you're not interested in "game drama" versus "story 
drama," use the automatic success rules. Once you're familiar with 
the description of the Trait in question, just determine the 
character's success without rolling any dice. Die rolls can add 
tension and suspense to a game; luck is something we still can't 
control. But if the dice get in the way, use them as li ttle as possible. 

Only make rolls when you're not honestly sure whether or not 
a character will succeed. If it seems like she would anyway, just let 
her. This chapter's name is Drama; don't waste time on dice rolls 
that do nothing special for the story. Use the dice to make things 
interesting for you and the players. 

Scenes 
A scene is a point when the troupe roleplays 

through the events at hand as if they were actually 
occurring. A scene might require only conversa­
tional roleplaying or could demand a host of 
differem die rolls. 

It's the same as a scene from a movie; every­
thing happens in the same location and at the 
same point in time. It's a car chase, a gunfight, a 
romantic interlude. This is the essence of 

...._ _ ___._.._ roleplaying, when players react in character rather 
than explaining their intentions third-hand. Do everything you 
can to make your scenes as dramatic, complete and satisfying as 
possible. Don Scarlatti doesn'tjust sit at a table while the charac­
ters watch - he calls over one of his caporegimas and quietly 
rebukes him. The more exciting each scene becomes, the better 
the story. 

Time spent between scenes is called downtime, when charac­
ters conduct research, travel or just go on with everyday business. 
Nobody wants to roleplay every moment of downtime; just use it 
to organize players, advance the plot and generally take care of 
minor details. The story will turn into a scene when needed, often 
without anyone recognizing the change. While all of you discuss 
the characters' travel plans, for instance, stare describing what 
they see on the way to Chicago. Presto - you've gone from 
dowmime to a scene. An old man walks up to them and asks for 
change, and they're hooked. By simply roleplaying without warn­
ing, you've jump-started the players into their roles, and the scene 
is up and running. 

Turns 
Turns organize and arrange a scene's events. 

A turn is a variable period of time in which each 
character should be able to do one thing. It helps 
the Storyteller keep track of events and gives a ll of 
the players a chance to do something. Each turn, 
go around the table in order of initiative (see 
below), give each player an equal opportunity to 
describe their action, then describe the actions of 
the non-player characters. 

Even ifitdoesn 't always make complete sense, 
you should use the rum structure pretty loosely. You might, for 
example, let someone climb a tree while someone else fires a gun. 
Yeah, climbing a tree usually takes more time than shooting a gun, 
but it's a game, and adrenaline lets people do amazing things. 

Multiple Actions 
To perform multiple actions in a turn (like running and 

shooting a gun), a character has to divide his dice. To split a Dice 
Pool between two different actions, he takes the dice from the 
action with which he has the smallest Dice Pool and divides that 
Pool among each of his actions. He can also move while taking 
other actions (again, firing a gun), by simply taking away one die 
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from the Pool for every three yards he moves. Movement is already 
considered in the rules for dodging, so characters who dive for 
cover accrue no extra penalty. 

For example, TamLyn is swck in a New York alley, fighting 
the cult thugs of the Nephandus Lisabelle. He wants to drop back 
six yards to a dumpster for cover, snap off a shot at the thug carrying 
an Uzi, and dodge the other's return shot. TamLyn has Dexterity 
4. Firearms 5 and Dodge 3 (he's done this before). Since his 
Dexterity + Dodge is lower than his Dexterity + Firearms, he has 
a Dice Pool of seven dice. He subtracts two dice to move to the 
dumpster, and may assign the other five between his dodge and his 
shot. TamLyn wishes he'd accepted his ally Elizabeth's offer of 
assistance .... 

Characters with multiple actions rake their first action, and 
only their first, in their normal order of initiative (unless they 
delay). After all characters have completed their ftist (or only) 
action, those with more actions may take their second action, 
again in order of initiative. After everyone who has a second 
action takes it, go on to the third, and so on until nobody has any 
actions left. While characters may delay their action, they must 
take it before the rest of the characters move on to their next 
action, or it is lost. Characters can always use dice to Dodge, 
however, so long as they have dice left in their Pools. 



Action Scenes 
Scenes full of actions and dice rolls often 

require special rules to run smoothly; these are the 
fights, races and feats of danger common to adven­
ture stories. During an action scene, turns are 
usually very short-only three seconds or so. Most 
of the systems described in this chapter occur 
during action scenes and use action turns. All sorts 
of things can happen in an act ion scene, and 
correlating everything can seem a little tricky. 

"""'--=--- Still, you should let a character try nearly any­
thing, even if you have to assign him a difficulty of 10 to succeed. 

Make sure you carefully describe the location of everyone in 
the scene, as well that of what cover is available. Otherwise, you'll 
have to describe the scene over again and hear complainrs like, 
"Wait a minute, you didn't say anyone was over there!" You may 
also want to describe the environmental conditions and how they 
might affect the scene. Rain, wind and smoke can affect many dice 
rolls. Lead or pewter miniatures, toy cars and model buildings can 
add a lot when setting a scene; this way, everyone can tell where 
the various characters are. 

lnifi£\five 
Rolling for initiative is the best way to decide who goes first 

in an action scene. Sometimes it will be obvious who acts first: an 
ambush was successful, or a person's best friend turns on her 
without warning. In combat, however, if you intend to let the 
opponents have a free shot at the characters, don't simply spring 
it on the players. Let them make Perception rolls (difficult ones) 
to see if characters notice something just before the bad guys open 
up - it's easier than arguing with your troupe. The ambusher's 
ski lls determine the difficulty (usually 8 or so). The number of 
successes the players score indicates the number of dice they can 
roll on their first act ions (usually dodges). 

Normally, everyone involved makes a Wits+ A lertness roll 
(or you can have them roll Wits+ Brawl, Melee, Firearms or any 
other appropriate Ability). The difficulty is usually 4 - characters 
with the most successes go first and ties go simultaneously. Char­
acters who fail act after those who succeeded last. A botch on an 
initiative roll means the character does not get to act that turn­
his gun jams, he stumbles, or something like that. If you like, don't 
have the players roll for initiative every turn; just continue to use 
the results from the first turn. This speeds things up immensely, 
but can cause problems of another sort. Use your judgment -
don't force some poor player who botches ro miss the entire scene! 

Org£\.nizing 
£\n Action Turn 

Turns organize a scene, and stages organize a turn. You 
probably won't need to subdivide turns that aren't action turns. 
This I ist might give you some ideas about organizing things when 
rhe action gets hot. A carefully orchestrated scene will run more 
smoothly, and everyone involved will have more fun. 

·Describing the Scene 
At the beginning of each turn, describe the scene from the 

characters' perspective. Suggest what the characters' opponents 
might be about to do, but don't actually describe what will happen. 
Sometimes you'll want to wrap up the last turn, clarifying it to the 
players. Constant description prevents confusion. This is your 
chance to arrange things so that a ll the players' interactions go 
smoothly. Make your description as interesting as possible, leaving 
open all sorts of possibilities for the characters' actions. 

This is a lso when you have your players ro ll for initiative. If 
you want to be particularly free-spirited, e liminate the initiative 
roll altogether. "The south wall caves in as the fire spreads to the 
room you're all in. The Orphan's eyes glaze as the flames run across 
the floorboards. He wins the initiative and sprints toward a 
window with a yell. What are you going to do?" 

· Decision Stage 
Going in reverse order of initiative (if the players made 

initiative rolls), have each player explain what her character 
intends ro do and how she intends to go about it. If you did not call 
for initiative rolls, simply go around the table from left to right, or 
in order of characters' Wits, or using whatever consistent method 
you like, and then decide how you want to resolve the action­
what kind of roll each player wi ll make, the difficulty of the ro ll 
and the number of successes needed. You can make the process as 
simple o r as complicated as you like: "If you want to catch him 
before he dives out the window, make a Dexterity+ Athletics roll, 
difficulty . .. 7. You need to score four successes to catch up with 
him, but he only needs two more w jump free." 

· R..esolution Stage 
Now the players roll to see whether their characters succeed 

or fail. The players roll their dice to attempt the actions they 
described in the preceding stage. 

At the end of the turn, summari.ze everything by describing 
what happened, translating a ll dice rolls into description, plot and 
story. Don't simply say, "You manage to hit the bad guy for three 
Health Levels of damage." Get more graphic. "After ducking away 
to the left, you sweep across with your fist and strike him alongside 
the head. Your hand stings, but you've broken his nose and 
wounded him forthree Health Levels." Similarly, "You race across 
the room after him. Next tum, you can grab at him before he leaps 
out the second-story window. Part of the ceiling collapses behind 
you ... and you hear soft, mocking laughter ... " 

Chapter Ten: Drama 

--
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II ______ _ 
Takin~ Actions 

The rwo basic actions characters can rake without making 
ro lls include: 

• Yielding: The character allows the person with the next 
highest initiative to take his act ion, thereby yielding her rum. She 
can st ill take her action at the end of the turn. If everyone, including 
her opponents, also yields, no one does anything that turn. 

• Moving: The character may move by walking, jogging o r 
running. If she walks, she may move seven yards. If she jogs, she 
may move 12 yards+ Dexreri ry. If she runs, she may move 20 yards 
+ (3 x Dexterity). No ro ll is necessary, but this movement is the 
only action the character can perfo rm thar turn. Jogging or 
running can be hazardous in some situat ions, and she might need 
to roll to maintain her balance when there's glass on the ground 
or bullets tearing up the wall behind her. If the character wants to 
run away from the conflict, she must dodge while doing it, unless 
she's out of rhe fie ld of fire. 

A ll sorts of other actions might require rolls. Some are listed 
here: 

• Attack: A characrermaydecide to fire his weapon or strike 
someone. The ro ll made depends on the attack; for instance, a 
Firearms attack requires a Dexterity + Firearms roll. 

• C limb: Make a Dexterity + Athletics roll. 

• Dodge: A dodge nor only a llows a character to avoid an 
attack, but rotally removes him from harm's way - for now. A 
character can make a Dexterity + Dodge roll right after someone 
tries to hit him, hopefully avoiding the blow. 

• Get to feet: It rakes a turn to get up from the ground 
without having to make a roll. If a character wants w do this in 
addition to her o ther actions, she rakes a few d ice from her 
announced action and tries ro score at least one success on a 
Dexterity+ Athletics roll (difficulty at least 4) . 

• Leadership: A character may give commands to fo llowers 
and have them obeyed with appropriate Charisma (or Manipula· 
rion) + Leadership rolls. 

• Reload gun: This can be done in a single turn with a 
preloaded clip. 

• Research: A character may try to look up a viral piece of 
information in a book using the Investigation Ability. Though 
this would likely take longer than three seconds, you may wanr to 
rake some dramatic license with this. 

• Start a car: This action doesn't require a ro ll at all, unless 
a character is hot-wiring it. 

• Sneak up on enemy: This action usually requires a Dexter· 
ity + Stealth ro ll. 

• U njam gun: This action can normally be performed in a 
single tum with a Wits + Firearms ro ll. 

Dramatic Systems 
I wish we could play in a gym without any people and 
try w play the perfect game where you don't ma.ke any 
mistakes and maybe if there's a mistake it's of omis· 
sion, not commission, and e11erything is done ar the 
right moment, at the right time, and each decision is the 
right one and e11eryone can ride the decision-making 
wa11e. 
- Sam Smith quoting Coach Phil Jackson, The 
Jordan Rules 

This section includes a variety of suggested 
systems to resolve actions, or, to put it simply, a bunch of ways to 
make ro lls. There are a few more examples of Physical dramatic 
systems than any other kind; these actions are impossible to 

resolve purely through ro leplaying. S ituations where Social and 
Mental contests come up can be roleplayed out without the use of 
dice. 

Each suggested action has a few possible "coincidences" that 
might allow a mage to work in a subtle Effect. Bear in mind, however, 
that objects or people must be created from scratch if they did not 
exist a moment ago. Such creation may we ll be more vulgar than the 
original Effect itself. By successfully slipping a coincidental Effect 
inm a task, a player may drop her difficul ty by - I per success to a 
maximum of -3 (see "Abilities and Magick," Chapter Eight) . A 
suspicious opponent with countermagick can, of course, counter 
this "assistance," and S leepers (or T echnocrat spies) may get 
suspac ious if a person seems "just wo good" at everything. Botching 
a magickal assist has the usual effects, which may make it more 
rrouble than it's worth. 

Mage: The Ascension 

Physical 
These systems describe dramatic si tuations where Physical 

Attributes come into play. 

Climb in~ 
When a character attempts to climb any sort of surface (a 

tree, cliff o r building) , ask the player to rotl the character's 
Dexterity + Athletics. The difficulty depends on the type and 
sheerness of the climbing surface and, to a lesser extent, the 
weather conditions. Each success indicates char the character has 
climbed five feet. Once he accumulates enough successes to get to 

where he wants to go, he can stop rolling. Cheshire, for example, 
is trying to climb a 25-foot wa ll; he needs five successes to get to 
the top. A failure indicates the character is unable to make any 
progress during the tum. A botch indicates the character falls and 
cannot again attempt to climb without expending a Willpower 
point. 

Difficulty 

2 
4 
6 
8 

Level of Climb 

Easy climb: a t ree with many stout branches 

Simple climb: a cliff with many hand holds 

Straightforward: a tree with thin branches 

Treacherous: very few handholds 

10 Extremely difficult: a nearly sheer surface 

Coincidences: a rope or ladder is nearby; the tree has a low 
limb; the wall has available hand· and footholds; there's a fire 
escape on the side of the building. 



Feats or Strength 
Lift 

D ice Pool Feats 40 lbs 
I Crush a beer can 

100 lbs 
2 Break a chair 

250 lbs 
3 

Break down a wooden door 
400 lbs 

4 
Break a 2" x 4" 

650 lbs 
5 

Break open a metal fire door 
800 lbs 

6 
Throw a motorcycle 

900 lbs 
7 

Flip over a small car 
1000 lbs Break a three-inch lead pipe 

8 
Punch through a cement wall 

1200 lbs 
9 1500 lbs 
10 

Rip open a steel drum 
2000 lbs 

II 
Punch through 1" sheet metal 

3000 lbs 
12 

Break a metal lamp post 
4000 lbs 

13 Throw a car 5000 lbs 
14 Throw a van 

6000 ibs 
15 Throw a truck 

Feats or Strength 
A character's Strength is often used a lone, wirhou[ an Abil­

ity, when brute force is a ll that matters. If the character's Strength 
equa ls or exceeds the difficulty of the task he's attempting, he 
succeeds automatically. Only if the d ifficulty is higher than his 
Dice Pool must he make a ro ll. 

W hen the character makes the roll, however, it is based on 
Wi llpower, not Strength. T his is a pretty simple ro ll, so the 
character gets only one chance to make it. The difficulty is a lmost 
a lways a 9, though it can vary according to the surface cond itions, 
rhe object being lifted and Storytelle r whim. Each success pushes 
the character's effective Strength up one step on the chart below 
(to a maximum of five) . Thus, if the character has a Strength of 
four, but wants to fli p over a car, she needs three successes on the 
Willpower roll to do it. 

Coincidences: the chest is lighter than it looks; the door is 
unlocked o r made of rotten wood; the pipe has stress fractures; the 
car is packed with boxes, but only on one side so it's much heavier 
and leans that way anyway. 

Jumping 
Jumping requires a Strength roll or a Strength+ Athlet ics ro ll 

fora horizonta l jump with n decent running start. The difficulty for 
a jump is almost a lways 3 (unless there are difficult weather 
conditions o r a narrow landing space). The Storyteller calculates 
how many successes rhc character needs to make the jump. There 
arc no partial successes in jumping; the character either succeeds 
in one roll, or she falls. 

lf necessary, you can use rhe chart below. The number of 
successes required is based on the number of feet that must be 
jumped and whether the character is jumping horizontally or 
ve rtica II y. 

Type of Jump 
Vertical (up) 

Horizontal (across) 

Feet per Success 

2 
4 

Coincidences: there's a springboard nearby; you just ran 
down a sloping surface. 

II 



Sometimes you can 't just take something to the garage to be 
fixed; you have to do it yourself. When a cha racter wishes to ftx any 
sort of mechanica l implement, he must roll Dexterity + Repair. 
The difficulty is determined by the complexity of the task (see the 
chart below). Before the job can be considered complete, he must 
roll a certain number of successes, usually between two and 20. 
Each roll means that a certain amount of time is spent-whatever 
the demands of the story require. A botch indicates that the device 
is somehow damaged in the attempt. -- This system can be fun to useduringcombat, as one character 
desperately tries ro start the car while the others ho ld off the HIT 
Marks. 

Shadowing 
Sometimes a character will want to "shadow" someone - to 

follow him as discreetly as possible without being caught. That's the 
catch - keeping track of your target without being seen. A character 
can shadow someone on foot or in vehicles; he can try even if someone 
else, like a taxi driver, is driving: "Follow that car- carefully!" 

The player-character in question must make a Perception + 
Investigation (or possibly Streecwise) roll. The difficulty is nor­
mally 6, bur can vary from 5 to 9, depending on the thickness of 
a crowd or bad weather conditions. Each success indicates that the 
target has been followed for a turn. A certa in number of successes 
are required to follow the subject all the way ro his destinat ion. 
The first failure indicates that the character has temporarily lost 
her subject, but can try again next tum. A second means she has 
lost him completely and the chase is off(unlessshe comes up with 
a new approach). Should the character botch, she not only loses 
her subject, but she stumbles into some new problem of her own 
-a hostile street gang, foraging vampire, lost child, etc. 

Though your character's Perception roll is the most impor­
tant aspect of shadowing, you must a lso make a Stealth ro ll to 
avoid being seen. Each tum the Perception ro ll is made, the player 
also rolls her character's Dexterity+ Stealth (or Dexterity+ Drive 
if she's in a vehicle). 

The difficulty is the subject's Perception+ Alertness, but it can 
be modified by +/-3, depending on the circumstances (empty streets 
or th ick crowds, for instance). A single success indicates the 
shadower is not detected, and each success increases the target's 
difficulty, even if he's actively looking for a tai l. A failure means he 
becomes suspicious and starts to surreptitiously glance over his 
shoulder (and may make Perception rollsofhisown; see below). A 
botch indicates the character completely reveals herself and the 
subject now knows he's being followed. 

R.epair 
Job 
Simple mechanical repair 

Soldering job 
Electronic malfunction 

Difficulty 

4 
5 

# of Successes 

3 
2 
5 

If the subject looks to see if he is being followed (out of habit, 
perhaps), ro ll his Perception+ Investigation (or Srreetwise). The 
difficulty is the shadowing character's Stealth rating +5. Each 
success on this roll indicates a higher degree of suspicion. Successes 
can be accumulated from turn to turn; see the chart below to see 
how aware the subject is that he is being followed. A fai lure means 
that the target hasn'tseen anything and relaxes his guard, dropping 
his suspicion to zero. If he botches, he's convinced he isn't bemg 
followed and no longer looks behind him. 

Successes 

I 
2 

Suspicion 

Hunch 

Suspicion 

3 Near-certainry 

4 Positive knowledge 

5 The shadower has been spotted 

Magick: With the Arcane Background or a bit of subtle 
magick, the mage can conceal her shadowing attempt. Her target, 
if he has Arcane, can throw his pursuer completely off. For mages 
with Arcane, add+ I d ifficulty to either character's chance to spot 
the one with the Background.lfboth of them have Arcane, things 
get amusing .... By using some magickal cover - manipulating 
shadows, Mind-swaying people to come between you and any 
tracker, using Entropy to disrupt his thoughts just enough - a 
shadower o r target can subtract one of her opponent's Perception 
successes for each success she gets on a magick roll. The key word 
here, though, is subtlety; too much magick will draw attenrion. 

Buddy System: Two or more characters can shadow one target 
by trading off. However, they must have previously worked or 
trained together in this technique, or rhe difficulty on all rolls for 
the pair is + I higher. One player shadows for a rum or more, then 
trades off whenever her partner gives the signal. If the pair switches 
off, the subject can't accumulate successes for very long, which 
makes it much harder for the subject to spot shadowers. 

Coincidences: you see your shadower reflected in store 
window; the guy you thought you'd given the slip made the same 
wrong rum you did; he gets caught in a traffic circle; a truck breaks 
down between you and him. 

Stunt Driving 
This system determines the outcome of nearly any type of 

automobile chase or maneuver. Dice rolls in chases are not only 
made to see how fast a driver goes, but also to see if she stays on the 
road or nor. Each vehicle is rated for its maximum safe driving 
speed as well as its maneuverability. One vehicle is nor always as 
fast or maneuverable as another, so the derails of the chase often 

depend on the make of the vehicle (see the chart below). 

A character can make special maneuvers in o rder to catch 
or lose another vehicle, such as spinning around a tight comer, 
doing a 180° turn or wheeling about to block a road. Essentially, 
one character makes a special maneuver and the other character 
must copy that maneuver by making a similar roll. 

The player ro lls Dexterity (or perhaps Perception) + 
Drive; her Dice Pool cannot exceed the maneuverability rating 
of the vehicle. Give each maneuver a basic d ifficu lty from 2-7, 
and then decide on a maximum safe speed. If the vehicle is 
going over that speed, raise rhe difficulty (by + 1 for every 
additional I 0 mph) or have the character fail outright. 



Stunt Drivin~ 
Vehicle 

6-wheel rruck 
Bus 

18-wheeler 
Sedan 

Mini-van 
Compact 

Safe Speed 

60 
60 

70 
70 

70 
70 

Spony compact 100 

Sport coupe 110 

Max Speed Maneuverability 
90 3 
100 3 
110 4 
120 5 
120 6 
130 6 
140 7 
!50 8 

Sports car 130 170 9 

-......,._ 

Use this simple system if one character's trying 
to catch another. One opponent starts with a cer­
ta in number of successes; say two for every turn's 
worth of head starr, or one for every success on a 
Dexterity+ Athletics roll (difficulty 6). The other 
character has to match or beat these succe~es 
before he can catch up. Once he does, he can try lO 

grapple rhe fl eeing person (see "Combat"). The 
pursuer might only want ro catch up halfway, just 
to get a better shot at the fleeing character. 

Coincidences: the other person IS tripped or 
blocked; an alley leads to a dead end if rhe mage 
is the pursuer; there t~re roo many possible direc­
tions that the pur~ued mage may rake for the 
chase to continue. 

Formula One race car 140 240 10 

Coinci~ences : good thing that unfinished road was on a downward angle; driving on 
two wheels IS easy when the road slopes up with you; you slingshot off another car- too 
bad for rhe other guy; thank God for anti-lock brakes. 

Snec-.king 
When a character attempts to hide in shadows or sneak up on 

a guard, she must roll Oextenty + Stealth. The difficulty is the 
guard's Perception +A lerrness. Anyone actively looking for mrrud­
ers can be considered a guard. 

The sneaking character needs to collect a certain number of 
successes in order to make it to where she wants to go. A Perception 
+Stealth roll can be made if the player wants to estimate how many 
successes will be needed; the difficulty for this is usually 7. 

Failure of any sort on a Stealth roll indicates detection. 

Coincidences: the guard falls asleep; the lights are dim; the 
shadows fall on the right places; an animal rustles elsewhere to lead 
the guard off your rrack; no one set the alarm. 

Socic.l 
Social interacnons are best handled by roleplaying; that's half 

the fun of such games in the first place. When you don't have Lime 
to play out a city-wide manhunror an eight-hour fi libuster, however, 
or when your player doesn't share his character's street-smarts or 
smooth manners, these systems may help. 

