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INTRODUCTION

The world of magic is infinite. For everything you
know, there are a hundred things, a million things,
that you don’t. You learn how magic works, you
learn how mana is ordered, then you learn that
everything you had been taught was wrong. That
if you just look at it from a different angle, the
whole system of magic becomes something en-
tirely different. And maybe it isn’t even a system,

or at least not an orderly one.

Forbidden Arcana is all about exploring the back
roads and dark corners of magic, discovering the
hidden truths that tell you how little you knew
in the first place—and how much more power is
waiting to be grabbed. It starts with Seeing the
Invisible World, a guide for both Awakened and
non-Awakened about what magic looks like in
practice. If you want to geek the mage first, this is
your guide to recognizing who is doing the cast-
ing. And if you're a mage, here are some of the
tells people will be looking for if they want to rec-

ognize what you’re up to.

Next is Magical Mastery. While it would be
great to live long enough to be a master of all
forms of arcane arts, very few of us are dragons
or immortal elves, so we are often best served by
choosing an area to master, becoming better at it
than anyone else. This chapter is your guide to se-

lecting where to excel and how to do it.

Then we have Traditions, one of the most
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A light snow covered the ground and tumbled gently from
the sky, painting a picturesque scene of peace and tranquility
over the streets. It was a rare thing. Snow in Seattle was not
common, and peace in Redmond was even rarer. The snow
was keeping trouble indoors for now and left Abby to stroll
the streets on her way home from another late night at Stacy
Sweets’ Diner.

The peaceful scene lightened her heart, but her mind was
still Redmond Barrens born and raised. She saw the snow on
the ground as a way to mark the passage or presence of peo-
ple. The snow was a mixed blessing, as it muffled noise, mak-
ing it both harder to be heard and hear others. The chill air and
slippery streets kept go-gangers in their garages and cooled
the heads of thrill-gangs for the night.

She enjoyed the peace of the streets and the false beauty
that was laid out over the urban decay and detritus of Red-
mond, but the quiet night presented a rare opportunity for her
to take a different route home. She cut down an alley, check-
ing for tracks or signs of life before taking the darkened path
that would lead her towards Bl Park, known as Bought Park
to most locals. The Bl stood for Brackhaven Investments, the
former governor’s financial firm, that had funded the revital-
ization of the park as a bit of PR during the governor’s tenure

in office. The effort had benefited Brackhaven far more than
the local community because his construction contracts raked
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in the money from the high-cost urban redevelopment project
while locals were hassled and abused by the increased Knight
Errant presence during construction.

Regardless of local opinions, the final result was a wide ex-
panse of grass, trees, and bushes built within a patch of rolling
ground, with winding paths and a beautiful open fairway at
the center that might actually have local children gliding down
it tomorrow on anything slippery enough to sled on. For now
that space would be a massive field of white within a winter
wonderland of the type that Seattle rarely saw.

Minutes later, Abby was not disappointed as she stood
at the mouth of another alley staring across the street at the
white-topped wall of evergreen bushes that ringed the park.
The metal archway with the script Bl at its peak was covered
in a thin layer of white, contrasting beautifully with its dark
wrought iron. Beneath the archway, the footpath leading into
the park was devoid of any marring prints.

Abby changed that quickly. Once inside the maze of tall
evergreen shrubs, her senses opened to the cold and snow
rather than the possible dangers of the streets. She laid her
head back and opened her mouth wide. Tongue out, she en-
joyed the combined sensations of snow gently landing and
melting on her face and in her mouth. Her stroll was filled with
moments that would stay with her forever, but the cold, com-
bined with too many cups of soykaf, threatened to cut it short.



The night was late, but she was enjoying it far too much
to end it sooner than needed. She quickened her step toward
the open central plaza of the park—not to get to the beautiful
open scenery faster, but because she knew there was a re-
stroom there that she could use and extend her stay in wintery
dreamscape.

The warmth of the restroom was a welcome change from
the cold. After relieving her strained bladder, Abby decid-
ed to take a few minutes to warm up before heading back
out for more snowy fun. The lady’s restroom actually had a
sitting area separate from the stalls. It was a strange throw-
back to another day and time when the restroom was a so-
cial stop for women. She sat down and distracted herself by
clearing her inbox of old messages while checking on a few
of her favorite P2.0 streams. She uploaded a few pictures
she had taken before leaving work of the peaceful falling
snow. She wanted to load some pics of the park, but her
Redmond upbringing taught her it was better to post about
where you’'ve been than where you are. Instead she dug her
trodes out from her bag and stuck them around her head
before replacing her knit cap to hold them in place—and, of
course, keep her head warm. She linked her commlink to
her cloud storage and started the sim recording through the
trodes. Later on, everyone could upload her experience and
enjoy a moment of peace in Redmond.

BY SCOTT SCHLETZ

As she bundled back up to return to the joyous cold, she
caught a murmur of what sounded like a voice. She lifted the
hat from her ears and moved a little closer to the door. The
sound was distant but carried the distinctive rhythm of speech.
When it stopped, there was another similarly cadenced reply,
perhaps with a jovial bounce.

Curious about who was speaking, Abby slipped out the
door with appropriate Redmond caution. As she slowly
guided the door closed, night flashed to day. The sudden
brightness startled her, and the door slipped from her grasp.
As it connected with the frame, there was a crash like thun-
der. It took Abby a moment to realize the crash was related
to the flash, not the door. It was like lightning and thunder
at a distance.

The voices returned. She froze. This time she could under-
stand them.

“Did your Wiccan grandmother teach you that one?” The
voice was jovially mocking.

“If you have better, gutter slinger, toss away.” The response
had far less joviality, along with an air of pretentiousness.

“In fact we do! Sickle!” Seemed like the first voice was call-
ing an ally.

Curiosity bubbled up in Abby. The words Wiccan and
slinger tickled her mind with thoughts of magic. Real magic.
And it sounded like it was going on nearby. This wasn’t some
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trid show—this was going to be the real thing. Right in front
of her. The bubbles of curiosity inside her began to burst into
excitement.

Despite the danger of discovery, she crept to the edge of
the building to get a look. Peeking a single eye around the cor-
ner, she gazed upon the scene before her in awe.

The sloped central fairway of the park was an open ex-
panse of unmolested white. Small groups gathered at the high
and low ends of the slope.

Wiz-gangs!

At the high end, Abby could see a half-dozen figures uni-
fied by the shades of red they all wore on their gutter-chic
garb. She watched as one figure rose into the air, a swirl of
snow spinning beneath his feet. His red was a jacket the shade
of fresh blood with an uncountable number of zippers. Abby
thought of it as infinite pockets for his wizardly materials, a
flaw in her views based on too many Dawn of Atlantis ref-
erences by her little brother. Hovering several meters in the
air, the man—obviously Sickle—began waving his arms in a
swirling circular pattern. Wispy white clouds of smoke formed
around his waving hands that coalesced into white orbs as
Sickle shifted his swirling hand motion above his head.

In a flurry of motion, Sickle shot his hands forward. The
orbs sailed in a high arc across the open space between the
rival wiz-gangers.

Abby’s gaze followed the orbs. She didn’t even notice that
she had shifted further past the corner, her whole head poten-
tially exposed to their view. The orbs sailed high toward the
collection of gangers with accents of blue and silver on their
Trés Chic clothing, the starkest contrast between the gangs.

As the orbs fell, a blonde woman in a sky-blue pantsuit
cried out, “Aster, I've got this!” She swung both arms in wide
arcs, then held them over her head. The orbs impacted an in-
visible shield, flattening into white lumps.

Abby laughed to herself at the sight of magic being used to
have a snowball fight.

The gang in red laughed raucously at the panicked protec-
tive shield defending against the arcane practical joke. “Hey
Aster, you're lucky she protected you from all those snow-
balls! Wouldn’'t want a a little snow messing up your fancy
suits!” the leader called out over the distance.

Abby glanced back and forth between the groups, waiting
to see what came next. The laughs on the red side dwindled,
while the frustration and anger grew among the azure-clad
gangers.

A mild squabble cascaded through the ranks of the blue
gang. Abby heard one yell, “Nobody treats the Washington
Wizards like some common street gang!” So she knew the
identity of one of the gangs. Abby knew a lot of Redmond’s
gangs—it was part of surviving in the city—but the Ancients
was the only wizzer gang she knew, and they weren't really a
wizzer gang. They were a go-gang with a lot of magic. Wizzer
gangs just weren't common, and they definitely weren't big.
She counted a total of fourteen people out in the park, and
that was probably the entirety of both gangs.