Seduction 
Seductions are tricky; the seducer woos her target in stages, from 

clever lines to int imacies. Nor a ll seductions are sexual- they may 
range from intellectual diversions to changes of faith. A seducer, 
however, uses fa lse pretenses to gain some form of im imacy wirh her 
quarry, who usually assumes that the seducer's feelings are real. 

A seduction goes in stages, and unless the character succeeds 
during each stage, she will nor be successful in the long run. This 
system simulates misdirection; if the seducer's emotions and motives 
are real, ignore the system and roleplay it out. Even if you use the 
system, play it our anyway- it can be fun, and may make all the 
difference to the characters' later relationship. 

Some characters, depending on their Natures (Bon Vivants 
and Connivers for example), regain Willpower from successfu l 
seductions. This skill is a stock-in-trade of the Nephandi, who usc it 
to sway others from their original ideals and into corruption. In any 
case, the seducer will gain something of value from her target if 
everything goes as planned .... 

Opening Line: The player ro lls Appearance + Subterfuj:tc (or 
some other Traits, if applicable - Manipulation + Subterfuge, 

Expression, lore, ere.). The difficulty is the subject 's Wits + 3, 
although good roleplaying may adjust this for better or worse. Each 
success after the first adds an extra die to the roll on the next stage. 

Witty exchange: The player rolls Wits + Subterfuge. The 
difficulty is the seducee's Intelligence + 3. Give bonuses and 
penalties for roleplaying. Each additional success adds an extra die 
to the ro ll on the next stage. 

Conversation: The player rolls Charisma+ Empathy. Difficulry 
is Perception +3. Again, roleplaying bonuses come into play here. 

Intimacies: At this point, the seducer gets whatever he o r she 
wants. If sex is involved, the couple moves on to activities best left 
without systems. If the seducer was trying to convert her target­
to change his beliefs, swing his support from one person to 
another, talk him inro some undesirable activity o r reveal a secret 
-her successes may dictate how thorough a job she docs. 

Coincidence: you remind him of that long-lost love; your 
voice has that silky tone she loves; always had a thing for the thin, 
pale type; "You're a gamer, roo/" 

Fas t Talk 
With this system, a character browbeats and bamboozles 

someone into submission. The player usually rolls Manipulation 
+Subterfuge, though Charisma or Appearance could be added to 
Expression, Intim idation or any number ofKnowledges, depend· 
ing on the character's approach. The difficulty is the target's Wits 
+ Srreerwise. Success indicates that the target becomes confused. 

That target may make whatever rolls he wishes; however, fast 
talk is likely to confuse him too much at some poinr to take the 
appropriate action. He can a lso expend Willpower points to resist 
fast talk. If the offensive (or offending) character fails his roll , his 
attempt has faltered, and rhe target can try to explain himself or 
even fast talk back. This rebuttal continues until the subject fa ils 
o r botches. A fast ta lker's botch indicates that his target doesn't 
get confused, only angry. Fast talk attempts by that character will 
never work on him again. 

Repeated rolls might be necessary to truly confuse the target. 
As Storyteller, you need ro run attempts at fast ta lk in a way that 
is consistent with the mood of your game. It can be as slaphappy 
or as deadly serious as you like. 

Coincidences: his shoe really is untied; your victim read an 
article on rhe topic just last week; a passing stranger agrees with 
you; he already owns the Brooklyn Bridge. 



--

If a player wants he r character to give a speech, but doesn 't 
want to actua lly give it, you can use this syste m. You want her to 
describe what she says and maybe te ll you a memo rable phrase she 
uses - that migh t even get her started into roleplaying it o ut . 
Orat ion can be d ifficult to ro leplay, so don't force your p layers to 

do so - just use this system. 

The player makes a C harisma+ Leadership roll. The mood of 
the crowd, its wi ll ingness to hear what the o rator says and its 
penchant for throwing rotte n vegetables determine the d ifficulty 
(usually 7). If the orator has any sort of reputa tion , you may wish 
to adjust the difficulty accordingly. If the characte r has Influence 
o r Destiny, she can add that rat ing to her Dice Pool. T he number 
of successes indicates how impressed the crowd is (see the fo llow­
ing chart) . It's a simple ro ll, so the player has only one crack at it. 
A failure indicates the crowd ignores the character. A botch wi ll 
get the charac ter booed (or possibly even lynched). 

Successes 

I 

2 
3 
4 
5 

C rowd Reaction 

They listened , but aren 't excited 

The character has convinced them somewhat 

T he crowd is won over 

The crowd is complete ly enthralled 

The crowd is in the palm of the charac ter's hand 

If the speech is vital ro the srory, the player may make several 
rolls. If you want to spend some t ime on it, you can make it an 
extended action, interspersing rolls with ro leplaying. The character 
can spend as many turns as she would like on the speech, but after 
the th ird turn, the d ifficul ty goes up each turn by+ 1. It might take 
more than five successes to completely win over the crowd. 

Coincidences: most o f the crowd is drunk; the microphone 
has just the righ t amount o f echo; the sun comes out of the clouds 
just as you make yo ur po int. 

Facedown 
When two c haracters are engaged in a duel of Wi llpower and 

neither wants to be the first to back down, this system comes in 
handy. No words are exc hanged - the opponents just glare at one 
a nothe r. Mages do this sort of thing o ften; with great power comes 
greater egotism. 

Both opponents ro ll C harisma+ Intimidation; the difficul ty 
is the oppo nent's Willpowe r. The o ne who fi rst accumulates his 
o pponent's W its + 5 in successes wins; the other one looks away. 
A character can spend a W illpower point each turn to avo id giving 
up- unti l he runs our of W illpower. 

Coincidences: the o ther sees something out of the com er o f 
h is eye; he has to sneeze or has a sudden itch; she can' t help but 
laugh at the fu nny look o n your face. 

Interrogation 
Interrogation is pretty common in any war. This system 

reflects a form of questioning, no t tortu re , though intimidation is 
certa inly employed. Yo u' ll have to develop your own rules for 

--H!'ffil~-lf-~~"sh to include it in your ch ronic le. 

T he player makes a Manipulation + Intimidat ion roll; the 
d ifficulty is the victim's W illpower. T he number of successes 
indicates the a mount of information obtained. A fa ilure ind icates 
the character learns nothing of value. A botch indicates the 
subject tells the character nothing, and will never tell him any­
thing - or worse, the subject lies. To conceal the truth, the 
Storytel ler, not the player, should make this ro ll. 

Successes 

l 

2 
3 
4 

Inter rogation 

O nly a few mumbled facts 

Some re levant facts 

Much interesting informat ion 

The subject talks on and on 

5 Everything of import is discovered 

Coincidences: you say a name (guessing) and know you got 
it righ t when the guy blanches; he has a ll the plans written down 
o n a paper in h is pocket; she accidenta lly says the name. 

Perrormances 
This system is used whenever a character gives any rype of 

performance, whether it be comedy, music, acting or storyte ll ing. 
It can be on a stage or in a n ightclub and can be formal or informal. 
Mages who rely upon singing, dancing or music as foci re ly on this 
system a lot. 

T he p layer ro lls the appropriate Attribute + Expression (or 
S ubterfuge, Etiquette, or some other performance-orien ted Trait). 
The difficulty is based o n how receptive the audience is. A failure 
indicates a lackluster, em inend y forgettable performance. A botch 
indicates a miserable performance that cannot even be finished­
the da ncer trips or the musician breaks his instrument. 

The number of successes indicates how moved the audience 
is. This determines the artistic merit, technical verisimil itude or 
magickal effect ive ness of the p iece (see "Abilities and Magick," 
Chapter Eight) . 

Successes Your Performance Reaction 

1 Mediocre Po lite applause 

2 Average Approval 

3 Good Ge nuine appreciation 

4 Superior Vigorous applause 

5 Except ional Ecstatic reaction 

6 Superb Immedia te sensation 

7 Brilliant Miracle , magnum opus 

Coincidences: you play the ir favorite song; you play a song 
they don 't kn ow so they have no idea how it should sound; you look 
like the ir son or a favorite actor. 

Mental 
T hese situat ions, like Physica l ones, are difficult or time­

consuming ro ro leplay out. They also utilize extended ro lls to 
gather a certa in amount of successes. Generally, the player an­
nounces her intentions and the steps her character will take to 
pursue them (visiting the Chantry library, asking questio ns in "all 
the right places," etc.). The Storyteller then decides the difficulty 
of the task and the amount of success the player needs to roll. S uch 
tasks ofte n take place in downtime to avo id slowing the chron icle's 
flow. 



Information tS an important commodity. In many stories, 
research is the on ly way for rhe characters to uncover clues, lore 
or gossip they may need to proceed. A mage may have to investi· 
gate mauers in a library, barroom, newspaper office o r computer 
archtve in order ro obn1in the information he needs. General 
research is a great way ro let a character wtth high Inte lligence 
show off, whtle hack-alley or ballroom research a llows a streetwise 
character to do what he does best. 

For general research, the player rolls Intelligence+ Research 
(and sometimes an appropriate Knowledge Abi lity, like Com put· 
ers or Investigation, after a place co resenrch has been found). 
Street or soc tal research goes on in the appropriate places- bars, 
)atls, costume balls, social events, etc. A character gathers this 
kind of informamm hy scoping out people who might know the 
answers he seeks and asking the right questions. While such 
research may involve Social interactions (see preceding), the 
character will usc his wits more than his looks. With a litrle luck, 
his Inte lligence+ Screcrwise, Etiquette, Investigation o r S ubter· 
fuge will usually gcr him what he needs tO know. 

Research difficulty is based upon rhe obscuriryof the information: 

Difficulty Accessibili ty of Information 

2 Generally available 

4 Widely documented 

6 Accessible 

8 Difficult to find 

10 Incredibly well-concealed 

The number of successes determines how much the character 
dtscovers. One success might mean that he uncovers the most 
obvious facts, while five successes might mean char he learns the 
ful l (and maybe trurhful) story. Depending on the precise info rma· 
tion the character seeks, 10 or 20 successes might be required to 

find all the avai lable data. 

Search 
This system enables a character m search for something in a 

confined area, like a room. Have the player roll Perception + 
Investigation; the d ifficulty depends on how well concealed the 
object is (usually between 7 and 10). Each success indicates more 
is found. Sometimes a certain number of successes a re required co 
find something hidden well. If you want, a lower number of 
successes could warrant a hint or clue where to look, thus encour· 
aging roleplaying and a degree of puzzle-solving. Lead che player 
rhrough the search step by step as much as possible. Have her 
describe to you where she looks. Don't let her succeed if she 
doesn't specifically search in the right area, and let her succeed 
automatically if her description is detailed enough. 

Coincidences: just happens to look in the right spot the fi rst 
time; someone forgot to put it away; it falls off a shelf. 

------



--

Mages can often track people and things by following the ir 
physical t rails. To do so, a player rolls Perception +Survival (or 
Invest igation in the city- tracks are rarely left on sidewalks and 
pavement, but people leave o ther impressions on the ir surround­
ings). The difficulty is based on weather conditions, terrain and 
the age of the tracks, but averages around 8. Each success beyond 
the first lowers the difficulty of the next ro ll by -1. 

The character needs to succeed fo r a certain number of turns; 
the exact number depends on the length of the tra il. Each turn is 
usually about five minutes long. lf the characte r misses a ro ll , she 
can t ry again; th is t ime, however, the difficulty is+ 1 higher. Once 
it goes above 10, the character loses the trail. 

Coincidences: the ground is muddy; all the doors are locked 
from the outside and she didn 't have the key; several people saw 
where he went; the quarry stopped to rest. 

Cryptology 
This system deciphers codes. The player must roll Intelligence 

+ Linguistics or Intelligence + Computer if he is using a computer. 
The d ifficulty will normally be quite high (between 8-lO, or less if the 
character uses a computer) . Each success cracks more of the code, and 
multiple rolls can be made to accumulate successes. It can take 
anywhere from two to 20 successes to fully crack a code, depending 
on how complicated it is. Each "turn" can be from one minute toone 
month, depending on the needs of the story, the code's intricacy and 
the use ( if any) of computers. Any fa ilure indicates all collected 
successes are lost and the decoding process must restart from the 
beginning. A botch indicates total failure; the job can never be 
attempted again, or the character has misdeciphered the code. 

To create a code, a character must ro ll Inte lligence+ Linguis­
tics three times (difficulty 5 ). His tota l number of successes 
indicates the number of successes it takes to crack the code. 

Coincidences: a baby's gurgling gives you a clue; you guessed 
that password during Trivial Pursuit yesterday; the number is the 
same as your birthday. 

Combat 
War is the trcule of kings . 
- John Dryden 

In any war, bloodshed is inevitable. For mages, 
however, open combat can be a deadly affair. With­
out healing magicks, a single gunshot can stop an 
aspirant to Ascension for good. Magick is a balanc­
ing factor, but sorcerers are sti ll well-advised to 

avoid melees whenever possible. (See Chapter 
Eight for rules about magick in combat.) 

There are three basic types of combat: firefight, 
melee and brawl. Each uses the same essentia l system, yet they 
have some minor diffe rences: 

• A firefight is any type of anned combat using projectile 
weapons, things like Uzis and sawed-off shotguns. Opponents 
normally need to be with in sight of each other in order to engage 
in a firefight. 

• Melee refers to fight ing with hand weapons- anything 
from broken bottles to magickal swords. Opponents need to be 
wi thin one o r two yards of each other in order to engage in melee. 

• A brawl describes a hand-to-hand battle fought with bare 
hands-unarmed combat. Opponents need to be within touching 
d istance to engage in a brawl. 

With this system, each blow or gunshot is a separate roll 
which damages the target until it is e ither destroyed or incapaci­
tated. Rolls made in combat determine whether o r not an attack 
succeeds, whether the target dodges and how much damage the 
target suffers. A lmost all combat turns are around three seconds 
long, though they take somewhat longer than that to resolve. 

As with a ll action scenes, combat turns begin with an initia­
t ive roll. However, because combat can sometimes get a little 
sticky, divide the turn into three stages - Initiat ive, Attack and 
Resolution - to make it easier to keep track of things. The 
Combat Summary Chart breaks the whole thing into three easy 
steps; the deta iled rules are be low. 

Mage: The Ascension 

Sta~e One: Initiative 
T his stage organizes the turn. The players now declare the ir 

characters' actions - leaping behind a wall, shouting a warning, 
swinging a sledgehammer, whatever. Each player, in tum, must 
describe what his character is doing and with what, in as much 
detail as the S toryteller requires. 

Characters make initiative rolls using Wits + Alertness 
(difficul ty 4, adjusted as the Storyteller desires) . Everyone takes 
their actions in descending order of successes - first goes first, and 
so on. Some characters will act simultaneously (they both ro lled 
three successes, say). Those who rolled no successes at all go last, 
and those who botch don't get to act this tum. For simplicity, 
S toryte llers may call for initiative only once perfight sceneand use 
that order for the whole battle. Those who botch go last -
something disastrous happens at the beginning of the fight which 
slows them for the whole scene- though they can still act. This 
option speeds play, though it limits characters' chances of"getting 
ah ead" of their opponents- unless they can pull off some brilliant 
new move (see "Surprise Maneuvers,'' below). 

Players must declare the ir characters' actions before going to 
the Attack S tage. A mage split ting her Dice Pool must also declare 
how many dice to a llocate to each action. The only action a 
characte r may take out of turn is a Dodge, which she can perform 
at any time as long as she has dice left in her Pool. Keeping a die 
or two in reserve is always a good idea! 

Sta~e Two: Attack 
T he attack is the meat of the combat turn. It's where success 

or failure are determined, as well as any impact on the targets. 

The Roll: There are three diffe rent types of attack rolls; the 
type of combat determines which one to use. 

• For firearms combat, roll Dexterity + Firearms. 
• For melee (with weapons) combat, roll Dexterity + Melee. 



• For hand-to-hand (without weapons) combat, ro ll Dexter­
ity+ Brawl. 

T he weapon or attack determines the base difficulty of the 
attacker's roll. The number of dice might be modified by the gun's 
rate of fire or rhe use of a scope, but the difficulty is usually only 
modified by the c ircumstances around the attack. lf no successes 
are obtained, the character has fa iled his attack, and no damage is 
inflicted. If the player rolls a botch, the attack fa ils, and something 
nasry happens, besides. 

Dodging 
Any time someone attacks a character, he has the option of 

dodging. In fact , a player may announce at any rime char her 
character is using an action (or part of it, by dividing her Dice 
Pool) to dodge, simply by declaring "Dodge!" before the opponent 
makes an attack roll. In some cases a dodge may not be allowed, 
such as in confined quarte rs or in situat ions where the character 
has been surprised. The required roll is Dexterity + Dodge; each 
success subtracts one success from the attacker's roll. 

• The difficul ty to dodge melee or brawling attacks is a 
base 6, + l for every opponent after the fi rst. 

• In firefighrs, the difficul ty depends on the availability of 
nearby cover. 

Each success removes one of the opponent's successes. A 
characte r can even take away successes from differenr opponents, 
though this meansspli ttingsuccesses between them. After such an 
attempt, the character usually ends up behind some sort of cover 
or, at the very least, lying on the ground ( if there was no cover to 
be found). 

T he difficul ty to dodge during firefights is determined by the 
proximity of cover. 

Difficulty 

2 

4 
6 

7 

8 

Terrain 

By moving back half a step, the character is 
back under full cover. 

Full cover within diving distance (one yard) 
Full cover within running distance 
(three yards) 

Part ia l cover within running distance 
(three yards) 

Flat and featureless, no cover 

(the character dives to the ground) 

Stage Three: Resolution 
In this stage, characters determine the damage inflicted by 

their attacks and the Storyteller describes what occurs in the turn. 
It's a mixture of game and story; though the dice never lie, the 
Storyteller must interpret what luck has decreed. 

Damage: Each weapon or attack a llows the wielder to roll a 
certa in number of damage dice (difficulty 6). Each success re­
moves one Health Level from the target. Addit ionally, each 
success scored with a firearm (after any dodge) adds one die to this 
damage roll. Melee and brawling successes do not add to the 
damage. 

Soak: A target may make a roll to see how much damage she 
"soaks up" because of her natural hardiness. The target rolls 
S tamina (difficulty 6); each success reduces the damage by one. 

Exception: Damage and soak rolls are two ro lls in Mage that 
cannot be botched. 



Complications 
A number of facmrs determine whether an attack hits or nor. 

Smarr combatants head for cover as soon as bullets stardl yin g. Others 
find that ganging up on one foe in a brawl never hurrs. The following 
modifiers delineate many of the variables that affect combat. 

Gener£\1 Complic£\tions 
• Changing Actions: If a character changes her declared 

action after the turn has starred, the difficulty for the new action 
increases by + l. Generally, the Storyteller should only allow rhe 
character to change her declared action if events have made it 
impossible. "Yes, I know I said my character would jump into rhe 
car, but char Technomancer just blew it up!" 

• Immobilization: If a target is immobilized (e.g., held down 
by someone), but still struggles, the difficulty for the attack roll is 
lowered by -2. However, if the target is completely immobilized 
(e.g., is tied up or magickally paralyzed), then no roll is required 
and the attack succeeds automatically. 

Fire right Complic£\tions 
• Range: Getting close to one's foe is a good idea if a 

character doesn't mind taking a few shots in rerum. The range 
given on the Firearms Chart is the weapon's medium range. The 
character receives no modifier for shooting at this range. Twice 
that ra.nge is the farthest the weapon can shoot. Sho ts within this 
range have their difficulties increased by + 1. On the other hand, 
shots made at targets within a yard of the attacker are considered 
"point-blank"; the d ifficulty of a point-blank shot is 4. 

• Cover: Inte lligent characters use cover to protect them­
selves from enemy fire. Cover increases the difficulty of an attack, 
depending on how much of the character's body is still out in rhe 
open. T hough cover protects, it can also hamper return fire, and 
in some rare instances it can completely prevenr any return fire. 
Ducking out from around a corner to shoot may increase the 
difficulty by+ l , while watching a shoot-out through the cracks in 
a battered wall prevenrs a character from firing back at al l. 

Cover Difficulty 
Lying flat + 1 

Behind pole + 2 
Behind wall + 3 

Only head exposed + 4 
• Movement: Shooting at a moving target increases the 

difficulty by+ 1 (or even more), as does shooting whi le moving at 
any speed faster than a walk (such as firing out the window of a 
speeding car) . 

• Aiming: A character may add her Perception rating to her 
Dexterity + Firearms Dice Pool if she spends time aiming. How­
ever, it takes one tum for each die added, and during this t ime the 
character can do nothing but aim- it cakes time and patience to 
aim. Additionally, the rarget may not be moving at a speed faster 
than a walk. Shotguns and SMGs cannot be aimed. 

If the gun has a scope, the character may add two dice to her 
Pool in addition to the dice added for Perception. The scope bonus 
can only be used once per sho t - after the initial three dice added 
in the first round (two for the scope and one for Perception), the 
character continues aiming as outlined above. 

• Targeting: Aiming for a specific location (gun hand, the 
heart) increases the difficulty by + 2. 



• Multiple Shots: If a character wants to take more than one 
shot in a tum, he must divide his Dice Pool into two or more 
actions. Also, for every additional shot after the first, the difficulty 
increases by +I. I 0 is, of course, the maximum number to which 
the difficulty can be raised. A character can only rake as many 
shots as allowed by the rare of the fire;:~rm. 

Th is penalty is cumulative. Thus a character adds +2 on the 
th ird shot and+ 3 on the fourth. It is nor usually wise to snap shots 
off blindly; the recoil a lways catches up with the gunman. Using 
these rules, it is permissible to fire rwo or more three-round bursts 
in a single turn, though a character can only fire on full-auto once 
per tum (and must reload to do it again). 

• Full-Auto: The full-auto option is the most damaging 
attack a firearm can make, as the arracker unloads the full contents 
of a gun's ammunition clip within a very short time span. How­
ever, the gun becomes a bucking bronco, difficult to control and 
even harder to aim. 

A character gets 10 addit ioMI dice tO roll on the attack, thus 
increasing the chance to hit and cause damage. However, the 
difficulty goes up +2 from the recoil. 

Full-auto fire can only be done when a weapon has more than 
half its clip remaining. Whenever a character uses the full-auto 
option, he uses up the entire clip of the weapon. Reloading takes 
one full action and requires the character's full concentration (and 
Dice Pool). 

• Three-Round Burst: The semi-auco option is the middle 
ground between the full-auto and the single-shot options, and has 
some of the strengths and weaknesses of both. A burst gives the 
attacker three additional dice on the attack roll. However, the 
recoil increases the difficul ty by + l . 

• Spray: When using full-auto, a gunman can decide ro spray 
across an area instead of focusing on one foe. A spray uses the extra 
I 0 dice given by full-auto fire, but the attack has a base difficulty 
of 5, increased by + 1 for every yard covered by the spray, in 
addition to other modifiers. 

The player divides any successes gained on the arrack roll 
evenly between all targets in the covered area. However, if only 
one target is in the sprayed area, only half the successes affect him. 
The player then assigns any leftover successes as she desires. If the 
attacker ro lls fewer successes than there are targets, the player may 
only assign one to a target until they arc used up. This attack also 
empdcs the clip. 

The difficulty of a dodge ro ll against a spray is increased by+ Z. 

M elee and Brawling 
Complications 

• Multiple Opponents: If a character is battling multiple 
opponents in close combat, that character's arrack and dodge 
difficulties are increased by+ I per opponent (to a maximum of 10). 

• Flank and Rear Attacks: The difficulty of a flank attack is 
lowered by one, while that of a rear arrack is lowered by - Z. 

• G rapple: An attacker can try to grab a foe, hoping to 
immobilize and subsequently crush him. If the attacker scores more 
successes than the opponent's Strength, the attacker can pin him. 
In the next round, she can begin to infl ict harm. Any character 
struck by this arrack loses his arracks for the current tum. If the 
attacker misses altogether (by failing the Dexterity + Brawl roll), 
she is knocked down and must spend an action getting to her feet. 

Continuing to grapple during each turn after the first requires 
the combatants to make opposed Strength+ Brawl rolls. Whoever 
accumulares more successes may immobilize the other. If both 
score the same number of successes, neither gains the upper hand 
this turn. 

• Body Slam: A character may a lso try to charge forward, 
hurling his weight into his opponent in an attempt to damage her. 
It's possible to hurt oneself with this arrack, as bodies were nor 
meant to be used as battering rams. A character needs three 
successes to unbalance an opponent aml does one Health Level of 
damage to himself for every success fewer chan three. 

If the attack succeeds, the opponent is thrown off balance, 
and the difficulties for the rest of her actions for this round arc 
increased by +Z. Also, if the opponent does not succeed in a 
Dexterity+ Athletics roll (difficulty of the successes+ 3 }, she falls 
to rhe ground. The base damage done by the attacker equals his 
Strength; each success scored on the attack ro ll above the mini­
mum adds one to this base. If the attacker does not roll at least 
three successes, this maneuver fa ils; he fa lls ro the ground and is 
treated as though he had no dice left in his Pool. 

Surprise Maneuvers 
Warfare is not a static activity; clever mages may come up 

with moves which startle their opponems, giving that mage an 
edge. Sucker-punches, off-the-wall ricochets, sudden leaps, secret 
katas, crotch-kicks, hair-pulls, disarms, feints, thrown salt and a 
million other dirty tricks and arcane maneuvers may help to turn 
an attacker's attention away for a vital spilt-second, and .... 

The Storyteller can reflect these variations with "freeform 
combat. "If a player describes a c lever move, the Storyteller assigns 
him a difficulty, and possibly ~l number of successes, to pull that 
feat off. The Traits used should reflect the maneuver: a trick shot 
would require an Attribute+ Firearms; a weapon attack, Melee; a 
low blow, Brawl; and an acrobatic move, Athletics. Manial art 
surprises would utilize either Brawl or Do, if the character knows 
Do. Physical Traits are nor the only ones you could use. Manipu­
lation can trick an opponent, or Intelligence or Perception could 
spot an opening in b is defenses. A ppcarance might get him to drop 
his guard, and quick Wits can grant the mage that one chance she 
needs .... 

The player must decide what she wants to accomplish. 
Success might hurt the opponent- del ivcr an extra Health Level 
or rwo of damage, knock him over, blind him for a turn or so, 
disrupt his magick, send his weapon flying, ere., - or give the 
player character an edge-a chance to rc-roll her initiative, grab 
her opponent and hang on, reduce her difficulty by -1 or Z, get her 
out of harm's way, etc. The more effective the feat, the higher the 
difficulty. A few sample maneuvers are given on the Combat 
Chart page. 

Even a failure might have some significant effect, even if it's 
not the one the player wanted. A botch should be a disaster, one 
which puts the mage in a truly tense situat ion. This, if nothing 
e lse, may keep players from abusing the special maneuver rule. 

This variation should not be abused. Storytellers may fee l free 
to declare a certain maneuver predictable 
acter uses the same trick to excess), raise the 
ignore this rule alrogether if she feels a player is 
with murder. Used properly, though, this va 
flexibility to an otherwise mundane fight. 

--
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Armor 
A character with body armor can add dice ro her soak rolls. 

Different types ofboJy armor have different armor ratings, which 
are the number of ext ra dice rolled on a soak roll. Cerra in rypes of 
armor restrict body motion, reducing the character's Dexterity 
rolls. Any rolls involving this Attribute have the ir difficulties raised 
by an amount equal to the penalty. (See the chart for details.) 

M()gick in Comb()f 
Magickdoesn'tcomplicate combat very much arall.lfa mage 

uses a focus ro create an Effect, he may have to make his initiative 
roll at a higher difficu lty than norma l. Of course, this difficulty is 
determined by the focus; a Dreamspeaker who needs to shake a 
rattle probably won't incur a penalty, while a Ho llow One who 
prefers extemporaneous poetry might have to add + 3 to her 
initiative difficulty. (Sec "Foci," Chapter Eight. ) 

If the mage docs not need a focus to create the desired 
magickal Effect, he makes the usual ini tiative roll (Wits+ A len­
ness, difficulty 4) and casts the spell as a normal action. Magick 
willed into existence without the use of props happens instanta­
neously, though some coincidences used to explain that magick 
may still take rime to unfold. Work these incidents into the flow 
of rhc story as rcquared. An extended spell will begin on the mage's 
initiative, ami he continues to make rolls as needed during each 
of his following actions. 

Like other systems (see "Abilities and Magick"), a magickal 
"push" may enhance the effects of an otherwise normal arrack. For 
each magickal success, add one success to the attack or damage, up 
ma maximum of three (remember the magic bullet?). Like any other 
usc of the Art, such "pushes" are subject to all the rules of magick. 

Mage: The Ascension 

Chapter Eight contains the derails of magick use. Keep in 
mind that too many things occurring at once can be distracting. If 
you are at a tense point in the story and a Paradox backlash comes 
up, you might overlook it for now and simply declare a botch on 
an Effect the mage casts later (even though rhe mage may make 
that roll !); alternately, the mage may take the Paradox (Sroryteller's 
option), mark it down and suffer the effects later. 

Coincidences in Combat 
While mages are nor adverse to carrying guns (especially 

when their weapons are enchanted Ta lismans), many rely on 
magick to subdue (or avo id) the ir foes during combat. Innumer­
able coinc idental Effects can occur in combat and enhance a 
weapon 's efficiency (see above). To get your fiendishly clever 
juices flowing, a few are listed be low. 

P.S. Remember that objects that were nor present must be 
made, and ones that were normal must be modified, with the 
proper S pheres. 

P.P.S. Remember the Domino Effect. 

• Firefight: rhe opponent's gun jams; the opponent's gun is 
not loaded; his shot happens ro miss the lung by an inch; your shot 
is that inch closer; a buller ricochets off several surfaces and hi ts 
the gunman; the rifle's sight is crooked just enough ro compensate 
for your bad shooting; the gun you picked up has a full clip or is 
specially modified to hold a larger clip; you trip to the ground just 
as an assassin fires a buller ar you. 

• Melee and Brawling: he misses you, and his weapon lodges 
in a door; you have a secret ankle sheath; her weapon gets snagged 
in her sheath as she draws it; your shot pinches a nerve; he falls on 
his funny bone; his o ld back pain (or war wound) flares up; she slips 
on something or loses her weapon; he has a glass jaw; blood runs 
into her eyes so she can't see clearly. 



• Damaging your opponent: be rwists a leg (maybe it breaks); 
a car swerves off the road and hits her; his brakes fail; the fall knocks 
the breath out of her; Lhe blowdoesn'tseem to do much, but induces 
internal hemorrhaging; your punch is just right and drives frag­
ments of the nose into the brain; she misses you and breaks her hand 
against the wall; the fence is electrocuted; a gas main blows; there 
are sharks in the water; it's not a rub of water- it's sulfuric acid; the 
TV blows up and sprays glass across the room. 

Do Maneuvers 
Practitioners of Do have many combat advantages. The 

simplest strikes util ize the human body's maximum potential for 
efficient damage. This allows a Do stylistto roll his Dexterity+ Do 
and add his successes to a base amount of damage. The Do Strike 
Chart gives the various basic maneuvers and their difficulties and 
damage bases. 

Do works on various levels; it is a fighting art, a magickal 
focus, a philosophy and a self-discipline cool. Advanced stylists 
can perform mighty non-magickal feats which are beyond the 
scope of this ru lcbook. 

Ombral Combat 
When a mage enters the Umbra by any physical means (by 

"stepping sideways" or opening a Gauntlet gate), she passes into a 
world where the usual laws of reality do not apply. Paradox exists, 
a lbeit reduced. A ll magick is considered coincidental in the Near 
Umbra, no matter what form it takes. There is no Paradox at all in 
the Deep Umbra, so really spectacular Effects arc possible. 

All mortals' attack difficulties increase by +I in the Umbra. 
Material beings cannot physically harm spmts unless the Umbrood 
Materializes (see "Umbrood," Chapter Nine). Mages with three 
dots or better in Spirit can sidestep this rule; all o thers just swipe at 
ephemera. Guns are no good here. Life and Matter magick are 
worthless unless the Umbrood Materializes. The Spirit Sphere acts as 
Life magick when used against beings of ephemera (and Matter when 
used against inanimate ephemera), while Entropy 4 +Prime 2 inflicts 
damage against such beings on their home ground. 

Attacks which go against an Umbrood's Attribute (i.e., a spirit 
dodging ro avoid an incoming Force bolt) are figured against its 
Willpower. In other words, the dodging spirit would roll its Will­
power against the mage's successes instead of its Dexterity+ Dodge. 

Fighting Spirits 
Spirits do not physically attack. A hostile spirit rolls its 

Willpower to hit instead, then rolls its Rage to do damage (if it 
succeeded in the first roll), both at difficulty 6. The Umbrood is 
taking out its anger on the offender, not physically assaulting her 
(unless it's Materia lized, of course). Each success rolled inflicts one 
aggravated Health Level of damage. A mage can soak this with 
either Spirit (and only Spirit) countermagick, difficulty 6, or by 
ro lling her Arete against difficulty 8. Each success reduces the 
spirit's damage by one Health Level. Spirits who fight each other 
reduce each other's Power, not Health. 

A Materialized spirit attacks, soaks or defends using its Mate­
rialized Attributes, though Gnosis stills stands in for Social and 
Mental Traits. Spirits cannot soak damage unless they have the 
Armor Charm. While a Materialized spirit can mkc aggravated 
damage on Earth, spirits feel no difference between damage types in 
the Umbra (ouch). Ephemeral beings reduced below zero Power 
dissipate, sometimes to re-form later, sometimes to die completely. 



M elee Weapons Table 
Conceal 

Difficulty Damage 
Weapon 

Sap 
Club 

4 
Strength p 
Strength +I T 

Knife 

Foil 

4 
4 
s 

Strength +I ) 
Strength + 3 T 

Saber 6 

7 

Strength +4 T 
Strength + S N 

Axe 

srawlin3 Tab\e 
Difficulty 

Maneuver 

Punch 
Grapple 

Kick 
&Jy ~\am 

6 
6 
7 
7 

I 

s 
Site • 

6 
Claw • 
• When applicable 

Damage 
Strength 

Srrength 
Strength+ l 

Speciah 
see Options 
Strength +I 
Strength +2 

Fireri~ht Complicatio~s 
D ·ff lty Dtce 

Complication t acu 
+ I Changing action 

Immobilization •2 
+ I Long range 

Point-blank 

Lying fiat 
Sehtnd pole 

Behind wall 
Only head exposed 

Movement 

Aiming 

Scope 

4 
+I 
+2 

+3 
+4 
+I 

+ Perception 

+2 

Specific area of target 

Multiple shots 

Full-auto 
Three-round burst 

Spray 

+2 
+I/ extra shot 

+3 
+ I 
5 +1/yard 

+10 

+3 
+ 10 

Combi\f Summary Chart 
Sta~e One: Initiative 
• Roll Wits+ Alertness (difficulty 4). The winner declares her action last 

(after she has heard everyone else's act ions) and performs it first. 
• Declare Dice Pool division if performing multiple actions. 
• Declare any magick cast. Only one magick roll may be made each tum. 

Stage Two: Attack 
• For firearms combat, roll Dexterity + Firearms. 
• For melee (with weapons) combat, roll Dexterity+ Melee. 

• For hand-to-hand {without weapons) combat, roll Dexterity+ Brawl. 

• Dodge: ro ll Dexterity+ Dodge. A character can forfeit some or a ll ofhis Dice Pool 
to dodge at any time; each success subtracts one from the opponent's successes. 

Sta~e Three: R.esolution 
• Roll damage, determined by weapon or maneuver (difficulty 6). 
• Soak damage: roll Stamina (difficulty 6). 

General Complications 
• Changing Actions: The difficulty ' ''creases by +I. 
• Immobilization: The difficulty to hit an immobilized target is decreased by -2. 

• Stunning: When Health Level damage exceeds Stamina rating, the target is 
stunned ami cannot act next turn. 

Spirit Combat Table 
Stage One: Initiative 

;tag~sTabo~eR. Spirit~ roll Willpower for initiative. 
wo. esoJution 

• Roll Willpower (difficulty 6) unle 
(refer to the Charm desc . . ) ss a Charm is being used 

npuon 
• Dodge: Willpower (difflcul 6) . 
between attack and dod ty • or split Willpower Dice Pool 
S ge. 

rage Two: Resolution 

• Roll Rage (difficulty 6)· one H 1 
ls.inflicted per success (m~ges wit~~: Le~e~ of aggravated damage 
With countermagick d·«· l 6 Sp~r~t Sphere can soak thiS' 
A ' tmcu ry . Other 

rete roll, difficulty 8)· o p mages can soak with an . , ne ower point . 
rargcr IS a spirit. per success as lose if the 
• Soak damag . · · e. spmr:; cannot soak damage. 

Surprise Maneuvers 
Sample Feats 
Extra damage 
+ I initiative 

Acrobatic flip 
Disarm 

Escape 

Blind foe 

Difficulty 

+ 2 per llealth Level 
7 
7-10 
8 
8 
9 

Successes 
one 

two or more 

one or more 
rwo or more 

one per yard moved 
one per tum 



Armor 
Class 
Class One (reinforced clothing) 

Armor Rating 

l 

Class Two (armored T-shirt) 

Class Three ( ve~t) 
C lass Four (flak jacket) 

C lass Five (full suit) 

Do Strike Chz.rt 
Maneuver 

Punch 

Kick 

Difficulty 

6 
7 

2 
3 
4 
6 

Damage 
3 + Successes 
4 + Successes 

5 + Successes 

Penalty 

0 
1 
2 
3 
4 

Dod~es 
A normal hand-to-hand dod d "ffi I . 
Difficulty T . ge • tcu ry ts 6; for firefighrs, see below· 

erratn · 

: ::~~:~;g\~~~~nh~:~~:gte:.' the cha( racter is back under full cover. 
6 •stance one yard) 
7 Full .cover within running distance (three yards) 

8 FPiarttal cover within running distance (three yards) 
at and featureless n ( h 

• o cover t e character dives to the ground) 

Flying kick 

Throw 

8 
8 

3 + Successes + 2' per success 

Firearms Tz.ble 
Type 

Example 
Revolver, Lt. 

Difficulty 

6 
SW M640 ( .38 Special) 
Revolver, Hvy. 7 

Colt Anaconda (.44 magnum) 
Pistol, Lt. 7 
Glock-17 (9mm) 

Pistol, Hvy. 8 
ig P220 (.45 ACP) 

Rifle 8 
Remington M-700 (.30-06) 
SMG,Small* 7 
)ngram Mac-1 0 (9mm) 
SMG, Large* 6 
UZI (9mm) 

Assault Rifle• 7 
Sreyr·Aug (5.56mm) 
Shotgun 6 
Ithaca M-37 ( 12-gauge) 
Shotgun, Semi-auto 7 
Fianchi Law-12 (12 gauge) 

Damage 

4 

6 

4 

5 

8 

4 

4 

7 

8 

8 

Range Rate Clip Concealment 

12 3 6 p 

35 2 6 

20 4 17+1 p 

30 3 7+1 

200 5+ 1 N 

25 3 30+1 

50 3 32+1 T 

150 3 42+1 N 

20 5+ 1 T 

20 3 8+1 T 

Crossbow** 7 5 20 T 
Range: This is the practical range of the gun in yards. A character may fire up to double the listed range; 
however, that is considered a long-range shot. 
Rate: The maximum number of bullets or three-round bursts the gun can fire in a single turn. The rare 
does not apply w full-auto or spray fire. 

Clip: The number of bullets that can be held in one clip or in the barrel. The+ I indicates a bullet can 
be held in the chamber, making the gun ready to fire. 

Concealment: P =can be hidden in a pocket; J = can be hidden inside a jacket; T = can be hidden inside 
a trenchcoat; N • cannot be hidden on one's person at all. 

* indicates the gun is capable of three-round bursts, full-auto fire and sprays. 
** The crossbow is included with this list for those characters who wish to use one to stake vampires. 
However, unlike firearms, it does not add successes on the attack roll to the Dice Pool for damage. 
Additionally, a crossbow takes five turns w reload. 



--

Injury 
Atcention to health is the greatest hindrance to life . 
- Plato 

The inevitable result of combat, injuries are 
gauged by Health Levels (see Chapter Six). Each 
wound causes the loss of one Health Level. The 
player simply checks off Health Levels as her 
character loses them; the last check made indi­
cates the character's current Health Level. As the 
character heals the damage, her player erases the 
check marks. 

Think of Health as a specnum with Bruised ar one end and 
Incapacitated at the other. As a character takes more wounds, she 
travels down that spectrum until she finally reaches Incapaci­
tated. When she heals, she simply removes the checks one by one, 
unti l she is again in perfect health. 

Each success on an opponent's damage roll indicates a loss of 
one Health Level. If a foe scores two successes, the player checks 
off two Health Levels, starting with Bruised and going down to 
Hurt.lf a mage takes damage beyond the Incapacitated Level, she 
dies. Once a mage d ies, her Avatar flees into the spirit world, ro 
be reconstituted and reintroduced into the human race as new 
people are born. 

Injury hurts in more ways than one. Listed next to each 
Health Level on the character sheet is a penalty number. This 
number is subtracted from all the character's Dice Pools. A mage 
who is Wounded, for example, would have two fewer dice to ro ll 
on all Dice Pools as long as her condition remains Wounded. This 
subtrac tion reflects the crippling effects of the wounds the char­
acter has received. These penalties do nor apply to A rete rolls, but 
they do subtract from Willpower ro lls. 

Wounds 
Damage can have different effects on a character, depending 

on the nature of the injury. Naturally, mages can heal themselves 
and others through Life magicks (see below). 

Stunning (Optional R.ule) 
If a mage takes more damage from a single attack than she has 

Stamina dots, she may, at Storyteller's option, be stunned for the 
next turn. This a lternative can be deadly when used on (relatively 
weak) mages, but stunning your opponent may be the only way to 
survive an encounter with a werewolf or mythic monster. 

Aggravated Wounds 
Mages occasionally suffer wounds so terrible that even magick 

will nor heal them. These wounds are called aggravated wounds, 
and a mage can only heal them through the painfully slow natural 
process, shown on the Normal H ealing Time chart, or by using 
vulgar magick and spending a point of Quintessence per Health 
Level healed. Common sources of aggravated wounds include the 
claws of vampires and werewolves, weapon Talismans, acid and 
toxic waste, vulgar Life and Entropy Effects and attacks by angry 
spirits. 

Aggravated wounds should be indicated on the character 
sheet with an X rather than a check. 

Mage: The Ascension 

Death 
For all their power, mages are morta l. Without recourse to 

healing magicks, they often die from severe injuries. When some­
one reaches Incapacitated, he is one Health Level away from 
death. If he is injured one more time, or if the flow of blood from 
his body cannot be stanched, he will die. 

Sources or Injury 
There are many ways to inflict harm upon a character. These 

sources of injury are descr ibed below. Note that damage to mages 
is applied exactly like damage to Sleepers. Only after damage has 
been calculated does the player get to reduce the effects with 
magick, provided the damage is not aggravated. 

Combat 
See the previous section. Each success on a damage ro ll causes 

the character to lose one Health Level. 

Disease and Poison 
Poison and human diseases affect mages like they would any 

other mortal. The Awakened, however, do not generally die from 
by mundane means- their powers of recuperation are better than 
that. Health Levels lost to disease or poison are assumed to be 
normal wounds. Once they're healed, the person is cured. Some 
severe diseases and vicious poisons must be treated as aggravated 
wounds- the mage's coincidental miraculous recovery must take 
a certain amount of time. The only other option is vulgar magick 
(and wasted Quintessence). 

Falling 
The sad result of missing that much-needed Dexterity + 

Athletics roll. Use the falling chart to calculate damage. Charac­
ters can make Stamina rolls to try to "soak" damage, though; the 
difficulty is an 8. Each success means one fewer Health Level is lost 
(the mage happens to fall into the passing garbage truck, etc.). 
Each botch means an additional Health Level is lost. 

Fire 
Fire, it's often said, is the worst way to go. A character snuck 

(or worse still, enveloped) by flames takes damage according to the 
Fire chart. The player may roll a number of dice equal to the 
character's Stamina rating against the difficulties listed below. 
The player must roll each turn the character is in the flames to see 
if she can resist the damage. If the roll fails, the character rakes 
from one m three Health Levels of damage (see the second chart). 
If the roll succeeds, rhe character rakes one fewer Health Level of 
damage per success than she normally would. If the roll is botched, 
the character is harmed in some special way- perhaps she loses 
her eyesight or her limbs are maimed. This may account for the 
Verbena's hatred of Inquisitors. 



Surrocation and Drowning 
W ithout air, even mages will die. A sorcerer can hold her 

breath for a length of time based on her Stamina (see chart) -she 
can even extend this time by spending Willpower points (one for 
every additional 30 seconds). If she cannot get air by the time her 
options run out, she suffocates or drowns at a rate of one Health 
Level per rum. While this is not aggravated damage, she cannot 
heal it until she leaves that hostile environment. Once she reaches 
Incapacitated, the mage d ies within one minute per point of 
S tamina. 

t1ealing 
The human body has an amazing abi li ty to repair itself. Given 

time and proper health care, humans can recover Health Levels 
based on the chart. T ime given is the length of rime it rakes to 
recover that particular Health Level- other Levels must a lso be 
healed. Thus, if the character takes three months to recover from 
being Mauled, she must still take the time to heal Wounded, 
Injured and so on. 

Magick, naturally, can speed this process immeasurably. The 
Sphere of Life has a variety of magickal Effects that accelerate the 
body's healing ability (see Chapter Eight) . Healing magick can 
even be performed as coincidental magick: the bullet only grazed 
a rib or hit a lucky whiskey flask that the mage just happens to be 
carrying in her chest pocket (creating the flask requires Matter+ 
Prime, just for the record). 

In jury Charts 

Fire . 
Difficulty 

H eat of Fire 
Heat of a candle (first-degree bums) 

3 f ch (second-degree burns) 

5 
Heat o a tor ) 
Heat of a Bunsen burner (third-degree burns 

7 Heat of a chemica\ fl,l'e 
9 Molten metal 
10 

Wounds 
Si:r:e of Fire 
Torch; part of body burned 

One Bonfire; half of body burned 
Two Raging inferno; entire body burned 
Three 

Normal tlealing Times 
Health Level 

Bruised 

Hurt 
Injured 

Wounded 
Mauled 
Crippled 

lncapaci tated 

Time 
One day 

Three days 
One week 

One month 
Three months 

Three months 
Three months 

Drowning/ Surrocation 
Stamina Holding Breath 

1 30 seconds 

2 One minute 

3 Two minutes 

4 Four minutes 

5 Eight minutes 
6 lS minutes 

7 20minutes 
8 30 minutes (!) 