The rumblings among the Wizards grew steadily worse,
fed by the laughter of the other gang that grew as their rivals
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failed to respond to their last spell. Abby was still rapt. She had
heard tales of wizard's duels but never seen anything of the
sort. She’d never even seen real magic until now. She waited
with bated breath for the next spell.

Abby’s attention was on the wrong gang when it started.
She was watching the red gang laugh and commiserate when
from the corner of her eye she saw a flash of white. Snow
swirled where the Wizards once stood, but they abruptly
were gone.

She heard the red gang yell, “Arcanists, prepare to play!”
The laughter stopped immediately as the gang took up a de-
fensive posture.

Abby’s eyes darted back and forth between the swirling
snow and vigilant Arcanists, two of whom rose up into the air,
lifted by unseen forces.

When the action came, it was fast and violent. Arcs of
neon-purple lightning shot down from above the snowswirl,
their unnatural color contrasting sharply against the snow-
white scene.

The fire followed quickly. Not the orange, red, and yel-
low of natural fire, this flame shot out and exploded in hues
of green and blue. It flowed through the air and across the
ground like burning water.

The attacks hit sparking shields erected by the Arcanists
through rapid, flicking hand gestures. The colors flowed into
and off the shields, not touching the gang of motley mages.

Abby watched the arcane fireworks with childlike excite-
ment. Her eyes darted everywhere, taking in everything, in-
cluding seeing what the Arcanists missed.

A figure in a black suit accented with top hat and cane
appeared in the air above and behind the cluster of red-clad
gangers. None of them noticed him, as they were too fo-
cused on their efforts to repel the onslaught from the front.
He spread his hands wide to the sides and then clapped them
together. The force of the spell blasted into the Arcanists on
the ground. All four tumbled forward. Their defenses broken,
the raining lightning and fire found targets. Flames exploded
on the ground and sent the tumbling gangers flying through
the air. Arcs of lightning connected, stiffening flying figures as
voltage tensed muscles. Their landings were hard, awkward,
and painful-looking.

One of the hovering Arcanists, a woman with a short-
cropped mop of bright-red hair, was quick to react. She spun,
arms flaring wide. The move sent a wave of energy, made vis-
ible by its effect on the falling snow, through the air. The wall
of force smacked hard into her hovering foe. The blow sent
him sailing towards Abby, top hat and cane left behind to tum-
ble to the ground. She lost sight of him as he passed over the
building she was crouched behind. She looked up and caught
sight of his continued flight after she heard him hit hard on the
roof above. He moved on, skipping over the hedge wall and
into the hedge maze adjoining the pathways of the park.

Abby’s attention was now splitin three. She wondered what
had become of the sailing, suit-clad spellcaster but couldn’t
bring herself to follow him while the action on the fairway con-
tinued. The Arcanists had recovered from the sneak attack, re-
turning the attack with a ferocity fueled by anger and rage. The



anger in their faces would have been visible at any distance.
Their first massive assault of mana forced the Wizards to drop
their invisibility in order to better protect themselves. Every
spell thrown by the Arcanists was tinged in fiery red light. The
air around all of them filled with a faint red haze that flared
bright when struck by enemy spells. Arcane energy dissipated
into the light, doing little to harm the intended targets. On the
other side, the Washington Wizards were panicking. Their plan
had failed to break the rival gang and instead had fueled them
to strike with abandon. Purple lightning and blue and green
fire were traded for shimmering white armor, electric purple
shields, and massive yellow walls of crackling energy.

The perfect smooth field of snow was quickly turned to a
pockmarked mess of green patches at the center of snowy
craters. Abby was surprised by the lack of scorching from the
fire, not sure if it was because of the cold or some aspect of
real magic as opposed to what she saw on the trid. From her
distant vantage, Abby began to spot a real color gaining small
footholds on the white scene.

Red.

Droplets of warm blood dripped from noses as casters
pushed themselves past their limits.

The scene before her was exciting, like an action trid in real
life, but the hedge maze kept calling to her. The ganger that
had been cast off the field had not returned. She had expected
him to fly back onto the field of battle, healed of his injuries,
but nothing emerged.

Abby crept away from the edge of the bathroom building
and back onto the park path. The sound of the raging battle
became muffled and distant. She hadn’t even realized just
how loud it had become while watching the scene unfold. But
now that it was behind her and her senses were focused on
finding the missing mage rather than catching every detail of
the arcane duel, the cracking lightning and booming fireballs
were a nuisance—and a rather loud one at that.