Fallin~ 
Distance (' ~ 
Five: 10 

eet) Injury 

Ten: One Healrh Level 

Twenty: Two Health Levels 
Thirty· Three Health l 
Forry: . Four Health Le evels 

F' vels 
Fifty: Jve Health Le 
S S. vels 

btty: '" Healrh Levels 
and so on, to a max~ Seven Health Levels 

mum of 10 Health L 
evels. 

--



IT'S BEEN A LONG 
T IME SINCE I HAD 

SUCH REMARKABLE 
COMPANY. 



The latest installmenr of Wendy's chronicle, "Pas$ions of Wolves-," finds her player char11crers 
)ennifer (Phil) and Atropos (Shadow, and yes, that's her real name) climbing a mountain in search of 
a glen 'Node, rumored to have been the site that inspired jennifer's mentor, Beth. Jennifer, a Verbena 
arrist, is thoroughly enjoying the hike; out here, she feels alive. Atropos, her best friend and a Hollow 
One, would be much more comforrable in a bar, or betrer yet, in bed. 

Wendy has decided that the Node has a new resident - a vagabond Umbrood who goes byJhe 
name "Marillion." He shacked out at the Node after Beth's lasn•isit, and has found it to his liking. 

Because jennifer's Stamina and Athletics total almost twice Atropos' scores, Wendy lets her get 
a big lead without rolling any dice. Phil says his character wouldn't care about' Atropos fall;ng behind; 

fh[ter all, she'A,eMer to be bete. When she reaches the top, she breaks into a spontaneo~ ecstatic dany{ 
, lt dqesn't go uf,!noticed. 

J "'\ I 

As Jennifer-enters the glen, MariJiion gen­
erates an Entrance Charm (see '<Spirit Rules"). 
HisGnosis is 71 ore rhan her Willpower. Wendy 
wants trouble, so she gives him ao automatic 
success, then tells Phil to make Jennifer's Per­
ception (3) +Alertness (3) roll. Normally, this 
would be at difficulty 6 (standard), bur jennifer 
is preoccupied; her difficulty is 9. Phil rolls his 
six dice: 6, l, 3, 2, I and 4. A botch._Marillion 
has taken Jennifer by surprise. 

As Marillion approaches, Wend initiates a 
seduction attempt: Appearance + Subterfu e- a 
total of'seven dice. jennifer's W'tsfe a erage (2), 
so ),{arillion's difficulty is 5. Th S,pirit has more 
than enoi,Jgh co get a ttautomat~c~ess.~h rolls '#J. 
anyway. Five succes$es! j ennifer is ooked- and 
flustered. 

Wendy and Phi) role{'lay" though Phil is suspicious of all her die-rolling. Wendy tells him Marillion is irresis£ibly 
attractive, then rolls a~ain (Wits + Subterfuge), just to keep Jennifer from breaking off. She gets chree more successes. 
"Hey!" cries Shadow. "What about me?" 

I ~J 





roleplay. Phil takes 
and brushes Atropos off. 

roll Perception ( 4} + Aware-
7. She rolls 7, 5, 7, 4, 3, 9 and 5 





Wendy, in an exuberant burst 
of, roleplaying, leaps from her 
chair, mimicki ng the rhing 
Marillion has just called forth. 
This breaks the C harm, so Jenni­
fer can react normally. All three 
roll jnitl1,1~ive (Wits t A)ertness, 
difficulty 4 ). Atropos, rolli.ng3~_5, 
8, 2, 6 and 10, goes first. Jennifer, 
with 2, 5, 1, 7 and 8, goes next. 
Wendy ro lls badly lor the two 
Umbrood - 1, 4, 6, 5 and,l . They 
go last. 

Phil declares that Jennifer is be­
ginning an Effect - Lesser 
Shapeshifting (Life 4). He describes 
Jennifer's painful (but appropriate) 
sryle of magkk: live rune-carving. It'll 
rake him two successes; becausu this is 
~utgarwithou~wimbsses, his difficulty is 
?>. W~dy lowers/in by -2 (to 5) because 
ofrpftJode- it's attuned to t;his kind 
ofmagtcl<. Phil rolls; one success. C lose, 
but not eh6ugh. He throws in a point 
of Willpower and Jennifer begins to 
change ... 

¥ ll<"""''h''' go_,t-a .. L,_,t.~d'V-
j Revolver, Atropos gets 

three shots. Shadow splits 
her Dexterity + Firearms 
Dice Pool (roral eight dice) 
between two of them. 
Wendy lowers the diffi­
culty by -1 because of the 
creature's size. Shadow 
rolls; cwo successes with 
one, three successes v.>ith 
the other - great for four 
dice! The creature has to 

soak one wound worth six 
Health Levels and another 
worth seven. 

Wendy rolls the 
crealure's attack (Dexter· 
icy + Brawl, difficulty 6); 
three successes. She esti· 
mares the beast's Strength 
tO be about 5 (enough to 
hurr, bur not enough 1:0 

demolish the mages) and 
rolls rwq Heal~h Levels 
wonh of damage to 
Atropos. Shadow tries to 
soak it, bur fails. 

• 

Wendy rolls two soak rolls 
(Stamina, difficulty 6), dec1ding 
to make the monster's Dice Pool 
pretty high. She exercises a bit of 
Storytel ler prerogative and hefts 
sevct\ dice. As Phil and Shadow 
moan, she rolls: five successes on 
the first, four on the next. The 
beasr rakes a total of four Health 
Levcls.lr's hun, but not by much 
- it'l>big! 

i 

Wendy has 
Marilliongrowclaws­
with his Materialize, he 
can change his fonn as 
he sees fir - and ad· 
vance on Atropos. End 
of turn. 

The three roll ini tiative again. Phil wins, with 4 successes, and has Jennifer, now transformed, leap at the 
monster. Hisartackroll will be her Dexterity (4) +Brawl (3). difficulty 6 (for claws). Phil picks up his dice and rolls ... 



The \vorld comes w us in an endless SITeam of put~le pieces that we 
would like w think all fir roger her somehow, but chat m fact neuer do. 

- Robert Pirsig, Lila 

Antagonists 

Don't let your mages' mastery of the Arts fool 
you into thinking that mundane humans are push­
overs. There are quire a few organizations in the 
World of Darkness that are as dangerous ro the 
Awakened as they are ro each other. 

When a natron forms a government, it is not 
wisdom, bur power which they place in the hands of the magistrate. 

-Charles Spratling, Freedom and 1ts Fundamentals 
I low much do rhe world governments suspect? How much do 

they know? How firmly are they under the conrro l of mages or 
other supernatural entities? It's hard to say. Many governments 
have agencies o r departments devoted to the investigation of 
paranormal occurrences. Most of these, especially on rhe military 
end, seem to be devoted to extrasensory phenomena such as ESP, 
clairvoyance and telekmesis. 

Mage: The Ascension 

Rumors circul:ne that the United States government funds 
some spec ial research, designated "Project PSI," and has achieved 
a me::tsure of success. H::ts the government managed to Awaken 
test subjects! And what about the number of mages who have 
disappeared in rhe last few years ... ? In general , though, these 
departments seem tO be concentrating on their own "ground­
breaking" research. 

Britain also hllS an organization devoted to the investigation 
of rhe paranormal, hut 1t's difficult to trace. Some suspect some 
connections to similar organizations dating back hundreds of 
years. Bnrish mysricks report that Scotland Yard has investigated 
mage-related mc1dents with unnerving accuracy. Some say that a 
vampire actually controls this group, using it ro combat her 
enemies. 

In the United Stares, interest m magickal activity can be 
traced ro two agencies: the Federal Bureau of Investigation and the 
National Security Agency. 



- The FBI might contain several individuals who suspect rhe 
truth, and a special department devoted ro the investigation of the 
paranormal could exist. Originally formed to neutralize the impact 
of suspected "Communist Thought Control" research, this depart­
ment, known generally as Special Affairs (though its members 
rarely identify themselves as such) is involved in continuing 
investigations. 1 t is believed that some of Special Affairs' investi­
gations into paranormal activities in the '50s and '60s may have 
uncovered some mage-related information. Despite this, Special 
Affairs has dwind led significantly in power and members over the 
years. The FBI demands proof of suspected activities before act ion 
can be taken, and hard proof has e luded the Sleepers within the 
department. Circumstantial evidence of magickal activity no 
doubt abounds, but that last, necessary piece of tangible evidence 
has escaped Special Affairs - so far. 

It is believed that the NSA, a giant fact-sifting agency 
concerned with national security, keeps an active file on super­
natural events, especially significant Paradox effects, but treats 
odd events as a subclassification of terrorism. The agency has not 
yet made the connections that would reveal the whole picture; 
instead, it flags police and news reports that coma in interesting or 
anomalous facts. Investigation only occurs after the computer, or 
a reviewer, notices weird occurrences that may be related. While 
many believe that the NWO receives information straight from 
the agency's files, no one knows for sure how much the Sleepers 
themselves might know. The resources that could be brought to 
bear if the truth were discovered, are truly frightening. 

• Police Officer: At one time or another, mages wiJI find 
themselves on the wrong side of the law. Most local cops patrol in 
police cruisers. Help is only a radio call away, and usual ly one to 

five other cars arrive within minutes of an emergency call. In 
extreme emergencies, up to 50 other police officers can be called 
in to help within 10 minutes (at least in a city}. 

Character Creation: Attributes 7/5/3, Abilities 15/9/3, Back­
grounds 7, Willpower 6 
Suggested Attr ibutes: Assume ratings of 2, except for Physical 
Traits where you can assume ratings of 3. 
Suggested Abilities: Alertness 2, Brawl 2, Bureaucracy 1, Com­
puter 1, Dodge 2, Drive 2, Firearms 3, Investigation 2, Law 2, 
Leadership 1, Melee 1, Police Procedure 3, Stealth 1, Streetwise I, 
Technology I 
Equipment: Lt. Revolver, Lt. Auto. Pistol, Pump Shotgun, Billy 
C lub, Handcuffs, Radio, Badge, Flashlight 

• Police Detective: Police detectives are called to the scenes 
of murders and other major c rimes. Unearthly crimes will bring 
detectives running. These statistics are also good for private eyes, 
who may work as acolytes for interested parties. 

Character Creation : Attributes 8/5/3, Abilities 17/9/3, Back­
grounds 7, Willpower 7 
Suggested Attributes: Assume ratings of 2, except for Perception 
and WitS, where you can assume ratings of 3 or even 4. 
Suggested Abilities: Alertness 3, Brawl 2, Bureaucracy 1, Com­
puter 2, Dodge 1, Drive 2, Firearms3, Intimidation I, lnvesrigarion4, 
Law 2, Leadership 2, Melee 1, Police Procedure 4, Stealth I , 
Streetwise 4, Subterfuge 3, Technology 2 

Equipment: Lt. Revolver, Lt. Auto. Pistol, Handcuffs, Radio, 
Badge, Flashlight 

Suggested Attributes: Assume ratings of2, except for Perception 
and Intelligence, where you can assume ratings of at least 3. 

Suggested Abilities: Alertness 3, Athletics 1, Brawl 3, Bureau­
cracy 2, Computers 1, Dodge 2, Drive 3, Expression 1, Firearms 3, 
Intimidation 2, Investigation 4. Law 3, Leadership 3, Police 
Procedure 5, Politics l, Stealth 3, Subterfuge l, Technology 2 

Equipment: Lt. Revolver, Hvy. Auto. Pistol, Submachine Gun, 
Video Camera, Forensics Lab, Portable Phone Tap, Portable Lie 
Detector, Bugs, Class II Armor, Mirrorshades 

The Inquisition 
It is ironic that science and magic were thrown together during the 

Church's persecution of new ideas. GaLileo suffered as much as 
Agrippa. Now that science reigns supreme, religion and magic have 
been put in the same category. Both are considered airy-fairy subjects, 
not to be seriously pursued by intelligent people -archaic carryovers 
from a superstitious pasl. 

- Donald Tyson, The New Magus 
Mortals have a lways been tom between the desire to worship 

and the thirst to destroy those things which appear different or 
extraordinary. The Inquisition, which arose to combat supernaw­
ral beings, is the epitome of this divided urge. In the name of 
worship, they hum, torture and kill their enemies. 

Witch-hunters of all kinds have always existed, often driven 
by fear, jealousy, religious zeal and legitimate concern. An official 
C hristian Inquisition, however, began in Europe in rhe early 
1200s. While some sources blame extremists among the budding 
C horus or rhe early Order of Reason Convention called the Cabal 
of Pure Thought, the roots of the movement seem to have begun 
among mortals fed up with some mysticks' excesses (see Chapter 
Two). The Chorus and Cabal, however, were quick to feed the 
fires, and for several hundred years, magicians were hunted and 
killed in great numbers. 

Eventually, the witchfires burned out, but one group kept the 
legacy alive: the Society of Leopold. Though no longer supported 
or sanctioned by the Catholic Church, most of its members still 
hail from that faith. This Society is a loose secret confederation of 
scholars and high-ranking priests who keep in touch mainly 
through letters and rare conferences. Rumors say this modern 
Inquisition is a suicide squad for high-ranking mages of the 
Celestial Chorus, sent out to disrupt the plans of other Tradit ions 
(the Vatican Chantry hotly denies this). Others claim that the 
NWOstillsupportsanoffshoot with its roots in the Templarorder. 
With rare exceptions, however, the hunters of the Inquisition are 
un-Awakened mortals. This does not impair their efficiency, and 
such hunters are among the most dangerous foes a mage will ever 
encounter. They have vast libraries, crusader's zeal and occasional 
powers offaith that d isrupt even the strongest magicks (i.e. holy 
countermagick). 

The templates below can represent indep~fGlllen~'~tirc:b 
hunrers who pursue the Awakened for their own relll!lllllrtSt ~...,~ 

--



• Witch-hunter: These are the agents of the Inquisition, 
most often members of one of the various holy orders. A 11 that they 
do is without the formal knowledge of the Church. 

Character Creation: Attributes 8/6/3, Abilities 21/12/7, Back­
grounds 6, Willpower 10 

Suggested Attributes: Assume ratings of 2, except for Intell i­
gence, which should often be 3. Most successful witch-hunters 
have high Physical Attributes. 

Suggested Abilities: Alertness 2, Awareness 2, Bureaucracy 2, 
Cosmology 5, C ulture 2, Enigmas 4, Etiquette 3 , Expression 2, 
Intimidat ion 3, Intuition 4, Investigation 2, Linguistics J, Medi­
c ine 3, Occult 3, Poli tics 2, Research 3, Subterfuge 2, Survival 1, 
Technology l (Many witch-hunters - those who also destroy 
vampires and Garou- possess Brawl 3, Dodge, 4, Firearms 4, 
Melee 3, Stealth 3. Some exceptional members may have between 
one to five dice of counrermagick, which they may use to oppose 
any Sphere used against them.) 
Equipment: Bible, Silver Cross, Medal of St. Ignatius, Relics, 
Robe. 

The Arcanum 
1 entered, channed, and from a cobwebbed heap 
Took up the nearest tome and thumbed it through, 
Trembling at curious words that seemed to keep 
Some secret, monstrous if only one knew. 
- H.P. Lovecraft, Fungi from Yuggoth 
The formation of d1e Arcanum can be traced to the mystical 

"War of the Roses" that centered around Paris in the late 1800s 
(not related to the English baronial wars). A war of words (and, if 
their words are to be believed, mystic forces) arose between two 
orders of Rosicrucians. The fighting between the orders become 
such a public scandal (and entertainment, hence the Parisian 
newspapers' "War of the Roses" brand) that many of both groups' 
best practitioners and scholars left their respective orders. After 
drafting a great Charter, these dissidents united to form the 
Arcanum. This order persists to this day. 

Though the Arcanum has only formally existed for less than 
100 years, its history dates back even farther. The core of rhe 
Arcanum consists of a group rhat has branded itself the "White 
Monks." Some believe that these so-called White Monks were 
somehow involved in the Inquisition and learned of mages there. 
However, they are not currenrly connected with the Inquisition 
and never actually engage in witch hunts. The Arcanum studies, 
but does nor destroy. 

The Arcanum has many Chapter Houses with three large 
Foundation Houses in Boston, Paris and Vienna. Irs members, 
recruited from the cream of intellectual society, seem more con­
cerned with theory than with practice. Their devotion is to the 
gathering and study of occult-related information, but they focus 
primarily on the past ramer than the modern world. There are some 
members who have shown a degree of interest in the here and now, 
but these members, and the Arcanum itself, are thought to regard 
tales of True Magick with skepticism. As a whole, Arcanists seem 
to be more interested in phenomena of a less tangible nature: magic, 
miracles and hauntings. Nevertheless, the foundation's existence 
does cause mages some concern. A miscalculat ion on the mysticks' 
part could lead the Arcanum w their doors- and gods only knows 
what might happen then .... 
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Character Creation: Amibutes: 6/4/3, Abilities: 10/8/3, Back· • • Scholar: These intellectuals arc involved in the gathering 

and classification of paranormal mancrs of all sorts, including 
alleged magick use. They arc not interested in violent confronta· 
tion w1rh the supernatural, and will avoid such at all costs. When 
in the field, investigators operate in groups of two to four to 
provide wimesses and greater safety. 

Character Creation: Amibutes 9/6/3, Abilities 15/9/3, Back· 
grounds 7, W illpower 10 
Suggested Attributes: Assume ratings of 2, except for Charisma, 
Inte lligence, and Manipulation, which should be 3 or even 4. 
Suggested Abilities: Bureaucracy 2, Culture 2, Drive 1, Enigmas 3, 
Etiquclte 2, Expression 2, Intimidation I, Leadership 4, Linguistics 4, 
Occulr 4, Research 5, Science 3, Subterfuge 2. Those who routinely 
perform field work- photographing ghosts, collecting ectoplasm, 
mcasurmg the "magical" energy of Icy lines- often possess A I err· 
ness I, Awareness 2, lnruition 3, Medicine I, Survival! 
Equipment: Automobile, various "gadgets," investigative para· 
phcrna lia. 

My sticks 
In many ways, the worst enemy an Awakened One can have 

is another mage. The following templates and characters may be 
used as Sroryreller characrers or as inspirauon for same. 

Sample Templates 
• An Apprentice has yet to study the principles of magick, or 

has begun study but has not yet achieved Rank One in any Sphere. 
He's more important for who he may become than for what he can 
do at the moment. 

grounds: 3, Willpower: 3, Spheres: none, Arete: 1-2 ~ 
• A Disciple seeks enlightenment, and has achieved moder· 

ace prowess in at lease one Sphere (Rank Three and lower). 

Character Creation: Amibutes: 7/5/3, Abilities: 13/9/5, Back· 
grounds: 5, Willpower: 5, Spheres: 6, Arete: 1-4 

• An Adept has reached a level that has transformed her 
perception. She has gathered personal power in at least one 
Sphere (Rank Four) and usually others as well. 
Character Creation: Attributes: 8/6/3 Abilities: 19/10/5, Back· 
grounds: 7, Willpower: 8, Spheres: 15, Arece: 4·6 

• A Master has achieved Rank Five or higher in one Sphere 
and probably commands several others at Adept status or higher. 
Master mysticks have expanded their vision beyond human con· 
ccrns, while Master-level Technomancerscontrol the politics and 
tactics of lower-ranking underlings. 

Character Creation: Attributes: 9/6/5, Abilities: 22/10/6, Back· 
grounds: 1.0+, Willpower: 8-10, Spheres: 15-30, Arete: 8+ 

Errant: Mark Hallward Gillan 
Nature: Judge 
Demeanor: Rebel 

Essence: Dynamic 
Attributes: Strength 2, Dexterity 3, Stamina 3, Charisma 3, Ma· 
nipulation 5, Appearance 4, Perception 4, Intelligence 4, Wits 4 
Abilities: Alermess 4, Awareness 3, Brawl2, Dodge 2, Etiquette I, 
Expression 2, Investigation 3, Meditation 2, Occult 4, Srreetwise 5, 
Survival 2 
Backgrounds: All ies 2, Arcane 3, Avatar 2, Destiny 2 
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Arete: 4 
Willpower: 10 
Quintessence: 6 

Paradox: 5 

I mage: 5' lO," 150 lbs., age 39, apparent age early JOs. Blond 
hair (black eyebrows), black eyes, handsome features, sturdy 
build. Cool, sardonic manner. Usua lly wears wool sweater, leather 
jacket, black pants. (Due to a minor Paradox Flaw, Gillan feels 
chilly in all weather.) 

Born and raised in Melbourne, Gillan served as a mercenary 
in several African conflicts during the 1970s. The Order of 
Hermes recruited Gillan in Angola in 1976, shortly after a terrible 
combat experience Awakened him. Studying at Ooissetep, he 
progressed slowly as a Disciple, as his rebellious atritude a lienated 
his superiors. Upon graduation as an Adept, he chose assignment 
at a Chantry in New O rleans. 

In 1992, he claimed to have discovered an Euthanatos 
conspiracy. An Elder investigated and found no basis for the 
accusation. Gillan's complaints grew more shrill and paranoid, 
and he appealed to the Order's G rievance Council. The Council 
gave his matter a fair hearing and refused action. Gillan made no 
protest then, but six months ago he left his C hantry after assault­
ing the Elder. Recently he has become a sometime ally to a cabal 
of non-Hermetic Tradition mages who pursue this so-called con­
spiracy wich grim determination. 

G illan 's most notable characteristic is his iron nerve; wit· 
nesses have seen him taunt an Umbrood Lord. He once faced an 
Oursider Thing in a Void Engineer Construct and emerged with 
his mind intact (though he was sweating). Though he rarely 
boasts, G illan claims he once arm-wrestled a powerful vampire, 
named "Methuselah" or "the Methuselah" and almost won. That 
he remains alive after so many uneven confrontations means 
Gillan has unknown resources. Anyone encountering this Errant 
should deal with him carefully. 

The Order of Hermes Central Security Council has pro­
nounced the punishments of Censure, Interdiction and Requital 
on Mark Hallward Gillan. Hermetic mages are cautioned to avoid 
any social contact with him whatsoever. 

Technocrats 

The steel legions of Iteration X employ a variety of deadly 
BioMechanicals to enforce their vision of Utopia. Though less 
powerful than the dreaded HIT Marks, the Convention 's cyborgs 
offer greater flexibility, intelligence and, in some cases, magickal 
abili ty that more than make up for their comparative fragility. 

The most common cyborgs are simply un-Awakened acolytes 
who carry permanent modifications - often weapons, scanners, 
transmitters and processing programs. These processes include minor 
indoctrination feeds and internal Mind-monitors to ensure loyalty. 
Alliteration X mages have some degree of cybernetic enhancement 
as well. In most cases, these supply basic foci or minor mundane 
powers, built into the Iterator's body. Though such enhancements are 
unusual by mundane standards, most modem Sleepers will accept 
their Effects (read: they're usually coincidental). 

Mage: The Ascension 

The precious Awakened cyborgs carry firepower rivaling a 
small military detachment; Talisman weapons, armor and other 
Devices augment any additional technomagicks the lterawr might 
know. Such cyborgs are carefully screened, heavily monitored and 
constantly indoctrinated- they are far too valuable to lose and too 
powerful to be allowed to defect. Many remain in reserve in extra· 
dimensional Realms, work with the Void Engineer Boarder Corps 
or go on covert missions under night's cover. The extreme power of 
some of their Effects and Devices attract Paradox even in the best 
of circumstances (read: they're often pretty vulgar). 

Common Cybor~ 
Attributes: Strength J, Dexterity 3, Stamina 4, Charisma 2, Ma­
nipulation I, Appearance 2, Perception 3, Intelligence 2, Wits 3 
Abilities: Alerrness J, Athletics 2, Awareness 2, Brawl 2 (4 for 
combat models), Computer 1-4, Drive I , FirearmsJ, Intimidation 2, 
Melee 2 (4 for combat models), Technology 2-4 (non-combat 
models may have Etiquette, Leadership, Investigation, Medicine 
o r Streetwise at 1-4, depending) 

Spheres: none 
Willpower: 3 
Health Levels: OK, OK, -I (x2), -2 (x2), -5, Incapacitated 

Armor Rating: 2 (six soak dice, total) 
Attacks/Powers: Two or three of the following: Radio, IR vision, 
claws (5 dice damage), Strength enhancement (to 6), medical 
supplies, miniature tools, 3 dots in any Knowledge. Most carry 
mundane firearms as well. 

Awakened Cybor~ 
Attributes: Strength 4. Dexterity 2, Stamina 5, Charisma 1, Ma­
nipulation 2, Appearance 1, Perception 3, 1ntelligence 2, Wits 3 

Abili ties: A lertness 3, Athletics J, Awareness 2, Brawl 4, Com· 
purer I, Dodge 2, Firearms 4,1ntimidation 3, Melee 4, Technology 2 

Spheres: Forces 2-4, Mind l, Prime 2 

Arete: 1-6 
Quintessence: 10 
Paradox: usually lots 

Willpower: 3 (Technocratic programming; effectively 7 for 
magickal purposes & resistance) 

H ealth Levels: OK (xJ), - I (x3), -2, -2, -5, Demolished 
Armor Rating: 2 (seven soak dice, total) 

Innate Countermagick: one die's worth of Primium coating 
Attacks/Powers: Any three of the powers above, plus one or two 
Devices ("Arete" 5) that simulate the following Effects: Sense 
Quintessence (Prime), Telepathy, Multi-Tasking (Mind), Dis· 
charge Static , System H avoc, Force Bolt (Forces/Prime). Most 
also carry mundane firearms in the field. 

Hyper lntelli~ence 
Technologies Mark V 

HIT Marks are reserved for Iteration X's d irtiest work. These 
flesh-coated robots are programmed to seck and destroy the enemies 
of the Technocracy, whether Tradition mages, Marauders or 
Nephandi. Halfliving flesh, half mechanical construct, these killing 
machines look relatively human, so long as they wear trenchcoatsor 
other concealing clothing. HIT Mark camouflage lets them pass as 
ordinary men and women, indistinguishable from Sleepers except 



for their eyes: a flicker of red laser light flashes in a HIT Mark's eyes 
every few seconds (which often warns those who know what to look 
for). However, when HIT Marks enter combat mode, chain guns pop 
from their arm cavit ies, laser sigh ts flip down over their eyes, and 
razor-sharp tungsten talons slide from fingertip sheaths. 

W ors t of a ll , HIT Marks are sheathed in the ra re 
countermagicka l a lloy Primium. Though they have no magickal 
abilities themselves, HIT Marks are programmed to match o r 
exceed Sleeper limits in most physical abilities, and show an 
amazing capacity to absorb damage. The Marks have demon­
strated only routine inte lligence, but their internal computers give 
them many skills and a wide knowledge of many subjects. Mages 
on the ir bad side are advised to strike from surprise with full fo rce, 
if feasible, or retreat if confronted di rectly. 

Attr ibutes: Strength 5, Dexterity 2, Stamina 5, Charisma 1, Ma­
nipulation 1, Appearance 4 , Perception 3, Inte ll igence 2, Wits 2 

Abilities: Alertness 3 , Brawl ), all Skills 3 (except Meditation and 
S tealth), any Knowledges 3 (except Cosmology and Occul t) 

Spheres: none 

Willpower: 5 
H ealth Levels: OK (x5 ), -1,- 5, Terminated 

Armor Rating: 4 (nine soak d ice, total) 

Attacks/Powers: Cha in gun (200 rounds; d ifficulty 7, damage 8, 
range 150, rate 3 ); claws (eigh t dice damage) , IR vis ion 

Innate Countermagick: 2 dice worth ofPrimium; some advanced 
models may have as many as 5 d ice worth of such protection. T hese 
murderous things are very rare (at the moment ... ). 

M en in BI()Ck 
These dark-suited agents in sunglasses, bearing black brief­

cases and riding in black Cadi llacs, appear close on the heels of any 
threat co the New World Order. Once they arrive, these agen ts 
intimidate everyone around them, probably through use of a 
coincidenta l Mind Effect. Dressed ent irely in black, most are pale 
and ha irless with no distinguishing features. Mind probes turn up 
no thoughts or memories. Life magick shows their bodies to be 
healthy yet somehow hollow, as if lacking a soul. Spirit magick 
detects an ominous aura. They seldom speak, and their exact 
mot ives are always secret. 

Men in Black t ravel in organized groups of three o r more. The 
Hermetic O rder believes each specia lizes in two Spheres. Tradi­
t ion mages frequently observe them working together to c reate 
conjunctional Effects, though they may use magick independently 
as well. Most carry interesting gadgets, which they use as foci for 
the ir various Effects. 

After death, a Man in Black melts into nothingness. No 
reports indicate that this Effect ever attracted a Paradox spirit, and 
the N WO servi tors apparently suffer little from Paradox. Though 
some sources and encounters suggest different types of Men in 
Black (some wi th more independence than others), these agents' 
true nature remains unknown. 

Attributes: S trength 3, Dexterity 3, Stamina 3, Charisma 2, Ma­
nipulation 4, Appearance 1, Perception 5, Intelligence 4, Wits 3 
Abilities: Alertness 5, Athletics 2, Awareness 3, Dodge 2, Drive 2, 
Enigmas I, Firearms 3, lnruirion 3, Intimidation 3, Investigation 3, 
Meditation 2, Melee 3, Occult I, Srreetwise 2, Subterfuge 3, Stealth 5 

Appendix 
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Backgrounds: Arcane 3, Allies 3 

Spheres: Two at 3 (often Mind, Forces, Prime or Time; rarely 
Spiri t) 

Arete: 3-5 

Willpower: 8 

Quintessence: varies 

Paradox: varies 

H ealth Levels: OK (x3 ), -1, -2, -2, -5, Vaporized 

Attacks/Powers: In addit ion to mundane weaponry and Force­
magick foci, MIBs often generate a constanr Mind 2 aura of fear to 
anyone in the vicinity. 

Victors 
Victors serve as the Progenitors' common muscle, together 

with the Progenitors' laboratory-bred monsters. Whether the name 
indicates "victory," an obscure reference to Victor Frankenstein or 
some other significance is unknown outside the Convention's 
laboratories. Bred in the Convention's bio-tech vats, Victors nmher 
the Progeni tors' Pogrom by replacing key leaders in many fields with 
loyal Progenitor clones. Superiors make rhe actual replacement and 
also spy on the Convention's enemies, sabotage enemy plans and 
breed distrust among the Traditions. 

These "Homo Superiors" vary widely in appearance. A ll of 
them, however, are attract ive and strongly built, d isplaying peak 
physical abilities and masterful skill with firearms. They use no 
magick., however, and show poor intelligence overa ll. Reports 
indicate that for a ll their physical supremacy, Victors are mentally 
unstable; many develop psychotic tendencies and have sometimes 
gone berserk in combat. 

Attributes: Strength 4, Dexterity 4, Stamina 4, Charisma 2, Ma­
nipulation 2, Appearance 4, Perception 2, Intelligence 1, Wits 3 

Abilities: Alertness 2, Athletics 4, Brawl 4, Dodge 4, Firearms 4, 
Melee 4 (Computer, C ulture, Drive, Etiquette, Intimidation, 
Stealth , Subterfuge and Technology are common "custom" skills, 
depending on the Victor's mission. These Abi li ties often rare fro m 
1 tO 4.) 

Spheres: none 

Willpower: 3 

Health Levels: O K (x2), -1 (x2), -2 (x3), -5, Te rminated 

Innate Countermagick: 2 dice 

Marauders 
and Mythic Beasts 

(See also "The Hidden World," C hapter Nine.) 

AriC\n "The Smiler" ~C\ttick 
Nature: Unknown 

D emeanor: Varies d rastically 

Essence: Dynamic 

Attributes: Strength 3, Dexterity 4, Stamina 3, Charisma 4, Ma­
nipulation 4, Appearance 3, Perception 5, Intelligence 4, Wits 3 

Abilities: Alermess 3, Athletics 2, Awareness I , Computer 2, 
Cosmo logy 4, C ulture 4, Expression 2, Intuition 2, Int imidation 2, 
Linguistics 3, Lore (all ?) 4, Occult 5, Science 3, Subterfuge 2 
Backgrounds: Avatar 4, Library 4 



Spheres: Life 5, Matter 5, all others 4 (usually); sometimes Mind 0 
and all others 2 

Arete: 5 

Willpower: 10 (usually); sometimes 3 

Quintessence: 8 

Image: 6,' 150 lbs., apparent age 25. White crewcut, black 
eyebrows, deep-set black eyes, pale skin, large mouth with bright 
red lips. Smooth, o ily voice; slim build; manner a lternately coy, 
jovial, hysterical, furious and frenzied. Dresses unpredictably. 

Unlike many Marauders, Nattick willingly ta lks with Tradi­
tion mages abom the origins of his astonishing magick. However, 
"origins" (plural) is the word, because he always offe rs a different 
story. He has claimed to be a product o f Progenitor breeding 
programs, a v ictim of Euthanatos tortures, a self-taught Orphan, a 
S leeper Diabolist, a living Paradox spirit and so on. None of these 
accounts is remote ly credible, and Nattick offers them all in a rene 
of terminal boredom. Attempts to reconcile the inconsistencies 
enrage him - or seem to - and in most cases he attacks. 

The only verifiable truths about Arlan Natrick are these: He 
has displayed exhaustive knowledge of a ll Traditions, Techno­
cratic Conventions and many Mad Ones and Nephandi. He has 
demonstrated powerful magick, including restoration of the dead 
to full life, and appears to der ive intense physical pleasure from 
using it. However, his power at othe r times seems hardly to exceed 
Disciple rank. Narrick has occasionally fought for certain causes, 
such as environmentalism in Malaysia and human rights in rura l 
China. In each case, he eventually switched sides, apparently out 
of boredom, then caused chaos for both. Nattick has killed at least 
12 Tradition mages and single-handedly destroyed a minor Ite ra­
tion X Central Processing Unit in Johannesburg, South Africa. 

Nattick's larger purposes remain unknown. All that clearly 
identifies him as a Chaos Mage is his unpredictability and his 
observed immunity ro Paradox. He has often taken pains ro 
demonstrate the superiority of his own magick ro thatof rivals, and 
having done so, he gloats at length but usually leaves rhe defeated 
rival alive. Though given to wild mood swings, Nattick is ex­
tremely shrewd, not prone to manipulation and should be treated 
with the greatest possible caution. 

Manficora 
These infamous Bygones have the bodies of a lion, li zard-like 

heads with lion's manes, distended shark-like jaws, bat wings and 
scorpion tails. Such mythic beasts are brutish, solitary animals, 
easily angered and nearly always hungry. That said, a mant icora can 
recognize kindness, and some have even shown loyalty tO "friends." 
A few Tradition mages tell o f encounters with manticoras that 
inevitably remind one of the fable of Androcles and the Lion. 
Previous records note that while incapable of speech, the manticora 
has an unusual, musical voice, reminiscent of a flure. 

Though they once roamed free during Earth's Mythic Age, 
manticoras now survive only in the Umbra. Some serve Chaos 
Mages in order to re-enter this Realm. However, once they return to 
Earth, static reality asserts itself, and they quickly sicken and die. 

Attributes: Strength 8 , Dexterity 4, Stamina 5, Perception 2, 
Intell igence I, Wits 2 

Abilities: Athletics 1, Brawl3, Expression 3, Stealth 2 

Spheres: none 

Willpower: 5 

Quintessence: 5 innate (may be harvested as Tass if the manti cora 
d ies) 
Health Levels: OK (x2), -1 (x2), -2 (x3 ), -5, Incapacitated 

Attacks/Powers: C laws, bite ( 10 dice damage); scorpion rail (8 
dice damage; a victim who rakes at least one Health Level of 
damage after soak must roll S tamina, difficulty 9. If this roll fa ils, 
the v ictim takes three more non-soakable Health Levels from the 
poisoned stinger.); flight (15 yards/turn) 

lk-Thazai, lesser dra~on 
Nature: Curmudgeon 

Demeanor: Conniver 

Essence: Primordial 

Attributes: (scores in parenthesis indicate her human form) 
Strength 10 (5), Dexterity 3, S tamina 7 (4), Charisma 3, Manipu­
la tion 4, Appearance 3 (5), Perception 4, Intelligence 4, Wits 3 

Abili ties: Alertness 4 , Awareness 3, Brawl4, Culrure 3, Dodge 1, 
Enigmas 4, Etiquette 2, Intimidation 5, Intuition 3, Linguistics 5, 
Melee 3, Occult 3, Subterfuge 3 

Spheres: none 

Willpower: 8 

Quintessence: 20 (half of this may be harvested as Tass if the 
dragon dies) 

Health Levels: OK (x3), -1 (x3), -2 (x5), -5 (x2), Incapacitated 

Attacks/Powers: Bite (13 dice); claws ( 13 dice); ta il ( 11 d ice­
knocks a victim back several yards); fl ight (20 yards/tum); shapeshift 
(into a human female form); reptile command (which controls all 
true reptiles within 100 yards unto death); flam e breath ( I 0 d ice of 
flaming damage; requires Dexterity + Melee roll , difficulty 5, and 
affects one target per success within reasonable area - Forces 
magick may counter. Uses 5 Quintessence per gout.) 

Image: In human form, a short, beauti ful S lavic woman, 
often named "Varvara," with long black ha ir and green eyes. In 
dragon form, a sinuous black, gold and blue monstrosity some 45' 
long, with membranous wings and a blue-black mane running 
from her head across her back. 

lk-Thazai, the One Who Coils in the Deep, ravaged the lands 
of Mythic Europe in the Age of Fable. Accounts agree that she was 
willful, prone to impulse and greedy beyond description for power, 
pra ise and Quintessence. As magick left the world, lk-Thazai 
retreated into hibernation and fina lly left Gaia for a Shard Realm 
in the Ncar Umbra. 

Like most Mythic Remnants, lk-Thazai detests exile and 
occasionally aids Marauders in return for temporary passage to 
Earth. During these travels she seeks powerful Nodes and devours 
all the Tass and Q uintessence she can find; the more she ears, rhe 
longer this thaumivore can remain here. She has made attempts to 

capture the Nodes of powerful Chan tries, which does not endear 
her to the mages who live there. 

--

Reports show that the dragon can assume human form, 
breathe devastating flame, fly and command all nearby reptiles. 
Although inte ll igent, she is unsophisticated and exceedingly 
unfamiliar wi th the modern world. Her only long·reJ:!~~nrtl!(~~=: 
have been Mad Ones and Hermetic mages, 
a Void Engineer ship. Neither party escaped um;ca!:mi~· 
carr ied a grudge against such "spoilsports" ever si 



Nature: Conniver 
Demeanor: Bravo 

Essence: Primordial 

Attr ibutes: Strength 6, Dexterity 6, Stamina 3, Charisma 1, Ma­
nipulation I , Appearance 1, Perception 4, Inte lligence 2, Wits 2 

Abil ities: Alertness 3, Athletics 1, Brawl 2, Dodge 4 
Spheres: none 
Willpower: 4 

Quintessence: 12 (half of this may be harvested as Tass if the 
Pago-Pago dies) 

H ealth Levels: OK (x3), -I (x3), -2 (x5), -5 (x2), Incapacitated 
Attacks/Powers: Legs (6 dice damage, four attacks per tum); 
poison stinger (6 dice damage; a victim who takes ar least one 
Health Level of damage after soak must roll Stamina, difficulty 9. 
If rhis roll fails, the victim takes one more non-soakable Health 
Level from the poisoned stinger.) 

Image: See below. 

While searching for a new Node in the wilds of the Philip· 
pines early this year, a cabal ofT radition mages ventured into the 
highlands of Mindanao near Malaybalay. There they c rossed into 
the Umbra and encountered a cunning and vicious Umbrood that 
called itself the Pago-Pago. 

The survivors describe the Pago·Pago as a spider woman, 10 feet 
high and weighing perhaps a ton, with a hideous noseless face, the 
body of a black widowspiderandsix crab-like legs. I thad a screeching 
voice, sarcastic wit, deft movements and uncanny speed. The spider 
attacked with a paralyzing bite and a web that drained Quintessence. 
It showed extensive knowledge of the terrain and took fu ll advantage 
of this familiarity ro attack from ambush. 

TI1is spider woman is apparently a primeval figure from the 
legends of the indigenous Manobo people. Fragmentary refer· 
ences suggest Catholic missionaries drove the Pago-Pago into the 
Umbra, but these legends are certainly creations of the missionar· 
ies themselves. Pending further information, the Umbrood 
Catalogue Board advises mages who encounter the Pago·Pago ro 
attempt conversation and discover its goals. If this proves imprac· 
tical, flee immediately and report to some Master. 

~ephandi 
Barabbi: Anson D' Arcan~elo 

Essence: Dynamic 

Attributes: Strength 3, Dexterity 2, Stamina 2, Charisma 4, Ma­
nipulation 4, Appearance 4, Perception 3, Intelligence 3, Wits 3 
Abilities: Alertness 2, Awareness3, Culture 3, Dodge 2, Etiquette 3, 
Expression 3, Intuition 4, Investigation 3, Meditation 1, Occult 3, 
Stealth 3, Streetwise 2, Subterfuge 4, Survival 2 

Backgrounds: Allies 3, Arcane 3, Avatar 2, Mentor 4 
Spheres: Correspondence 2, Entropy 2, Life 3, Matter 3, Mind 3, 
Prime 2, Spirit 2 

Arete: 4 
Willpower: 6 

Quintessence: 10 
Paradox: 3 

Mage: The Ascension 

Image: Height 6' 2," 180 lbs., age 96, apparent age 26. White 
hair (a Paradox Flaw), black eyebrows, blue eyes. Tanned Cauca­
sian skin, peak athletic build, careless manner. Dresses in casual 
fashionable clothing, usually leaving chest bare. Favors sunglasses. 

Anson D'Arcangelo's story is tragic, but he exploits its 
tragedy without qualm. Whatever his past travails, he is now not 
victim but victimizer. 

Before his Awakening, D'Arcangclo (born AngeloCiatino in 
1899) was a serial killer in Naples, Italy, in the early 1920s. 
Tormented by a cruel and disturbed older sister, he grew to hate 
women and took that hatred out on innocents. His series of 
rape-homicides panicked the public for months, but he was never 
found - at least not by Sleeper authorities. Brother Benedetto 
Leone of the Celestial Temple of the Sun (the Ancestral Chantry 
of the Celestial Chorus beneath Vatican City) journeyed to Naples, 
found Ciatino and brought him to the Temple's Star Chamber for 
final jus rice. Taking tutelage from Brother Benedetto while await· 
ing execution, Ciarino Awakened and repented his crimes. 

C iatino (now "D'Arcangelo") gained a stay of execution and 
eventually a pardon. He worked and studied in the Chantry for six 
decades, apparently in all sincerity, and did much good for the 
Chorus and the Traditions. However, he kept his past a secret. 

In 1985 Brother Benedetto, who had become Abbot of the 
Chantry, died. The new Abbot, Sister Mary Martha Carpenter, 
knew nothing ofD'Arcangelo's past and grew suspicious. When she 
discovered his hisrory, she expelled him at once from the Chantry. 
Embittered and angry, D' Arcangelo vandalized muchoftheChantry, 
stole many prized Talismans and escaped. His travels thereafter arc 
unknown, but in 1988, the Order of Hermes began receiving reports 
of a new white-haired Nephandus mage who corrupted Tradit ion 
mysticks with evident ease. Only now have fie ld reports identified 
this Ncphandus as Anson D'Arcangelo. 

The corrupted D'Arcangelo uses many names and disguises. 
His most distinguishing feature is his white hair; due to Paradox, 
it cannot change color and will hold no dye. His method is 
effective: He allows his target to apprehend him in the act of 
committing a crime, convincingly repents and begins "studying" 
under the target mage. He simulates constant, emotionally mov· 
ingstruggles to overcome his evil past, continuing them even if the 
target discovers D'Arcangelo's barabbi nature. By enlisting his 
victim's sympathy and playing on hidden desires, the Fallen One 
can corrupt him (or, more often, her) more easily. 

D'Arcangelo has been active most recently in Chicago's 
Chinatown, where he has unknown links to a mysterious entity 
called the Jade Demon. Whether this is a True Demon or simply 
a name is unclear. 

M ad Nephandus: 
Me~~an O'Q.ourke 
Natu.::e: Curmudgeon 

Demeanor: Bravo 
Essence: Questing 

Attributes: Strength 4, Dexterity 1, Stamina 3, Charisma I , Manipu· 
lation 5, Appearance 1, Perception 5, Intelligence 4, Wits 4 

Abilities: Alertness 3, Awareness 2, Cosmology I, Culture I, 
Intimidation 2, Intuition 4, Meditation 2, Occult 5, Stealrh 3, 
Streetwise 3, Subterfuge 3 
Backgrounds: Avatar 2, Talisman 5 
Spheres: Entropy 4, Forces 2, Life 2, Prime I, Spirit 2, Time 2 



Arete: 5 
Willpower: 7 

Quintessence: 10 
Paradox: 9 

Image: Height and weight vary; typically 5' 3," 160 lbs., 
apparent age 65. Gray hair, wh ire eyes, pale wrinkled skin, pudgy 
build , hunched and twisted posture, obsessive luna tic manner. 
Dresses in castoff clothing; often appears as a deformed bag lady. 

Not all Nephandi are cool and glamorous seducers. Meggan 
O'Rourke was a promising Disciple of the Euthanatos umil195 7, 
when she lost her infant son, Kyle , in a Paradox backlash. In an 
unauthorized artempr to resurrect Kyle, she foolishly summoned a 
demon named Wormwood. It broke her will, warped her body and 
enlisted her as a minor agent of the Fallen Ones. 

Now O'Rourke wanders from city to city, spreading squalor 
and decay. Her many Paradox Flaws have driven her mad and 
deformed her. Her "bag" is a Talisman; she reaches within and 
d raws forth demonic spirits. She thinks of these Umbrood as her 
child ren and pro tects them with maternal interest. The deluded 
O'Rourke frequenrly believes male opponents ro be Kyle, her tare 
son. T o protect Kyle from the demon Wormwood, she uses 
Emropy Effects (on e ither the mage, his colleagues or S leeper 
bystanders) ro coerce the unfortunate mage into her bag and 
thence into the Deep Umbra. 

Mysterious Entities: 
The Zigg' r~ugglurr 

Malevolent four-dimensional enti ties of unknown origin and 
purpose, the Zigg'raugglurr exist beyond the Horizon, moving 
freely in rime and space and occasionally penetrating the Gauntlet 
ro steal Q uintessence or serve their Nephandi all ies. 