With her ears unable to catch even the slightest hint of her
cast-off quarry, Abby relied on her eyes. The snow was still
falling gently but had picked up in volume over the past hand-
ful of minutes, muffling sights and sounds. She wasn't certain
how far the ganger had been flung, but she knew he had to be
within the square spiral, a section of hedges off the main path
that had only one entrance and a path that turned in on itself
at every corner. It eventually led to a small central court with
several benches where people could sit before returning the
same way they came. As Abby stepped off the main path, she
noticed that no one else had traversed the snow within the
square, in or out. It didn’t mean much, since all these mages
seemed to be able to fly, but it was a detail her mundane brain
picked up.

Walking the path, she quickly noticed signs of the gang-
er's passage. Dots of red signaled his injury before she saw
him. Ridges in the snow had formed from the force of the wind
generated as he passed over the hedges. Snow was cleared
and shaken loose from the first hedges he clipped. Broken
branches and more displaced snow showed where he hit and
broke through a single circuit before she found his wracked
and twisted form draped over a bench in the central square.

Abby stopped at the archway signifying the end of the spi-
raling path. From there she could see his body, long and lanky;,
sprawling from the bench he had crawled to. Blood pooled
on the bench, melting the snow away in a river of red warmth,
crystals of icy blood lining the banks where the escaping life
finally succumbed to icy death.

Despite the freezing blood, the unnatural angle at which
his left knee bent, the jagged tears ruining the fine lines of his
suit, and the growing layer of snow covering his splayed form,
Abby could tell he was alive. His chest heaved slightly, and
small huffs of cloudy breath puffed into the air. It looked to be
a struggle for each one, but he still drew breath.

Abby dared a step forward. She half-expected an illusion
to drop as she passed the threshold and reveal the healed and
healthy ganger-mage waiting for her arrival as if this had all
been a trap for her, but her step brought nothing but the fur-
ther realization that the man before her was just that. A mortal
man. Death was not held at bay by simple possession of the
Talent.

Another step, and she was close enough to see the man
was not really much more than a boy. He may have had a year
or two at most on her sixteen. He was no wizened wizard; he
was a mystic mageboy.

His head shifted slightly, eyes meeting Abby’s through the
heavy falling snow, one bloodied and swollen but still open
and gazing at what must seem the apparition of death in a
diner uniform. He looked as if gathering every milligram of
strength he had as he stretched an arm toward her. She cringed
inside, unsure what power he was about to unleash as he died.

But nothing came. Instead the arm fell, the eyes opened
wider as they pled for help, and Abby stepped closer. Fear cast
aside, she saw the powerful wizard who had so recently been
hovering in the air and hurling lightning and balls of force as
nothing more than the teenage boy whose sense of invincibil-
ity had been shattered.

Abby took the hand that lay outstretched, lifted it from the
marble seat where it lay, and cupped it between her own. She
felt fingers weakly clench before falling slack.

She sat for several more minutes watching the lights flash
in the sky from the direction of the fairway, holding the hand
of the dying—or already dead—ganger the entire time. She
didn’t know if he lived, but she didn’t know what she could do
besides offer the scant comfort of her presence.

The frequency of flashes decreased, and Abby felt it was
time to go, thinking it best to not rely on the sentimentality of
gangers for her health and well-being. She gently laid the hand
back to the bench, placed two fingers to her lips and then his
forehead, and slipped back out into the maze of hedges.

Not sure of the route the gangs would take, Abby returned
the way she came. She tried to retrace her steps only to find
her stride was longer than normal, pulling her away from the
park. She had seen beauty and she had seen terror. And as
was often the case in the Barrens, they had arrived in the same
package.
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SEEING THE
INVISIBLE VWORLD

UNIFIED MAGICAL THEORY:
A MUNDANE VIEW

What is UMT? That's a great question and of utmost
importance when considering whether or not you may be
witnessing arcane talents in use. Let's start with the basics.

UMT was first proposed in the 2030s by Dr. Ava Nickson,
Th.D. Originally met with nearly universal opposition, it took
almost three decades and a presentation on a different
continent to finally be accepted. Once it was accepted, it
began leading an entire generation of Talented individuals
into following its formulaic patterns and style. Dr. Nickson
isn't even the one who ended up with the bulk of the credit,
though. That distinct honor went to two universities—one in
Prague, the other in Boston (may it rest in peace). In Prague,
the University of Prague, working with the University of Erfurt,
brought the principles to Europe. The Arcane Research and
Thaumaturgical Division of MIT&T in conjunction with (read
that as “funded by”) Mitsuhama Computer Technologies
brought it to North America. Their work created an alignment
of magical theories and belief systems that bridged traditions
and reshaped the very nature of the magic in the Sixth World.

No matter whether your fundamental magical beliefs were
hermetic, shamanic, Aztec, Egyptian, chaotic, or even just
some tricks learned on the streets, magic changed. It took
time. Those three decades | mentioned above passed, and
in the mid-"50s through the early '60s, when the philosophies
worked their way into the magical schools and the cultures
of the world, UMT slipped into the minds and views of the
everyday Joe. This changed the face of magic in the world—
the views of mundanes made Unified Magical Theory work.

Unified Magical Theory is about belief. But not always the
belief you think.

POSTED BY:. GLITCH

All magic in the Sixth World is not the same.
Shaped by the will of its wielders and the forces of
the manasphere, the same arcane cantrip can look
very different when slung by a chaos mage as op-
posed to spells cast by one who believes in magic
as a psionic gift. The scientists try to place rules
and formulae on every spell like chemical equa-
tions for mana, but that is not how everyone un-
derstands mana. The shaman believes, with every
ounce of their being, that their power is a gift from
their totem. They earn the power—they do not
control it and wield it at will, they wield it because
their mentor wills it, and their mentor favors them.
This belief shapes their power. The same belief
that will strip them of a gift that no hermetic ever
fears losing as long as they have their wits. These
differences mean that the same spell cast by two
different spellslingers, the same spirit called up by
two different summoners, or the same alchemical
creation developed by different enchanters can
have the same effects and abilities while having
absolutely zero similarities in appearance.

So how do we know when something is magic,
or what kind of magic something is, without the
ability to see the forces behind it? The truth is, we
can’t. It's a cold, hard truth for the mundane that
you will never know with one hundred percent
certainty what mojo is being slung at you. That’s
not to say you can’t come up with a damned good
idea of what’s going on, and that’s what this little
JackPoint piece is going to be about. I've taken a
couple of different angles with this and built up
a thorough—though far from comprehensive—
view of magic these days, focusing on the UMT
methods that most standard wageslaves learn, but
calling on those with a wider viewpoint for some
real street-slinger styles. Because in the shadows,
most of the magic that’s learned is figured out, not

taught in a college class.

o
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THE MAGIC
OF MUNDANES

Welcome to the Mundane Corner! This forum is
specifically intended for individuals born with-
out the Talent to talk about their experiences
with magic in the real world. This is a place to
talk about the magic you've seen, whether spell,
spirit, or flaming spin kick out on the streets—or
even at home. Remember this is all about meta-
humans, so keep the dragon sightings and para-
critter encounters to the forums where they be-
long. Try to keep your specific posts within the
headers where they belong to keep this all nice
and organized. Standard Matrix etiquette rules
apply; keep it civil. You never know when the guy
you’ve decided to flame happens to have a hack-
er pal (or be one themselves) who will work to
make your life miserable.

SIBLING MAGIC

ARJUANGUITZ241,
TENOCHTITLAN

They say magic is in the genes, but my twin broth-
er—yes, we're identical—is an adept, and I'm not.
It’s not fair. He has to suffer from all the phobes,
mana clingers, and scam artists out there. Bet you
weren’'t expecting that, were you? Being an ad-
ept was great for him, and [ was jealous for all of
about two years. They were rough. He was pop-
ular, and I was his weirdo twin who didn’t get any
powers. There were even rumors that he had ex-
tra magic that he’d stolen from me in the womb.
It was stupid. But then, the shine wore off and
people started to get jealous of him, sometimes
violently. He got into fistfights almost every day,
and while he won most of them, it wasn’t without
getting hurt. He transferred out of our high school
during his sophomore year. | made it to junior
year, but we didn’t go to the same place. He went
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to a special corporate school for adepts, spon-
sored by Aztechnology. | had to transfer to a new
public school when our parents moved us closer
to his corporate campus. It didn’t make it easier
to see him. They rarely let the students leave, and
after a while his loyalties were much more with
corp and country than family and friends.

In the end, it was a mixed bag. He barely sur-
vived being a teenage adept, and now he works for
a megacorp doing ghost only knows what, ghost
only knows where, to ghost only knows who.