Descriptions of these ent ities vary widely. As different 
c ross-sections of their giant higher-d imensional forms penetra te 
three-space, the ir appearance changes between encounters or 
even from moment to moment. Common features are disjointed 
blobs covered with yellow, lizard-! ike scales and pulsing veins. The 
floating blobs grow and shrink unpredictably, from a few inches ro 
several yards across, and they move in exact coordination, invis­
ibly connected in four-space. Occasionally, a lien mouths fo rm in 
rhe blobs and speak incomprehensible words. T he O rder ofHermes 
assigned these creatures the name "Zigg' raugglurr," based on words 
one spoke dur ing the fi rst recorded encounter. 

The Order knows of 18 other incursions by the Zigg'raugglurr. 
Several rimes the creatures have attacked a single cabal based in San 
Francisco. In the fi rst assault, the Zigg'raugglurr, d isplaying exten­
sive knowledge of the cabal 's powers and tactics, almost won the 
engagement. ln later encounters, the creatures showed weakness 
and ignorance of the same cabal's tactics and barely escaped. 

Hermetic schola rs have deduced from this that the 
Zigg'raugglurr can move freely back and forth in rime. T he "later" 
encounters were, for the Zigg'raugglurr, the first ones. O nce they 
learned their opponents' strengths, they then moved into the past 
and attacked the cabal again. 

The obvious question: Why do they restrict their incursions 
to this narrow time frame? Nooneyet knows. Some specula te (and 
this speculation is, as yet, groundless) rhat some kind of large-scale 
weakening in the Gauntlet wil l occur in the next few years. This 
lineofreasoningsays that the creatures can cross more easily in the 
temporal vicini ty of the rip, either before o r after it. 

Ombrood 
Minor Lord: 
Lord Viscount Talos Perdix 
Willpower 10, Rage 8, Gnosis 8, Power SO 
Charms: Airt Sense, Armor, Blast Flame (8 dice) , Control Elec­
t rical Systems, Create Fires, Influence, Materialize, Possession, 
Short Out, Solidify Reality, Tracking 

Nature: Conniver 

Demeanor: Judge 
Materia lized Att ributes: Strength 4, Dexterity 4, SramLna 4; u.se 
G nos is for Socia l and Mental Tra its 
Abilit ies: Alertness 5, Awareness 5, Brawl 2, Dodge 3, Intui tion 2, 
Intimidation 2, Subterfuge 4, Melee 3 , Cosmology 5, Enigmas 4, 
Investigation 3, Occult 5, Science 4 

Backgrounds: Arcane 3, Influence 3 
Spheres: Correspondence 3, Entropy 4, Forces 3, Life 4, Prime 3, 
Spirit 5 
Arete: 6 

Quintessence: 14 
Paradox: 0 

Materialized H ealth Levels: 19 
Image : U mbrood Lo rd Talos Pe rdix is a we ird 

organo-mechanical hybrid. The spirit has a withered, mummy-like 
face set in a metal armature, an elongated neck that merges in to 
corrugated rubber piping and a serpentine body. From his head and 
retaining rings along his body emerge clusters of writhing tentacu­
lar wires. This bizarre and uncharacterist ic appearance may derive 
from the Umbrood 's origins. He is said to have been the nephew 
of Daedalus, the great inventor in Myth ic G reece. Daedalus killed 
Perdix for fear that the nephew would become a greater inventor 
than h imself. 

Whether or not this account is t rue, Perdix has risen to the 
status of Umbrood Viscount over millennia. He has played inces­
santly at poli t ics in the Shadow Court, hoping to rise in station, 
and u.ses mages as powerful pawns in his many schemes. 

Viscount Perdix, like the rest of the Court, has no interest in 
the Ascension War. However, to enlist a cabal's loyalty, the 
Umbrood Lord often lures the ir enemies to a vulnerable locat ion, 
informs the cabal of this fact and - after the resulting victory­
claims credit. Perdix's manipulat ions are sometimes more subtle, 
and a cabal in the Umbra may end up aiding, a ll unknowing, the 
Viscount's schemes to destroy a rival Baron or Bannerer. 
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Willpower 5, Rage 5, Gnosis 8, Power 30 

Charms: Airt Sense, C reate Wind (usua lly a gale-force if threat­
ened), Influence, Materialize, Possession (birds only), Shapeshifr 
(often into birds), Tracking 

Materialized Attributes: Strength 2, Dexterity 4, Stamina 3; use 
Gnosis for Social and Mental Traits 

AbiHties: Athlet ics 3, Dodge 2, Expression 4, Cosmology 3 
Backgrounds: Dream 2, Ta lisman 2 

Spheres: Life 4, Prime 2, all others 1 

Arete: 4 

Willpower: 5 
Quintessence: 10 

Paradox: 0 

Materialized H ealth Levels: 9 

Image: A gui leless and seemingly naive Preceptor, the Lady 
of Feathers appears as a beautiful Mediterranean woman dressed in 
an ornate cloak of yellow and red feathers. Aelida wears an 
e laborate crown of white gold highlighted with purple feathers, 
and lives in a luxurious floating mansion in a Domain of the Air, 
an extravaganza of towers, cathedral-like chambers and curving 
walls. Wind whistles harmoniously through its fluted steeples. 

Aelida travels near Earth's Horizon to gather news of the 
avian world and seek the Quintessence that sustains her. The Lady 
can fly at great speed and converse with any bird. She taps Prime 
energy from forested regions rich in bird life. Insofar as she takes 
interest in human affa irs, she collects the lore of birds and admires 
music and poetry of transcendent beauty. 

Mages seek the Lady because her feathers provide Tass. Some 
bargain with her, while others trick or extort feathers from her. 
Aelida deals truthfully with all she meets and apparenrly thinks it 
impossible for anyone ro do otherwise. Because of this, Umbrood 
and some mages have treated her cruelly. However, mages who 
bargain fairly with he r earn her grat itude. 

It would be roo easy ro dismiss the Lady as a childish spirit. 
Though innocent in many ways, she carries the sight of ages past. 
One Hermetic source claims her as one of their own, gone to spirit 
form after her Chantry was sacked by the Order of Reason. Others 
dismiss this ta le- how could a mage become an Umbrood? Still , 
there is a growing sadness to the Lady's manner in recent years. 
Whatever the Lady has seen, she never speaks of ir. 

Evil Spirit: 
Muntus-Kulmu, the Driver or ~ails 
Willpower 4, R age 4 , Gnosis 4, Power 25 

Charms: AinSense,Appear, Armor, Blast Flame (3 dice), Blighted 
Touch, Corruption, C reate Fires, Influence, Possession, Short 
O ut, Tracking 

Nature: Conniver 

D emeanor: Judge 
Materialized Attributes: Strength 1, Dexterity 2, Stamina l; use 
Gnosis for Social and Mental Traits 

Abilities: A lertness 2, Awareness 4, Cosmology 3, Culture 3, 
Etiquene 3, Intimidation 4, Occult 3, Srreerwise 1, Subterfuge 4, 
S tealth 2 

Materialized H ealth Levels: 8 

Mage: The Ascension 

Image: During the Etruscan c ivilization (900-500 B.C.) in 
the Low Mythic Ages, this minor True Demon acquired worship­
pers who believed it the king of the underworld. With the 
disappearance of the Etruscans, Munrus-Kulmu fell from these 
heights and languished for millennia in the High Umbra) Hells. 
Now it's making a new bid for power in alliance with the Nephandi 
and a small cult of Sleeper Diabolists. 

Like all True Demons, as distinguished from Umbrood spirits 
that exist independently of humanity, Munws-Kulmu is an evil 
extra-dimensional being that sustains itself on human souls. It 
aims not ro destroy everything like the Nephandi would, but to 
cause widespread misery. Aided by tempters among the Fallen 
Ones, Mumus has recruited a few dozen foolish S leepers as 
worshippers, who signify their fealty by piercing some parr of the 
body with a long steel nail. The "Nailed O ne" Diabolist gains 
certain fixed Entropy-related Charms, bur also must serve as a host 
for the demon. When Muntus takes possession, the host grows 
drowsy and automatically traces a pattern in the air. Through this 
pattern Muntus can sec, hear and create Effects as though it were 
actually present. 

Muntus-Kulmu obeys unfathomable rules or practices that 
prevent it from manifesting in physical real ity for more than one 
day at a time ( local midnight to midnight) or from possessing a 
given individual for more than one day per year (midwinter to 
midwinter). In the short term, it plans to corrupt at least 365 
worshippers around the globe so that it can manifest permanently 
in a series of bodies. lr a lso hopes to tap and store large amounts of 
Quintessence from powerful mages. 

Celestial scholars learned of Munrus after one cabal's recent 
encounter with a small coven of Nai led Ones in the Yucatan. 
After the Counc il mages defeated them, the surviving Diabolists 
delivered the information above, then burst into flame and per­
ished. The Chorus has nor yet assessed the threat level 
Muntus-Kulmu poses, and instructs irs members to gain more 
information whenever possible. 

Guardian Spirit: 
Olonga the Whisperer 
Willpower 8, Rage 5, Gnosis 7, Power 30 

Charms: Airt Sense, Appear, Control Electrical Systems, Cleanse 
the Blight, Forest Sense, Lightning Bolts (5 dice), Materialize, 
Mind Speech, Short Out, Tracking 

Materialized Attributes: Strength 5, Dexterity 5, Stam ina 5; 
Gnosis substitutes for Social and Mental Traits 

Abilities: Alertness 4, Awareness 5, Empathy 3, Intimidation 5, 
Enigmas 4, Occult 4; when manifest, Melee 4 

Materialized H ealth Levels: 10 

Image: The ancient unbound spirit Olonga feeds on the 
Quintessence at Node sites. Once Olonga has found a site, it 
remains there for years o r centuries. It greets trespassers with a 
ghastly howl and becomes v isible, though intangible. Olonga 
appears as a tall, gaunt Zulu African warrior, wearing a carved 
devil-mask and carrying an assegai. The spear shaft crackles with 
lightning, and the mask's eye-slits glow with green light. 

ln a chilling whisper (rhus the sobriquet), O longa challenges 
trespassers to a contest of riddles: The first side that fails to guess 
one of the opponent's riddles loses. Documented riddles include, 
"The one who made it did not want it; the one who bought it did 



A riddle contest with Olonga may be roleplayed (preferably) 
or handled as an opposed ro ll of Intelligence + Enigmas. 

M inion: Pc.ttern Spider 
Willpower 6, Rage 4-7, Gnosis 6, Power 25-40 

Charms: AirtSense, Calcify, Solidify Reality (some "breeds" have 
Control Electrical Systems, Lightning Bolts (5 dice), Short Out, 
and the special Web Flux Charm (see below). 

Image: Cybernetic spider-type things, pattern spiders scuttle 
through the Near Umbra (and severa l Realms), spinning glisten­
ing si lver webs of static reality. Most resemble high-tech arachnids; 
older, larger spiders contain bits of old technology - steam vents, 
vacuum tubes and jerky, awkward limbs. Pattern spiders range 
from tiny things about an inch long to terri fying entities larger 
than a full-s ized car. 

Pattern spiders spin their webs wherever stasis (often tech­
nology) has taken hold; they're common in laboratories, computer 
centers and even many classrooms. These manifestations of stasis 
work only in the Umbra; they cannot step into in material reality. 
Searching for Umbra! instabilities, these near-mindless creatures 
spin anyth ing that v iolates their "work ethic" into pattern webs 
(the "Calcify Reality" Charm). Although they reflect the 
Technomancers' influence, few Convention mages (outside of the 
Void Engineers) even know they exist. Some Iteration X master 
cyber-techs have replicated pattern spiders (or perhaps brought 
new "species" across) to work in material reality, but these models 
utilize more mundane Charms than their Umbral cousins. 

Old and powerful pattern spiders can occasionally affect 
beings in the material world, us ing a Charm which resembles the 
Rubbing the Bones Prime Effect {see Chapter Eight). Most 
pattern spirits have little influence in the material world per se; 
they reflect change rather than cause it d irectly. 

Paradox Spirits 
The Order of Hermes has compiled detailed notes on over 

l, 100 Paradox spirits in 53,760 manifestations to date. Less than 
four dozen Paradox spirits (in various guises) account for the 
majority of modern Paradox events. Those below are only a few of 
these most infamous spirits. 

All physical damage done by Paradox spirits is aggravated. 
Seeing a Paradox spirit requires a Perception + Awareness roll 
(difficulty 6) o r the Spirit Effect Spirit Sight. Charms which 
resemble magickal effects use the spir it's Rage as Arete unless 
otherwise noted. 
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Willpower 4, Rage 4, Gnosis 8, Power 20 
Charms: Materialize, Shift Other (teleport vs. target's Will­
power), Mirror Maze, Duplicate, Spirit Away 
Materialized Attr ibutes: Strength 2, Dexterity 3, Stamina 3 
Abilities: Brawl 3, Dodge 3 
Materialized H ealth Levels: 5 per incarnation 

Description: The name "Farandwee" (from firanji, Arabic, 
"foreigner") derives from this spirit's appearance, which is always 
outlandish by the standards of the current culture. Today, 
Farandwee appears most often as a circus clown of shifting, bulging 
form. 

When summoned, "his" attack first traps the mage in what 
appears to outsiders as a gray, coffin-size capsule. To the victim 
within, it seems a maze of unbreakable funhouse mirrors. These 
mirrors disorient the victim and make Correspondence magick 
difficult (+3 to difficulty, maximum 10). 

Within the maze, Farandwee erupts from the mirrors, mani­
festing in any number of duplicate forms. The clown spirit's 
physical manifestations grab his prey and attempt to teleport her 
to a dangerous location. Past destinations have included Tech­
nocracy Constructs, nearby firefights and four miles straight up. 
After the Paradox spirit heals whatever breach of reality remains, 
clown and capsule vanish. 

The Council advises members who face Farandwee to make 
escape from the mirrors their first priority. Correspondence Ef­
fects show best results, despite their increased difficulty in the 
maze. Failing this, the mage must physically destroy all of 
Farandwee's forms to disrupt the man ifestation. 

Hex (Entropy) 
Willpower 5, Rage 2, Gnosis 8, Power 10 
Charms: Jinx (Entropy Effect Games of Luck), Materialize (as a 
symbol of bad luck) 

Description: Hex manifests as a symbol of bad luck: a broken 
mirror, black ca·t, inverted horseshoe or other motif determined by 
the mage's cultural background. Destruction of this symbol does 
not banish Hex; it still lurks unseen until the victim encounters 
potential danger, such as combat, car travel or other risks. Then 
it strikes, using its magick as a jinx. Suddenly, the opponent hits 
when he should have missed, or the vehicle's brakes fail. Once the 
spirit's sense of the "law of averages" has counteracted whatever 
"lucky breaks" the mage has engineered, the spirit vanishes. 

l~tukra the Unbridled (Forces) 
Willpower I 0, Rage 5, Gnosis 4, Power IS 
Charms: Gravity (Entropy damage; Rage grows from 1 to 5 at a 
rate of one per turn. Damage = successes x 3) 

Description: Igtukra appears as a pinprick in space-time, a 
source of gravity waves around the unfortunate target mage. The 
target's mass increases by the moment, first immobilizing him and 
then collapsing his skeleton. Meanwhile, lgtukra telepathically 
scolds the target for his violat ions of reality. 

A mage who has incurred severe Paradox is tom apart by the 
infinitesimal black hole, then compressed into nothingness; for­
tunately, this result is rare. Mind Effects silence rhe spirit's 
scolding, bur to date, only Forces countermagick has successfully 
banished lgtukra. 

Mage: The Ascension 

Prokaryote (Lire) 
Willpower 5, Rage 2, Gnosis 0, Power 15 
Charms: Infect (does one Health Level of unhealable damage per 
week unril banished) 

Description: This weak spiri t manifests as a virus inside the 
target mage. Over weeks the target sickens and weakens. Conva­
lescence lasts until the victim has "healed" whatever Life Effects 
drew the spirit. Once Prokaryote vanishes, the victim may heal 
damage normally. Life counrermagick banishes the spirit. Some 
cases indicate that even Sleeper medicine has alleviated the 
spirit's effects, but this remains in dispute. 

(A physician can locate and destroy the virus with a Intelli­
gence + Medicine roll, d ifficulty 8; three successes are needed, but 
the physician can roll each week.) 

Terra Firma (Matter) 
Willpower 5, Rage 2, Gnosis 5, Power 25 
Charms: Materialize, Suffocation (does two dice aggravated dam­
age, difficulty 6; can be soaked) 
Materialized Attributes: Strength 5, Dexterity l, Stamina 5 

Abilities: Brawl 5 
Materialized H ealth Levels: 12 

Description: Blunt like the earth from which it is formed, 
Terra Firma manifests as a golem, generally five feet tall, very hot 
and weighing about half a ton. It first attacks by bludgeoning, then 
tries ro force earth down its victim's throat. Usually, Terra Firma 
will vanish voluntari ly if a ll magickally altered matter in the area 
is restored to irs original nature or destroyed. 

Dementia Paradox (Mind) 
Willpower 10, Rage 5, Gnosis 7, Power 20 
Charms: Fear (as per the Mind 3 Effect Graphic Transmission; 
docs Rage vs. target's Willpower to terrify opponent with halluci­
nations), Materialize (as the mage's worst fear incarnate) 
Materialized Attributes: Strength 1, Dexterity 2, S tamina 1 
Abilities: Brawl 2, Dodge 4 
Materialized H ealth Levels: 5 

Description: Manifesting as the target mage's worst fear, the 
invisible Dementia Paradox uses Mind magick to d rive its victim 
insane. The spirit tries to render the mage incapable of using further 
magick rather than killing him outright. If necessary, Dementia 
reduces the mage's intelligence to childlike levels. Immediate 
effects last a few hours or a day, but phobias sometimes rake root 
until dissolved through meditation and increased self-awareness. 

Mind counrermagick sometimes works against Dementia 
Paradox, bur interacting with the spirit in other ways has thus far 
proven impossible. Some question whether this is an actual spirit 
or simply a condition of mental feedback. So far the difference, if 
any, has proven moot. 

Dorobo (Prime) 
Willpower 1, Rage 3, Gnosis l, Power 10 +any Quintessence 
drained from target 
Charms: Disrupt (as per Prime 2 Effect Rubbing the Bones), 
Drain (takes irs Rage in Q uintessence from target) 

Description: Dorobo, another spirit invisible even to the 
Awakened, is a thief of Quintessence. It drains the mage's surplus 
power and alters the flow of Primal energy through his Pattern, 



stunning him at critical moments. Disciples of Prime can sense 
Dorobo only as a disturbance in the Prime. Adepts can sometimes 
visualize the spirit as an imangible leech-like nexus of energy. When 
the victim loses all Quintessence, Dorobo disappears. Sometimes a 
sudden attack with Primal coumermagick has also banished it. 

Mages with Prime I can sense Dorobo only as a disturbance 
in the Prime. 

R.une-Fetter (Spirit) 
Willpower 4, Rage 3, Gnosis 3, Power 20 
C harms: Snare Avatar (entraps A varar; adds+ 3 to all magick ro ll 
difficulties and prevents Quintessence recharging), Imprison 
Avatar (see below) 

Description: Rune-Fetter is believed to operate entirely in the 
Umbra, where it appears as a pale, luminous spider-like spirit. When 
manifesting, it instantly captures the target mage's Avatar in its 
web. This drastically increases thecastingdifficulryofall the mage's 
Effects ( + l at least), and she can no longer regain Quintessence. 

To resrore herself, the weakened mage must enter the Umbra, 
locate Rune-Fetter and release its hold on her Avatar. Rune-Fetter 
establishes a different lair every time it captures an Avatar. This 
lair is frequenrly located in some unfamiliar and disturbing parr of 
the Umbra. 

After reforming in its lair, Rune-Fetter spins its prize into a 
cocoon. The mage must first dispel the spider, then roll I 0 successes 
of A rete +Spirit Rank (difficulry6) rosnapthc web. A mage without 
Spirit magick must get someone e lse to free her Avatar. 

Wrinkle (Time) 
Willpower 8, Rage 5, Gnosis 8, Power 30 

Charms: Materialize, Freeze Time, Cause Unbirth (ensures that 
mage no longer exists; costs 10 power - kids, don't try this at 
home) 

Materialized Attributes: Strength 2, Dexterity 2, Stamina 2; usc 
Gnosis for other Traits 

Abilities: Alertness 2, Dodge 4. Enigmas 4. Intimidation 5 
Mater ialized H ealth Levels: 6 

Description: Wrinkle, one of the most powerful and notori· 
ous of Paradox spirits, appears as an ancient man dressed in a 
heavily creased white tuxedo. He approaches the targeted mage 
openly, politely expla ins his mission to restore the proper flow of 
time and asks the mystick to change the event that provoked the 
offending Paradox. If the mage agrees, Wrinkle transports he and 
his companions back in time just before he caused the event; he 
may now try again. 

If the mage unwisely refuses the spirit's request, Wrinkle 
freezes t ime around the mage, trapping him in a private eternity. 
The victim cannot move or use magick, but can think free ly. 
Wrinkle looks in every 24 hours (subjective) to encourage rhe 
mage to meditate on hi~ folly. After a few days or a week of 
subjective time, the mage becomes so insanely bored with sensory 
deprivation that he gladly assents to Wrinkle's request. The spirit 
then restores normal time flow. The victim's companions are not 
aware that anything has happened, except that the victim usually 
becomes hysterical and useless. 

Some Masters of Time speculate char in the most extreme 
Time Paradoxes, Wrinkle has apparenrly gone back in time to 
ensure that the mage died in some earlier close call, before he caused 
the Paradox. Of course, it is impossible to verify this notion. 

--
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Talismans 
AU conditioned objects pass away; Ascension does not 
lie in things, but in ourselves . Yet those on the early 
stages of the Path find merit in diligent practice of their 
craft. The construction of Talismans , though unim­
portant in itself, disciplines the mind and marks progress. 

- Master Joro, Akashic Brotherhood 
The Talismans given here are buil t according 

to the rules given in Chapter Six; Background 
point costs are given with each list ing. The Quin­

'-"L-.L.tlo::::;_- tessence amounts listed are the maximum amounts 
the item can contain; "found" Talismans may have much less. The 
Storyte ller and players should always make the discovery or use of 
a Talisman a significant event. Talismans are always quite rare, 
even among the Technocracy, and are respected as products of 
enlightened understanding and ha rd work. 

• Woodblock of Auspicious Formulae 
A rete 3, Qu intessence 15, Cost 4 
The Woodblock is a plank of Himalayan cedar two feet on a 

side, carved with a square mandala. The design consists of a central 
windhorse surrounded by twelve lines of text written in Tibetan, 
in turn surrounded by the eight auspicious symbols (conch shell , 
lorus, fish, parasol, victory flag, vase of the water of life, knot of 
meditation and Wheel of Law). 

Use of the Block requi res a sheer of paper made from hemp. 
Once per lunar month, if a blank sheet of this paper is laid on it, 
the block prints the mandala on it in jet-black ink; this consumes 
a point of Quintessence. Arany time in the next month, a Disciple 
of Mind may hold the paper, recite irs text aloud and meditate on 
its symbols. When he stops meditating, the paper vanishes in a 
harmless white flame. The mage's rank in the Mind Sphere is 
increased by 1 (maximum 5). This lasts for the same length of time 
the mage spent meditating on the print. At the Storyteller's 
discretion, a mage with knowledge of Tibetan or of esoteric 
Buddhist philosophy may gain greater benefits. 

The increase works for only one mage, and its effects are not 
cumulative. Without recitation aloud of the Tibetan text, the 
print has no effect. If it goes unused within a lunar month, the 
print fades, signifying that the woodblock's magick has renewed 
itself. Due ro this Effect's subtlety, it is coincidental. 