DOVWVN4AMOJO02, SEATTLE

My cousin lived with us from the age of four,
when both his parents died in a “car accident”
that I later learned was a shadowrun gone bad.
He was the trid-trope son of runners, born with
magic. He had it young, too. My parents didn’t
realize, but | knew. He could float things around
and light small fires. Even had “imaginary” friends
that I later figured out weren’t imaginary.

His magic was pretty wild when he was young.
He stared intently, wiggled his fingers, even mut-
tered rubbish when he was casting.

Until he saw a documentary on the Hermetic
Order of the Auric Aurora. He became obsessed,
and that obsession focused him. His belief in mag-
ic went from wild and free with rubbish incanta-
tions to specific and focused with a right and a
wrong way to do things. He learned certain hand
shapes and motions to focus certain forms of en-
ergy and spent hours each day learning Latin so he
could read old texts on magic.

By the age of thirteen, he had serious skills, and
he found himself sought after by several corpora-
tions. The problem was, they wanted to know his
lineage. My parents only knew some basics about
my aunt and uncle, but it was enough to lead them
to the dossier the megacorp had on these former
runners.
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Mom was a Dog shaman, with the full-on belief
that her power was given by Dog and her loyalty
to her totem was the only way to keep her gifts.

Dad was a devout Roman Catholic. He learned
his magic as prayers to God and considered spirits
the embodiment of the forces of good and euvil.

Neither of them was anything like their son. The
mana didn’t care about their genes, just their belief.

My cousin belted out Latin phrases and chants,
posed his hands in a series of strict patterns, and
slung mojo that could melt steel.

CANUSLINGITAME,
INDIANAPOLIS

My mom’s got the Gift. She runs a small magic
shop in Indianapolis. I've watched her do some en-
chanting and helped prep a few poultices when |
was a kid. | remember watching in amazement as
she pulled together swirling threads of smoky en-
ergy that came from nowhere, bound them togeth-
er around the objects she had prepared, and then
seemed to push them inward and trap them inside.

I've never seen her sling a single spell. All of her
magic goes into things. Things | could manage to use
even though | don’t have a whit of magical Talent.

I've met a lot of her friends, too, people who
come into the shop and buy things from her or sell
her materials for her work. I've seen them cast in
the store, and I've gotten pretty good at spotting
the “rifts,” as I call them. That spot where the mana
changes places and goes from surrounding us as
an unseen force on another plane to manifesting
as some form of spell in our physical world. Most
of the mages that come in use a basic set of rules
for casting set forth by the various magic colleges
using hermetic traditions as their foundation, but
I've seen screamers, shamans, psions, voodoo
priests, religious types of all sorts. Magic has a
million mysteries.

WIRESOVERWIZ4LIFE,
DETROIT

I hate being mundane. I'm the only child of six
who doesn’t have any magical abilities. My oldest
brother is an adept. He got a job with Lone Star
before he even left high school. He got the nick-
name Thunder growing up because every one of
his abilities comes with a crack like thunder when
he uses it.

My other brother, still older, got the mixed
thing. A mystic adept, as he tells it. He’s got some
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abilities similar to our eldest brother, though with-
out the sound effects, and he can do stuff like turn
invisible and shoot lightning. I'm sure he knows
other tricks, but all he talks about is how secretive
he has to be about his talents because of the so-
ciety he joined. Sounds like a fraggin’ cult to me.

I have twin older sisters whose claim to fame is
splitting their magic between them in the womb.
Or so they say. One can cast spells, the other sum-
mon spirits, but neither can do both. They used to
play that the abilities passed back and forth be-
tween them, but switching places to fool people
all the time got old. Well, that and one of them de-
cided to actually sleep with the other’s boyfriend
to sell the switch. That was a fun Christmas.

My last sister is the family’s pride and joy, a full
mage. She can do it all. Well, she doesn’t have any
adept powers, but she has plenty of spells and
friends that help her mimic most of them, and
she’s got a great trick that pretty much shuts both
of my brothers off. I like that one. She got a full
ride through Ares and now works somewhere in
their upper ranks. She was actually the nicest to
me growing up. When we’d play, she’d give me lit-
tle boosts here and there to make me more like my
siblings. My parents always got excited when she
did that, thinking I was Awakening. Then they'd
yell at her for wasting her talents on me.

Oh yeah, my parents are both mundane, too,
but it made them feel like they were better than
a lot of other people because they had magically
talented children. Then they had me, and I burst
their special bubble.