• Spirit Goggles 

Arete 3, Quintessence 10, Cost 4 
These sturdy (some would say bulky) goggles allow a mystick 

to peer into the Umbra if the Effect succeeds. Although the Sons 
of Ether use these Talismans most often, some Men in Black and 
Void Engineers use such "spirit-tech" to pursue extra-dimensional 
foes. Under most circumstances, the goggles work without a ro ll. 
If the Gauntlet is especially thick, however, an Arete roll may be 
necessary. 

Variations on this Talisman can detect Mat ter patterns, 
Entropic influence, Life forms and Prime and Time fluctuations. 
Like most sensory magicks, these Effects are coincidental. 
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• • Master }oro's Sash 
Arete 3, Q uintessence 15 , Cost 5 
This white silk sash, made by a revered e lder of the Akashic 

Brotherhood in 16th century Kyoto, absorbs damage inflicted on 
the wearer. For each point of the wearer's Arete, the sash can 
absorb one Health Level of damage. When absorbing damage, the 
sash turns first pink, then a red that deepens with every level 
absorbed. Each Health Level absorbed costs one point of Quintes­
sence. 

While wearing the sash, the wearer suffers no effects from the 
absorbed damage. For each hour of uninterrupted meditat ion 
thereafter, the sash lightens in color, harmlessly discharging one 
Health Level. If the wearer removes the sash before completing 
the required meditation, the sash reverts to white and the wearer 
instandy suffers the effects of the remaining damage. 

The sash can a lso serve as an Akash ic Bro ther's magick focus. 
Its absorption Effect, however, is vulgar. 

• • Brittany's Music Box 

A rete 3, Quintessence 15, Cost 5 
This small gold music box was made by the Son of Ether 

Doctor Leonard Lapham, aided by his robotic servant You Imbe­
cile, when Lapham conceived a futile passion for Cultist of Ecstasy 
Brittany "Honeycup" Mayhew. He delivered the box tO Mayhew 
as a gift from a secret admirer. Mayhew immediately sold che box 
to a fellow Cultist for a ntsh of Quintessence. C rushed, DoctOr 
Lapham retired to his laboratory, where he later invented a 
Brittany android whose design has proven popular among the 
Etherites. 

When the bearer flips open the heart-embossed lid, the music 
box plays a fully orchestrated soundtrack appropriate to the mood 
of the current scene: heroic driving rhythms, lushly romantic 
string music, ominous cellos, banjo-pick in' chase music and so on. 
The Storyteller chooses the rype of music, with suggestions from 
the players. While playing, the box uses one Quintessence per 
turn. 

The music lets all mages on the box owner's side reduce the 
difficulty of a ll actions suited to the music's mood by -1, so long as 
those nearby can hear the music. The music increases by + 1 the 
difficulty of actions which run counter to its mood.lf, for instance, 
the box plays a exciting Hollywood action film score during a 
gunfight, an accurate gunshot or fireball becomes easier, while 
persuading the enemies to calm down and talk becomes harder. 

The box can also play "Lara's Theme" from Doctor Zhivago. 
This use consumes no Quintessence. The Effect is coincidenta l, 
but barely. 

• • • Shan T attoo of Undisciplined Strength 
Arete 3, Quintessence 20, Cost 6 
Awakened tattoo artists of rhe Shan S tate in northeast 

Burma have long known the dangerous secret of this tattoo. 
Applied to one of the body's "gates," such as a hand, thigh, 
shoulder, chesr or abdomen, the intricate, interlacing pattern 
funnels Quintessence to the bearer in the form of physical strength. 
An undisciplined bearer quickly cracks with the strain, arracks 
everything around in a berserk rage and eventually dies of wounds 
or exhaustion. 



Finding an Awakened artist who can apply such a Talisman 
IS a heroic quest in irself. Applying the tanoo rakes six excruclat­
mg hours and requires another six hours of meditation to energize. 
This heals all damage incurred rhus far and adds one dot to each 
of the bearer's basic Physical Attributes (maximum 5) for one day. 
These manifest whenever she rol ls at least one Arete success 
aga inst d ifficulty 6. Each such usc expends one Quintessence and 
is not cumulative with othe r Effects. Whenever the bearer'~ 
Willpower pool drops below any Physical Attribute's raring, she 
must roll Wits + Meditation (difficulty 6) ar some dramatic 
moment in each scene thereafter until she recovers Willpower. A 
failed roll means rhe bearer goes berserk. 

For a mage, a berserk rage works as a Qu1et, except that while 
the mage's mind retrears into mindscapc, her body lashes our in 
uncontrolled rage, assaulting everyone and everything in sight. A 
berserk character rakes damage normally, but ignores irs impairing 
effects until Incapacitated. 

This rage costs one Quintessence per turn. In most cases, the 
character recovers only when the tattoo's Quintessence is ex­
hausted. The Storyteller may allow :111 Awakened character a Wits 
+Awareness roll to recover in extraordinary circumstances (diffi­
culty 8). The mage needs three successes. Others can help a berserk 
character recover with a Manipulation+ Intimidation roll (three 
successes, difficulty 8). The bearer recovers and usually falls uncon­
SCIOus, awakening at the Storyteller's discretion. 

Certam obscure rituals cover the tattoo wirh elaborate 
c icatrice scars, removing irs power. Amputation of the affected 
body parr a lso works. Both methods reduce the bearer's Physical 
Amibures by one each below rheir pre-tattoo levels (minimum I). 
S ince this Effect does not raise the wearer's Attributes above the 
normal human range, it is coincidemal. 

• • • Blast Pistol 

Arcte 5, Quintessence 25, Cost 8 

A common Device among high-ranking Technocrats; the 
Sons of Erber and Virtual Adepts use variants of it as well. 
Depending on the pistol's nature, it may be a Buck Rodgers-style 
raygun, a hand cannon, a concealed laser or some other high-tech 
weapon. In any case, the pistol (or rifle) fires a Forces 2, Prime 2 
Effect ar whoever its owner fires at. A Dexterity + Firearms roll is 
necessary, and the target can dodge if she sees the blast coming. 
Each shot uses one Q uintessence. 

Conditioned by decades of science fiction, most modern 
S leepers will consider a Blast Pistol's Effects ro be coincidental. 
More rural viewers, however, will not readily accept such "unnatu­
ral" fears of magick. 

• • • • Mobile H ome 

A rete 4, Quintessence 20, Cost 8 

Sardonically named by the Virtual Adept who created it, this 
useful Talisman is a portable opening to a Horizon Realm. The 
si lver holder, about the size and weight of a c igarette case, folds out 
to form a door-sized metal frame. When it srands upright, the 
frame becomes coterminous with a fixed doorway in the Ho rizon 
Rea I m (Correspondence 4 Effect). Each being who passes through 
the gateway in either direction uses one point of the home's 
Qui n ressence. 

Finally, if the Horizon Realm contains a Node, the Talisman's 
bearer can meditate and regain Quintessence wherever he is, just 
as if he were meditating at the Node itself (Prime 3 Effect). 
However, rhe Talisman's own Quintessence cannot be replen­
ished remotely in this way. Sadly, the Mobile Home is almost 
always vulgar ro use. 

• • • • • Selective Mine 

Arere 5, Quintessence 30, Cost 10 

In 1967, the Euthanatos Master Takashi lrakamura, called 
"The Decaycr," entered the Shard Realm of Forces to create three 
of these devastating mines. The Decayer planned rouse them in 
a full-scale assault on the Technomancer Construct Nuli-B rhar, 
as it turned out, never occurred. While distracted in the Realm, 
lrakamura was ambushed by a malicious Umbrood. After the 
battle, the Eurhanatos plunged into a lengthy Quiet. He recovered 
in his Chantry on Earth and did not recall what he had done with 
the three Selective Mines. Since then, rwo mines have been 
de rona ted in separate incidents, one by Iteration X, the second by 
a Marauder. The last mine's locauon is unknown. 

A Selective Mine is a 50-pound meral disk that looks some­
thing like a manhole cover. No physical force ham1s it, and it has 
two dice of innate counrermagick. The only known ways ro 
~ctlvace a mine arc through Forces 5 magick (requiring three 
successes on the Effect roll) or hy speaking the activation word 
a loud while touching the mine. Each mine has a different activa­
tion word, and Takashi lrakamura no longer knows rhem. Several 
Umbrood who witnessed his battle in rhe Shard Realm know the 
words, bur they bargain zealously before revealing them. 

After speaking the activation word, the speaker may men­
tally picture up to ten o ther beings. The speaker, other pictured 
individuals and the objects they carry rake no damage when the 
mine deronares. 

The mine cannot detonate unless it is activated. Once 
activated, it detonates when it is moved again, or when any 
moving object or being (other rhan rhe speaker and other pro­
tected beings) approaches within 10 feet. When the mine detonates, 
everything within a 50-yard radius, except the speaker and those 
he pictured, takes 10 Health Levels of aggravated damage. This 
damage cannot be soaked or dodged, though a mage who is aware 
of the mine can use counrermagick. Anyone or anything beyond 
the 50-yard radius is unharmed. The mine is demoyed, and all irs 
Quintessence is expended. Though powerful, rhc mine's detona­
tion is coincidental in tech-friendly locations. 
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Important Places 
I see rhe work of gifted hands 
That grace cllese strange and marvelous lands 
- Rush, "2 11 2" 

The following places are known, at least by 
name, to many Tradit ion mages. 

== Horizon Chantry 
Horizon was c reated at the behest of the 

Council of Nine to house its G rand Convocation, 
and has mirrored irs fortune down through the ages. S ince its 
inception 500 years ago, the Council has seen slow progress and 
many setbacks, from the ill-fated First Cabal to the recurring 
vacancy of one o r more seats. Now that the Council has all nine 
members, most mages agree that Horizon has finally entered 
Summer after a lengthy S pring. 

As the focal point of the Council, Horizon is well hidden. It 
has no earthly aspect , and its portals regularly shift . Only the 
Masters of each T radition have d irections to Horiw n's Realm. 
When it's absolutely necessary for lesser mages to gain access, they 
are magicka lly blinded before entering the portal and accompa­
nied at all times. 

From the "outside," Horizon's main complex resembles a 
monastic compOund. The architecture and decorarion is a cre­
ative union of styles from many places and periods (though 
Modem Wesrem is poorly represented). The result is something 
unique and harmonious. The compound has hundreds ofbuildings 
- dormitories, an infirmary, gardens where many herbs (both 
mundan e and strange) are cultivated, temples and churches, a 
cemimen circle, workshops, classes and storage rooms. If the 
Ascension War were lost, hundreds of mages could retreat to 
Horizon and survive for dozens of years. The surrounding grounds 
resemble ro lling country, replete with groves where griffins, uni­
corns and o ther mythic fauna saved from extinction by the 
Verbena live, a sparkling lake and entire villages. 

The main building's interior is designed around the Kabbalistic 
T ree of Life. A round the Council Chamber lie nine private 
chambers, one for each Tradition, each with a small sub-Realm 
attached. Visitors fee l the press of history like a comforting 
blanket - creaking wood and stone, the scent of incense, o ld 
parchment and the ozone-rang from Etherlamps. Even the arched 
ha lls are cozy, as if warmed by wood fire. 

The Council Ch£\mber 
The Council C hamber is a high, domed ha ll. A large circular 

table of bluish wood stands in the cente r, surmounted by a crystal 
sphere. This a rtifact records all that is said in the chamber and can 
repeat entire conversations upon request. 
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Surrounding this table are 10 great sears. N ine of these are 
graven with the symbols of the Spheres, indicating the seating 
arrangement of the T radit ion representatives. The lOth seat was 
t raditionally set aside for envoys from outside the Council, few as 
they have been. However, a few years ago an unknown sigil 
appeared on the chair. Each T radit ion was quick to identify the 
new sigil with their own hypothetical lOth S phere- such as the 
Sons' Ether or the Verbenas ' Self - and thus claim an additional 
sear on the Council. Such claims were generally ignored. Mean­
while, the Order of Hermes continues ro decipher the sigll, with 
little success rhus far. 

At one time, rhe T radirions' representatives meet every nine 
years at summer equinox. The 59th Council is due in I 997. The 
schedule has not been kept of late. Only three representatives­
not including the envoys of the Hollow Ones - appeared for the 
58 th Council in 1988. Sadly, ir seems likely that only another 
emergency ( like end of the High Mythic Age) will cause the ent ire 
Counc il to assemble. 

The Archives 
Residents of Horizon are very proud of the Council Archives. 

Though not as vas t as the libraries of Ooissetep, rhe collection 
better represents rhe Tradi tions as a whole. Vast resources are 
available here, although browsers would be wise to remember that 
most references concern the history of the Nine Mysrick Tradi­
t ions. The stacks are hardly current, but reflect the transitions of 
history. A book on cosmology may be centuries our of date, but irs 
preservation intended to record a phase in metaphysical explora­
tion. 

The a rchives preserve many thousands of scrolls, books and 
maps. For many years, a filing system was non -ex isren t-arch i v isr 
N ichodemus Mulhouse had organized the stacks by memory. With 
the arrival of the Virtual Adepts, things have changed. Mulhouse 
gave grudging permission for them to download his memory and 
from it construct a com purer cata loging system. Many bi bl iophi les 
breathed a collective sigh of relief, since Mulhouse is nearing his 
580th wimer. Hopefully, the new system will be more user­
friendly than Mulhouse, who is often obstinate with those he 
doesn't like. 

MECHA 
A horrifying prison-Realm, the Construc t of MECHA is 

feared even among the Technocratic ranks. A harvesting station 
for bio-siphoned Tass, chis Construct becomes the final stop for 
many reckless mysticks and our-of-favor Technocrats alike. 

A massive indoor Realm, MECHA has been designed for 
maximum effic iency. This place is run with a cybernetic spy 
network that would frighten Big Brother. Those few mysticks who 
have escaped from MECHA te ll of a cold slave labor camp where 
rechnomagicka l collars dra in your life-force as you to il to create 
HIT Marks and o ther Technocrat ic weapons. Anyone unlucky 
enough to visit the Realm should expect heavy resistance, incred­
ible firepower and dehumanizing conditions. 



Doissetep 
One of the most ancient of Chan tries, Doissetep originated in 

what is now Thailand, bur has been magickally transferred many 
times throughout history. It finally retreated entirely to the Shade 
Realm of Forces after the Technocracy destroyed its earthly aspect 
in Spain. 

Arop a mountain in the center of an Earth-like Realm, the 
sheer immense power radiating from Doissetep's walls overwhelms 
all who look upon it. Cyclopean cowers rise 30 stories into the 
crackling, purple sky; its outer bailey runs a mile in diameter. 
Within this vast structure of stairs and secret passages dwell 400 
servants, 200 soldiers and more than 50 mages (mostly Masters) 
among LO separate cabals.lt boasts a cloudship hangar and perhaps 
the largest arcane library in existence. Doissetep is powered by 
seven great Nodes, among them Stonehenge, the th ird most 
powerful Node on Earth. 

Members of Doissecep hail from many Traditions, though 
Verbena, Ak<lshic Brothers and Hermetic mages are the most 
numerous. For a ll their diversity, most members have one thing in 
common: a dedicarion cowards destroying the Technocracy. How­
ever, deep in the midst of Winter as they are, cabals spend more 
time in power-politics than in cooperation. Ascension is all but 
forgo teen. Doisserep has become a study in hubris, stasis overcom­
ing dynamism and spiraling towards entropy. 

Autocthonia 
The mysterious "heaven" of Iteration X, this machine Realm 

is said co orbit the sun in both real space and the Deep Umbra. Few, 
if any, Tradition myscicks have visited Autocthonia and returned 
to cell ofiL Pirated Virtual Adept data suggests chat chis cybernetic 
Utopia combines spiritual, mechanical and biological elements 
into a living entity. The possibilities of such a place are chilling to 
consider. 

Entrance co Autocthonia is restricted, even co other 
Technomancers. It is thought chat te leportacion chambers in the 
most remote corners of secure Constructs beam pilgrims to this 
bio-mechanical wonderland. Aurocthonia's specifications remain 
classified at the moment. From all available data, however, it rivals 
Horizon for power, size and sheer resources. The truth may be 
revealed all too soon. 

The Digit ill Web 
The Virtual Adepts trace the Ncr's origins ro the telephone 

network created by Dr. Alexander Graham Bell. Those who con­
versed over the telephone almost entered a virtual reality where 
space had no meaning. They compared telephones to the telepathic 
communication of the Ahl-i-Batin. Adept Alan Turing theorized 
that they had stumbled upon Mount Qaf, the mind-shapable realm 
of the Ahl-i-Batin, lost for over a hundred years. He sacrificed his 
life in discovering a method of programming this "virtual reality." 
As wergild, the Adepts claimed the Net for their own domain. 

The Virtual Adepts are masters of the Digital Web, though 
nor undisputed. Other factions access the Net as well; after all, 
informacion ought co be free. Yet this generosity has turned against 
them - the Technocracy wants the Net all to itself. At this 
moment, Virtual Adepts and Void Engineers compete in a great 
race co fo rmat all free sectors (which currently seem limitless). 
Several areas of the Net include: 

The Crystal Palace 
Existing entirely within the Net, the Ancestral Chantry of 

the Virtual Adepts is founded on shards of information and spun 
from inspiration. It appears as a spanning, arching, mulri-towered 
virtual palace of crysral and pearl, glimmer and substance. lr has 
no doors to lock, no windows from which to spy. Passing through 
rhe polished walls is a maner of sheer will, cleverness and balls. 
The interior is an angular maze of halls, stairs and chambers. Data 
flows consrantly rhrough the walls, refracted and reflecred, fo­
cused and dispersed by their faceted srructure.lt's said thar almost 
any information can be found here, given time and patience. 
However, the longer this informacion is srored, the more likely it 
has been altered (ocherswouldsay"corrupted"; the Virtual Adepts 
prefer "transformed"). 

Many considers this Chantry's existence a mere cybertale. ln 
truth, very few outside the Virtual Adepts have seen the Crystal 
Palace. It never remains in a single sector for very long, and rhe 
access codes constantly change. Every Adept must prove her 
Eli tencss by locating che place ... each and every time she vis its. 
Thus, rediscovering the C rystal Palace is something of a repeat­
able Grai l Quest. 

Assuming chey locate the Palace, every Virtual Adept (and 
proven ally) is welcome. Ad hoc meetings are periodically held, 
presided over by the most Elite mage present. Others are seated 
according to Eliteness. Decisions arc made by vote. Tasks are 
never assigned; an Adept simply volunteers for any assignment he 
thinks is within his ability (or beyond, if he is daring or reckless). 
For all their high-tech gadgetry, the Virtual Adepts arc very much 
Arthurian heroes at heart. Simply replace martial prowess with 
ability, glory with a good rep, valor with guts and chivalry with the 
Hacker's Code of Ethics. 

The Spy's Demise 
This virtual bar is accessible to Tradition mage and Techno­

crat a like. In fact, everyone considers it neutral ground. No one 
brings violence o r vulgar magick inside the bar; the staff is quite 
capable of enforcing the peace. 

The Demise is a maze, an ever-changing labyrinth of shift ing 
levels, hidden cubbyholes, secret doors and smoky meeting rooms. 
Although a few large areas remain constant, siderooms and corri· 
dors come and go, sh i fr and reappear e lsewhere. These rooms often 
reflect the nature of their occupants. A room filled with Ecstasy 
C ultists might resemble a Haight-Ash berry acid house, while one 
playing host co Technomancers would seem flat and sterile. 

In these rooms, patrons can relax, sip Tass and hear all the 
latest gossip. It's even said that an animate cloak frequents the 
place, buying and selling used Talismans. Regulars include weird 
Umbrood beings, pulp heroes, entities shaped from pure data and 
icons of all types. 

When in the Spy's Demise, the only advice to keep in mind 
is "Don't be surprised." 
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Arterwards 
Stephan Wieck 

The cliche goes, "parents give their children 
roots to grow and wings to fly away." As parr of the 
team who put together Mage First Edition, I'd like 
to think we gave our child roots to grow. I'd like to 

think Mage succeeded in taking storytelling games 
into new avenues of metaphysical ex'J)Ioration, 
opening a few doors of awareness and understand­
ing about different cultures, philosophies and even 
religions that exist in our real world. I'd like to 

think Mage also entertains with passionate stories of personal 
heroism, redemption and pride. I'd like to think that we gave the 
game solid roots. I know one thing for certain, though: The wings 
to fly have come from Phil Brucato and a team of talented writers. 

Mage First Edition was not clean. It was not clear. The systems 
were not perfecr.ln the final throesofgivingbirth, it was impossible 
ro step far enough away from the project ro see if it read clearly, to 
sec if the essence of the game was well communicated. 

Then Phil Brucato stepped in, and has been developing Mage 
for the last two years. In supporting rhe line, he has orchestrated 
some of the finest game publications I have ever read. Now he has 
given new form to Mage itself with this second edition. I'm certain 
t~at those of you who have been with the game from the beginning 
wtll agree that this volume is a vast improvement over the firsr. The 
world is more sharply detailed, yet sti ll mysterious. It reads more 
clearly and more entertainingly. Make no mistake, this book is still 
so large, so all-encompassing, that I have no doubt new readers will 
st ill be overwhelmed on their first read-through. But that's the 
scope of Mage. That's what you paid your money for. 

So, on behalf of the fim edition crew, I want to thank Phil 
and all of the second edition writers for taking the kernel of Mage 
and honing it; for taking the form of Mage and vastly improving 
it. For giving the child wings. 

And to you, good reader, I thank you for exploring the world 
of Mage. I hope that you find things which will spark your intellect 
as well as your imagination. Stephen King once wrote (referring to 

critics who claimed that his horror fiction held no constructive 
cultural value) chat he viewed his books as firing pins for the 
imagination. Imaginative literature may not teach us how many 
bones there are in the human body, but it does cultivate our 
imaginations. And whose life isn't richer for a few daydreams? I 
think you'll find enough firing pins wirhin rhis volume ro keep you 
telling stories for the next century. Enjoy. 

Phil Brucato 
Two years ago, I was terrified. I had jusr been handed rhe 

newesr of the White Wolf line, five days before GenCon, and was 
told it Wl'IS all mine. A game of reali ty torn between four warring 
factions, with concepts char even boggled the creators. All mine. 
My toy, my job, my responsibility. Yes, Mr. Brucato, there will be a 
test on this later. Oh boy. 

Mage: The Ascension 

Anyone who saw me at GenCon '93 may remember a hag­
gard, half-coherent long-haired hippie dude trying very hard not 
to embarrass himself. I won't bore you with the details, but many 
things have changed since then. 

Mage has become a quest. Anyone familiar with the game can 
see my soap-box rants oozing from between the lines. I won't waste 
your time with a rirade espousing the Quest for the Self or rhe Inner 
Conflict on Enlighrenmenr's Path; by rhe end of rhis book, you've 
probably had enough of rhat. Yet that conviction is what makes 
Mage what ir is: Like all Whne Wolf games, ir is an intensely 
personal creation. It was for Stewart and Steve, and ir has become 
so for me. The tale has shaped the storyteller, as any good myth docs. 
The changes are personal, but rhey have been significant. 

Two years afte r Mage's release, we have this second edition. 
The changes cover more things than I could list. Chief among 
them, though, is the idea of magick ;~sa journey, an idea common 
to all mystic pracrices. The quest to creare Mage Second Edition 
has been a hell of a lor of fun. Perhaps rhe stories your troupe tells 
with it will broaden your horizons outside the game, as mine have 
been. Maybe rhey'll just be games. Either way, I'll be happy. So 
long as no one burns down rhe local church in the name of rhe 
Wyrm, a little shared hysrcria never hurt anyone. 