My chrome does me just fine now.

CATHATER4REAL, BONE CITY

My sister is a shaman. Everything she does is re-
flective of her totem—I think that’s what she calls
it. When she does any kind of magic, even the
most minor tricks, her appearance shifts in some
aspect. The smallest change is usually her eyes.
She follows Cat (she told me it’s capitalized if |
ever talk about it), and her eyes turn catlike (or
Catlike?), with narrow vertical pupils, with the
slightest magical effort. When she really tries
hard—man, it’s crazy! She was showing off to her
friends once, and | happened to be around when
she used magic to make her beat-up junker look
all yerzed out. Her eyes went into slits, but then
this illusion(?) popped up all around her head and
body that totally made her look like she had a cat
head and a tail. She called it a shamanic mask and
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said that only shamans who were truly devoted
to their totems got them, and only when they re-
ally channeled their energy.

It's strange. Even when she casts spells and
summons things, she makes purring and meowing
noises. Sometimes it makes me really happy that
I'm not magical. Until she does things that | don’t
have a hope in the world of ever managing. Then
I hate her.

FEARTHEUNSEEN, BUTTE

The only thing my brother can do is view the as-
tral plane, but it’s still so cool to think about. He’s
tried to explain what it looks like, but I just didn’t
understand. Then he introduced me to a friend of
his who knows a spell to make the astral visible,
like creating a window where mundane folks like
me can look into the astral plane. | was jealous
of my brother until then. When the guy cast the
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spell and | saw all the dark spots and veins run-
ning through people, | was appalled. | could see
spirits all around. They were everywhere. | don’t
think I could live knowing how much activity is
going on around me, unseen by me—or if | could
see it, knowing how much is going on that | can
see. It’s scary either way, but at least now I can
pretend it isn’t going on.

NOSPELLSHERE, RALEIGH

My dad is a conjurer and has, for years, been
trying to teach me how to conjure spirits, even
though [ was tested and don’t have a lick of magi-
cal talent in my body. He’s convinced anyone can
do it, like magic in the dark ages and throughout
history was just people who had enough will and
the right formulas to make it happen. | keep try-
ing, not because I think it will work, but because,
first off, it lets me connect with my dad, but also
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because watching him do it is so interesting. He
uses a lot of stuff to make his magic work. In-
cense, candles, powders, chalks, feathers, sound
machines, instruments, and the occasional pile of
dirt. He chants when he’s summoning and when
he talks to the spirits, it’s always in Latin because
that’s the language the spirits he calls understand.

LOSTCHILD?708, PALOS HILLS

Sorry, this might get long. I've seen a lot of mag-
ic. My parents are both instructors at ArcanArts.
Yeah, | know it’s a magic tutor corp scam and tons
of parents send their mundos in, but a lot of actu-
ally talented kids have come through. My parents
screen them all early on, and they tailor the pro-
gram to each kid, trying to find the certain focus,
activity, or style that’s most likely to help ignite the
spark. Man, | sound like the ads, but it was true
with my parents, they cared a lot more about that
place than they ever cared about me. Sorry, sob
story done. The Magic. Top five most interesting.

Billy Rhodes loved sports. He dreamed of be-
ing an adept. It was the only thing he wanted to
be. He didn’t care about spells or spirits, he want-
ed to run, hit, and jump, faster, harder, and farther
than anyone else. His focus was so intense that he
mistook his real gifts for the abilities of an adept
early on. My parents knew better but in order to
get him to practice and push himself they let him
continue to think and perform his magic in ways
that seemed adept-like, but were in truth, cast and
sustained spells.

Billy did focusing mantras before running
jumps, used the hisses and shouts of martial arts
to focus, and did extensive stretching motions, all
as a means to boost his natural talent in different
fields, but none of it was permanently ingrained,
as are the gifts of an adept. After each use he
would feel the wear and tear of the exercises. The
harder he performed, the more it hurt. It all made
sense most of the time—work out hard, get sore—
but even when he would perform singular acts to
show off, he was getting tired. Drain, as my par-
ents called it.

Now, when he does little things, things that stay
within the realm of normal expectations for a hu-
man boy, his magic is barely noticeable. But, when
he does stuff that no one should be able to do, like
hurdle a two-meter fence or make a punching bag
explode, that's when you can see the magic. The
world around him almost seems to waver, like heat
waves over a hot summer street, or his punches
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actually create light when they hit. The best was a
standing jump | saw him take where he left a trail,
like a retro AR mouse cursor or an anime trid.