• Credit Where it's Due 

Mage is a work in progress; there's a grand design, bur even 
that pattern changes and deepens. Mage's world, therefore, is rhe 
sum of many people's contributions. Although Stewart and Steve 
Wieck and Chris Earley deserve the lion's share of the credit for 
the concept itself, ~Jnd I humbly rake a bow for its currenr state, 
everyone who has worked on one of the game's supplemenrs 
deserves credit for what you now hold. The following individuals, 
however, have played an especially large part in the form and 
substance of this game world. Though some have gone on ro orher 
things, I salure their contributions: 

Bob Asselin, Emrey Barnes, Bill Brtdges, Srevc Brown, Brian 
Campbell, Sam Chupp, Ken C liffe, Andrew Greenberg, Beth 
Fischi, Rob Hatch, Harry and Heather Heckel, Chris H ind, Sam 
Inabinet, Mark Jackson, Judy McLaughlin, Darren McKeeman, 
Jim Moore, Kevin Andrew Murphy, Keven (artist) Murphy, N icky 
Rca, Mark Rein • Hagen, Karhl.cen Ryan, Rich Thomas, Ehrik 
Winters, Teeuwynn Woodruff and wo many fans (with whom I've 
spent endless hours of enthusiastic discussion and debate) ro even 
remember personally, much less name. 

Narurally, I won'r miss the opporrunity to mention the other 
people who've personally influenced me, and by exrension, my 
work on Mage: Bill Bridges (for his friendship, critical eye and 
mcntorship); Wendy Blacksin (for her endless support, love and 
tolerance); Marion Zimmer Bradley (who gave me my firsr profes­
sional break); my friends and former gaming parrners Grey Becker, 
Chris Gibbin, Ehrik & Judy, Shadow Lied, John and Laurie Robey, 
Jennifer Starling and Greg Wilkenson; and, of course, my parents. 

And lastly, a bow of gratitude to all of you- the fans, troupes 
and critics who keep the game alive. 

Thanks, guys! Have fun. 

- Phil Brucaro, August, 1995 
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• Aspects/Character Creation 85- I 39 
(q.v. Experience Points; Foci; Traditions; 
T raits) 

Concepts 86, 89, 138 

Attributes 86, 89, 120- 121 
Abil ities 86, 89, 122- 130 

Advantages 87, 89, 130-137 
Finishing Touches 87-88, 90 
"Freebie Poims" 87, 90, 139 

Sample 89-90 
Prelude Questions 90-92 

Creation Chart 138-139 

• Aspects/Mage Path 29-35, 226-232 
(q.v. Ascension; Path, the; Seeking) 

Awareness 5, 33-34, 226-229 
Conflict 34, 229-230 
Resolution 34-35, 23 1-232 

• Aspects/Storytelling 142- I 55 
(q.v. Storyte ller; Troupe; C hronicle) 

C hronicle 143- 145 
Nuts & Bolts 145- 149 

Themes 149- 150 
Mood/Atmosphere 15 1-152 

Story Concepts 152-153 
Advanced T echniques I 53- 155 

Aggravated Damage 

see Injury 
Apprenticeship 10, 227 

Arcanum 18, 274-275 
Archetypes 

see Traits 

Arete 8, 71, 87, 134, 161,227-228,23 1 
(q.v. Traits) 

Ascension 6, 8, 30, 35, 38, 115,231-232 
Ascension War 6, 8, 31, 38-42 
Autocthonia 50, 289 

Avatar 6, 8, 31-32,60,71,92, 114-115, 
131 ,228 
(q.v. Traits) 

Awakened, the 5-6, 8, 33, 71 
Barabbi 10 

Cabal S, 56-57,91-92 
Caern 8, 23, 233 
Celestine 10, 235-236 

Certamen II, 47. Ill 
• Chantry (aka Construct; Labrymh) 8, 
19,25-26,56-57, 288-289 

Society 56-57 
Types 19,57 

Examples 288-289 
• Character Listings 

Aelida 282 

C heshire 89-90, 162-163 
(Cyborgs) 276 

D'Arcangelo, Anson 280 

G illan, Mark H. 275-276 

H!T Mark 50, 276-277 
Ik-Thazai 279 

Lord Talos Perd ix 281 

Manticora 279 
Men in Black 5 1,277-278 
Muntus-Kulmu 282 

Nattick, Arlan 278-279 

Olonga the Whisperer 282-283 
O'Rourke, Meggan 280-281 

Pattern Spider 283 
Pago-Pago 280 
(Paradox Spirits) 283-285 

Victors 278 
Zigg'raugglurr 281 

Charms 

see Charts & Tables 

• Charts & T ables 
Casting Magick 169 

Character Creation 138- 139 
C limbing 250 

Combat Reference 262-263 
Difficulties & Successes 

See Chapter Five 

Experience Points 139, 228 
Hacking 245 

Injury 265 

Interrogation 254 
Magick Reference I 70-171 

Oration 254 
Performance 254 
Quiet 178 
Repair 252 
Research 255 

Shadowing 252 

Spirit Traits/ Charms 237-239 
Strength Feats 25 1 

Stunt Driving 253 
Trait Ratings 80, 138-139 

Chronicle 143- 145 
Cinematic Example 160 

Coincidental/Vulgar Magick 8, 10, 64-65 
160-161, 163, 169 

• Combat Rules 256-263 
(q.v. Charts & Tables, Rules) 

Armor 260, 263 

Attack Rolls 256-257, 262 
Damage 257, 262-264 
Do 94, 125 261, 263 

Dodging 257 
Firefight 258-259, 262 

Initiative 249, 262 
Magick in Combat 260-261 

Melee & Brawl 259 

Soaking 257, 260-261 
Surprise Move 259 
Umbral 242 

Computer 

see Rules 

Conjuctional Effect 161, 187 
• Conventions 8, 50-53 
(q.v. Technocracy) 

Iteration X 50, 68 
NWO 51,97 

Progenitors 52 
Syndicate 52 

Void Engineers 53 
Council of Nine 8, 40, 42, 108 
(q.v. Traditions) 

Crafts 8, 55, 11 2 
(q.v. Solitaries) 

Custos 8, 55 
(q.v. Non-Mages) 

Dice Pool 80-81, 83 
(q.v. Traits) 

Dimensional Science 68, 170,216 
Demon 8, 22, 219, 235, 237 

Digital Web 24, 44, 89, 242-244, 289 
Doissctep 26, 34, 289 

Domino Effect 64 
(q.v. Magick Rules) 

Drahma 35, 94 

• Dramatic Systems 250-256 
(q.v. Charts & Tables) 

Physical pp. 250-253 
Social 253-254 

Mental 254-256 



• Effects 83,188-223 
(q.v. Spheres) 

-Correspondence 188-191 
Apponation 189 

Ban 189 
Bubble of Reality 190 

Divided Sight 190 
Chain 189 

Co-location 191 
Filter All-Space 190 

Hermes Portal 190 
Landscape of the Mind 189 

Open/Close Window 189 
Polyappearance 191 

Seven-League Stride 189-190 
Spatial Mutations 191 

Stalking the \''lid 190 
Ward 189 

Whereami! 189 
- Entropy 192-195 

Beginner's Luck 194 
Binding Oath 195 

Blight of Aging 195 
Destroy Thought 195 

Dim Mak 193 

Erode Matter 194 
Games of Luck 194,284 
Like C lockwork 194-195 

Locate Disorder 193 
Midwife's Blessing 195 

RingofTruth 193-194 
Sense Fate & Fortune 192 

Slay Machine 194 
- Forces 196-199 

Call Lighming 199 

Darksight 198 
Discharge Static 198, 287 
Embrace the Earth Mom 199 

Quantify Energy 198 
System Havoc 198, 281 

Telekinetic Control 198-199 
Tempest in a Teapot 199 

Walking on Water 198 

-Life 200-203 
Animal Form 203 
Better Body 202-203 

Genetics Scan 201 

Ho Tien C hi 202 
Heal Simple Creature 201-202 
Lesser Shapeshifting 203 

Little Good Dead1 202 
Mold Tree 202 

Mutate Form 203 

Effects (Life) 
Perfect Metamorphosis 203 

Physiological Emotion Control 

Prayer of Healing 204-207 
Rip the Man-Body 203 

- Marter 204-207 
Alter State 206 

Alter Weight 207 
Analyze Substance 206 

Destroy Structures 206 
Fragments of Dream 206 

Matter Pattern Dis. 207 
Sculpture 206-207 

Seeds of Gold 206 
Straw into Gold 206 
Tapping the Signal 207 

Transformers 207 

-Mind 208-211 
lEgis 210 

Al211 
Graphic Transmission 210, 284 
Manipulate Memory 211 

Multi-Tasking 209, 289 

No-Mind 209 
Pathos 210 

Possession 210-2 11 
Probe Thoughts 210 
Psychic Impression 210 

Shield 210 
Subliminal Impulse 210 

Telepathy 210, 289 
Unrether 211 

-Prime 212-215 

Bond of Blood 215 
Create Talisman 215 

Enchant Weapon 214 
Flames of Purification 215 

Heart's Blood 214 
Quintessence Blast 215 
Recharge Gift 215 

Rubbing the Bones 215, 284 

Sense Quintessence 214,276 
The Rush 214 

-Spirit 216-219 

Awaken Inanimate 218 

Breach Gauntlet 218 
Break the Dreamshell 219 

Call Spirit 217 
Create Fetish 218 

Deep Umbra! Travel219 
Detect Possession 217 

Exorcism 219 
Free Mad Howlers 218 

Effects (Spirit) 

Gauntlet Prison 218 
Living Bridge 218-219 

Psychic Sterilization 218 
Spirit Kiss 217 

Spirit Sight 217, 283 
Stepping Sideways 218, 233 

-Time 220-223 
Accelerate Time 223 

Internal Clock 223 
Posrcognition 223 

Programmed Event 223 
Sidestep Time 223 
Slow Time 223 

Songs of Future Days 223 
Time Sense 223 

Time Travel 223 
Ephemera 216-2 17,235,242 
(q.v. Umbrood) 

Epiphany 8, 31, 33-34 

Essences 30-32, 88, 114-115, 138, 228 
(q.v. Traits) 

Example of Play 266-271 
Experience Points 

see Rules 

Extended Roll 
see Rules 

FBI 272-273 

Fetish 73,134,2 17-2 19,237,245 
First Cabal 42-43 

• Foci 8, 72-73, 88, 179-184 
(q.v. Aspects/Char. Construction) 

Rules 181 - 182,260 
Types 183-184 

see Traditions 

Fomori 34, 54 
Gaia 9, 20 
Gate 9, 242 

Gaun tlet, the 9, 20 170, 216-219, 239 
Gilgul 9, 35,2 17 

Guardian 11, 31 
H eal th Level 

see Injury Rules; Traits 
Hidden World (aka Supernarurals) 7, 17-
19,34,60, 174.232-239 
H obgoblin 

see Quiet 
H ollow World 27 

H orizon Chantry 44, 288 
H orizon Realms 22, 25, 71, 239 
H orizon, the 9, 25,219,239 

Hubris 9, 34, 71, 230 

lncarna 9, 235 



Initiative 

see Combat Rules 

• lnjury Rules 264-265 
(q.v. Charts & Tables; Trait, Health) 

Aggravated Damage 1 71, 264 
Disease/Poison 264 
Fall ing 264 

Fire 264 
Healing 265 

Stunning 264 

Suffocation 265 
Inquisition 19, 273-274 
Katiab a1 Alacir 106-107 

Kathy Ryan Rocks 
see Layout & Prelude 

• Magick 9, 60-73, 159-223 
Cosmology 6, 60-73 

Magick/Magic 9, 30, 60 
Storytell ing 179-185 

Styles72,88,93-113, 179-182,185 
Magickal Geography & Influence 184-185 

• Magick Permutations 172-175 

Abilities & Magick 162, 175-176, 250 
Acting in Concert 172 

Countermagicks 167, 172-175, 189 
Examples 175 
Sensory Magicks 172 

• Magick Rules 161-171 
(q.v. Charts & Tables; Effects; Paradox; 
Rules) 

Automatic Success 164 

Botching 135, 167, 169 
Casting Time 161 

Countermagick 

see Magick Permutations 
Difficulty 163, 169 

Dodging & Resistance 166-167 
Domino Effect 165 
Examples 168-175 

Extended Rolls 163-164 
Magick Roll 163, 169 

Modifiers 163-171 
Mundane Knowledge 162 
Paradox 

see Paradox 

Range, Damage, Duration 165-166, 171 
Using Quintessence 165, 172, 212-215 

Using Willpower 135, 164 
Simultaneous Effects 161 

Successes Needed 163, 170 
Transmutation & Conjuration 187 

Marauder 6, 9, 18, 54-55, 114, 278-280 
MECHA 288 

Metaphysic T rinity 9, 31,62-64 
Methodologies 

see Conventions 
(q.v. Technocracy) 

Mistridge 42 
Multiple Actions 248 

Mythic Beasts (aka Bygones) 
see Umbrood 

Mythic Threads 73, 182 
Nephandi 6, 9, 18, 54, 114, 280-281 

Node 9.16, 19, 133,208,212-215,233-234 
• Non-Mages 55-56 

Acolytes 8, 56 
Consors 56 

Diabolists/1nfemalists 55 
Familiars 8, 56 

Hedge Wizards 6, 9, 56, 60 
One, the 30, 96-97 

Oracle 9, 47 
Order of Reason 34, 39 
Orphan 9, 112-113 

(q.v. Solitaries) 

• Otherworlds 9, 20-27, 209, 211, 239-
242 
(q.v. Realm Types; Rules) 

Descriptions 20-27 

Systems 239-244 
Three Worlds 6, 22-24, 240 

• Paradox 6, 9, 26, 34, 70, 137, 167, 176-
179 

(q.v. Magick Rules; Umbrood, Paradox 
Spirits; Quiet) 

Backlash Forms 70 176-178 
Explanations 70, 176 

Rules 167-168, 176-179,26 1 
Trait (char. creation) 13 7 

Path, the 5, 9, 30, 92 
Path of Descent 54 

Pattern (mystickal) 9, 66, 187, 196, 200, 
202,204,212,216 
Pogrom 9, 39, 53 
Portal 9 
Precepts of Damian 51 

Pure Ones 9, 30-31, 235 

• Quiet 9, 32, 34, 54, 70, 178- 179, 230 
(q.v. Paradox) 

Description 70, 178 
Rules 178- 179 

Quintessence9, 65-66, 13 l , 136-137,212-
215, 233, 235-236 
(q.v. Traits, Background) 

• Realm T ypes 9, 239 

(q.v. Otherworlds) 

Descriptions 22-27, 177, 239 
Defined by Name 239 

Reckoning, the 7, 38 
Resonance 9, 65, 71, 208, 230 

Rote 9, 16 1 

• Rules 145- 149 
(q.v. Charts & Tables and other bold list­
ings) 

Basic Rolls & Types 79-82 
Botching 80-81,83 

C haracter Advancement 226-232 

Computers 244-245 
Examples of Rolls 82 
Golden Rule 83 

Refresh Rate 83, 115, 135- 137 

Specialt ies 88, 120, 187,229 
Talisman Creation 

See Talismans 
Teamwork 8 1 
Wild Talent 226-227 

-Otherworlds (Umbra) 
Combat 261 

Cosmology 20-27, 239-242 

Magick 2 16-219,242 
Travel & Visitation 20, 22, 209, 

211,2 16-219,242-244 

Sanctum 19-20 
Seeking 9, 3 1-32, 178, 227-228, 231 

Sleepers 7, 17, 60 
• Solitaries 55-56 

Crafts 9, 45, 55 
Errants 10, 55, 275-276 

Hermits 55 
Orphans 9, 55 
Rogues 11, 55 

• Spheres 9, 65, 67-68, 83, 138, 186-223 
(q.v. Effects) 

Generallnfo 67, 162, 186-187 

Correspondence 68, 188-191 
Entropy 68, 192-195 

Forces 68, 196-199 
Life 68, 200-203 

Matter 68, 204-207 
Mind 68, 208-2 11 

Prime 68, 2 12-215 
Spirit 68, 216-219 

Time 68, 220-223 
lOth Sphere 68, 94-95, Il l , 186 

Sphere Affinity 88, 181, 226 
Sphere Specialties 

see Spheres 



Splitting Die Pools 

see Time Rules 
Spy's Demise 289 

Storyteller 83,142 
Storytelling Magick 146- I 48, 179-186 

• Talismans 10, 68, 73 , 133-134, 286-287 

(aka Device; q.v. Trairs, Backgrounds) 

Background 133-134 
Creation Rules 215, 218 

Sample Talismans 286-287 
Tapestry 10, 16 
Tass 10, 65, 233, 236 

• T echnocracy 6, 10, 18, 48-54, 61 
(q.v. Conventions) 

History 39-42, 48-50 

Avatar View 32, 113 
T echnomagick/Spheres37, 67-68186, 

216 
Terminology 48 

T ellurian 10, 16,66 

(q.v. Otherworlds) 

• Time Rules 79 
Action Scenes 249 
Extended Actions 8 1,83 

Multiple Actions 81 

Scenes 79, 83, 248 
Turns 79, 248 

·7\r· 

• Traditions 18,39-47,93-113, I 15, 138 
(q.v. Council of N ine) 

General Info 6, 42-47 

History 39-43 
Akashic Brotherhood 43, 94-95 

Ahl-i-Batin 45 

Cel.estial C horus 43, 96-97 

Cult of Ecstasy 43, 98-99 
Dreamspeakers 43, 100-101 

Eurhanatos 43, 102-103 
Hollow Ones 44, 55, 112-113 

Order of Hermes 44, 104-105 
Solificati 45 

Sons of Ether 44, 106-107 
Verbena 44, 108-109 

Virtual AdeptS 44, 110-1 11 
• Traits 80, 83, 114-139 

(q.v. Aspects/Character Creation, Rules) 
Abilities 83, 122-130 

Archetypes 115-120, 139, 229-230 
Arete 83, 87, 139, 227-230 

Attr ibutes 83, 120-121 
Backgrounds 87, 130-134, 139, 229 

Concepts 138 
Essences 114-115,138,228 

Health 137, 139 

Quintessence & Paradox 83, 87, 136-
137 

Willpower 8 1, 83, 87, 135-136, 230, 
23 7 (spirit) 

Triat 9, 62-64 
(q.v. Metaphysic Trini ty) 

Trinary Computer 111 , 245 

Troupe 83.142 
True Mage 9, 30, 60 

• Umbra 10, 66, 239-242 
(q.v. Otherworlds) 

World Descriptions 20-24, 26 
Rules 240-242 

• Umbrood 10, 21-25, 27, 235-239, 261 
281-285 
(q.v. Spirits) 

Charms 238-239 
Paradox Spirits 177, 235, 283-285 

Traits 237-261 

Types 235-237 
Unbelief 

see Paradox 
Wild Talent 

see Rules 
Wyck, the 10, 38, 108 

Zones 24, 239 



The Ma~ick Cheat Sheet 
Correspondence 
• Immediate Spatial Perceptions 

• • Sense Space 
Touch Space 

• • • Pierce Space 
Seal Gate 
Co- locality Perception 

• • • • Rend Space 
Co-locate Self 

• • • • • Mutate Localities 
Co-location 

Entropy 
• 
•• 

Sense Fate & Fortune 
Control Probability 

• • • Affect Predictable Patterns 
• • • • Affect Li fe 
• • • • • Affect Thought 

Forces 
• Perceive Forces 

• • Control Minor Forces 
• • • Transmute Minor Forces 
• • • • Control Major Forces 
• • • • • Transmute Major Forces 

Lire 
• Sense Life 
• • Alter Simple Patterns 

Heal Self 
• • • Alter Self 

Heal Life 
Transform Simple Patterns 
Create Simple Patterns 

• • • • A lter Complex Life Patterns 
Transform Self 

• • • • • Transform Complex Life Patterns 
Create Complex Life Patterns 
Perfect Metamorphosis 

Matter 
• 
•• 
••• 

Matter Perceptions 
Basic Transmutation 
Alter Forms 

• • • • Complex Transmutation 
• • • • • Alter Properties 

Mind 
• Sense Thoughts & Emotions 

Empower Self 

• • Read Surface Thoughts 
Mental Impulse 

• • • Mental Link 
Walk Among Dreams 

• • • • Control Conscious Mind 
Astral Projection 

• • • • • Control Subconscious 
Forge Psyche 

Prime 
• 
•• 

Erheric Senses 
Weave Odyllic Force 
Fuel Pattern 

• • • C hannel Quintessence 
• • • • Expel Base Energy 
• • • •• Alter Flow 

Spirit 
• Spirit Sight 

Spirit Sense 

• • Touch Spiri t 
Manipulate Gauntlet 

• • • Pierce Gauntlet 
Rouse & Lull Spirit 

• • • • Rend Gauntlet 
Seal Breach 
Bind Spiri t 

• • • • • Forge Ephemera 
Outward Journeys 

Time 
• Time Sense 
• • Past Sight 

Future Sight 
• • • Time Contraction 

Time Dilation 
• • • • Time Determinism 

• • • • • Future Travel 
Time Immunity 



~arne: 
Pl()yer: 
Chronicle: 

lr~ ~~®!Th~Q(Q)m)M 
~()ture: 

Essence: 
Deme()nor: 

Tr ()difion: 
Mentor: 
C()b£)1: 

~~~~~~~~~~~~~~~~~~~ 

Physic£)1 Social M ental 
Strength 00000 Charisma 00000 Perception ___ OOOOO 
Dexterity 00000 Manipulation 00000 Intelligence 00000 
Stamina 00000 Appearance 00000 Wits c:x::x:xx) 

~~~~~~~~~~~nm~ 
T()lents Skills Know ledges 

Alertness ____ OOOOO Do 00000 Computer 00000 
Athletics 00000 Drive 00000 Cosmology 00000 
Awareness ___ OOOOO Etiquette 00000 Culture 00000 
Brawl 00000 Firearms 00000 Enigmas 00000 
Dodge 00000 Leadership 00000 Investigation 00000 
Expression 00000 Meditation 00000 Law 00000 
Instruction 00000 Melee 00000 Linguistics 00000 
lntuition. ____ OOOOO Research c:x::x:xx) Lore c:x::x:xx) 

Intimidation 00000 Stealth 00000 Medicine 00000 
Streerwise. ____ ooooo Survival 00000 Occult 00000 
Subterfuge 00000 Technology 00000 Science 00000 

------------------~------------------Correspondence __ OOOOO Life c:x::x:xx) Prime. _ ____ OCXX)O 

Entropy 00000 Mind 00000 Spirit 00000 
Forces 00000 Matter 00000 Ttme 00000 

----------------~----------------B()ckgrounds 
___________ 00000 
_________ 00000 
___________ 00000 
_________ 00000 
__________ 00000 

Combat 
Weapon Difficulty Damage 

Arete 
0000000000 

Willpower 
0000000000 
DDDDDDDDDD 

• 

Quintessence 
oooo 

00 00 
0 0 
0 0 
0 () 
OOooOO 
P()r()dox 

Bruised 
urt 

Injured 
ounded 

Mauled 

tle()lth 
,Q 0 

----''1 q 
,1 0 

-~- ,2 q 

Cri led 
Incapacitated 

,2 0 
,s 0 

0 

Experience 
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