Next up, Emily Bhutan. She sent everyone run-
ning for the street on her first day when she lit a
wall of papers on fire. Not by accident. She came
in knowing she was gifted but hiding it from her
parents. She wasn’t the most pleasant little girl to
look at, and a few of the older kids, who were still
hoping for a magical miracle but filled with hate
and anger for themselves for failing, made them-
selves feel better by picking on Emily. Bhutan is an
easy name for even the dim to mock. She lashed
out, her entire body wreathed in hazy white flames
an instant before she cast gouts of orange fire at
her tormentors. She hit the board behind them (I
think intentionally), and the place cleared out fast.
My parents let her come back, but she only lasted
about two weeks before she got picked up by a
mega. Once real Talent was discovered, it usually
didn’t hang out in ArcanArts for long.

Derrick Byrd didn’t like me because | was the
child of the teachers, and he somehow thought that
meant | got special treatment. We've been over how
they treated me, so we'll let that lie. Instead we’ll
focus on the purple-and-black energy that swirled
around Derrick’s fingers as he cast spells. Sometimes
it was just wispy threads, barely noticeable; other
times it was massive swirls that he seemed to shape
before releasing them out into the world. The energy
didn’t usually travel far—most of the time it just dissi-
pated into the ether once it left his reach, but it was
always cool to watch, whether he liked me or not.

Ignatius Pasdenelli spent way too much time
reading fantasy novels. He took all that belief in
magic (with the help of my parents who thought it
was a good focus) and formed his own style and
method. He turned out to be one of those mystic
adepts, as they call them in the texts. He used this
inner-void mental-focus thing to “power” the abil-
ities he channeled within, and then cast his spells
like a blade-slinging wizard, complete with Elvish
incantations (and | mean Tolkien Elvish, not Spere-
thiel). Power made his hair flare, his cloak billow,
and his eyes occasionally glow when he cast. The
power of the mind to create delusions and shape
them into power with access to mana is a field |
think I should study further, what with all my expe-
riences in my younger days.

Scott Hyvinson couldn’t cast, summon, or
channel mana into himself worth a lick, but he was
able to sit in class, shape modeling clay into lit-
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tle people, and infuse them with a little mana so
they’d walk around and do funny things. He was
an outcast when | was young—no one was huge
into the enchanting concept yet because mass
reagent manufacture hadn’t become the lucrative
business it is now. My parents pushed Scott to try
to use the gift from a distance to animate the clay
but it never took. He became disheartened, as did
his parents, and Scott left ArcanArts. We kept in
touch, and I've sat and watched him shape that
same boring clay into flat discs that can heal cuts,
rolled up balls that explode, and pieces of clay that
he could hand to people to make them forget he
was even around. Last time I talked to him, he was
actually sculpting a replica of Michelangelo’s Da-
vid to see if he could animate it.

Meegan Foster had more invisible friends than
any other kid that ever came to ArcanArts. They
were only invisible to me, but you get the point.
She summoned them by singing Gaelic folk tales
that her grandmother, an exile from Tir na nOg,
taught her. It was beautiful to hear her sing. A lit-
tle eerie—creepy if you were the only one around,
and there was always a slight shrillness to it—but
still, the girl had an amazing voice. The fact that it
called beings to our plane is just another aspect of
her musical talent.

This was all before UMT became all the rage.
Now, the ArcanArts studios use tested, tried, and
true UMT techniques to pump out more wagemag-
es each week than they used to manage in a month.

SHADOVVRUNNER
ENCOUNTERS

HOTSOUTHERNNIGHT, ATLANTA

I was sitting in a café across the street from the
Ares offices in Atlanta when all hell came flying
out the front door. | saw this massive troll car-
rying something that looked like one of those
DocWagon stabilization units. He had it up on
one shoulder while he hoisted a massive gun in
his other hand. Anyway, that’s not the magic. Not
exactly. I know trolls are strong, but those units
are supposed to weigh a metric fragton, literally.
Three more armored-up runner types came out
close behind, but they weren’t the magic, either.
The mage was actually the guy sitting next to
me, sweating bullets. | thought at first that it was
because of the heat, but the real reason was that
he was sustaining some serious mojo. The troll ran
full tilt toward a roach coach—one of those food
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trucks—at the curb when the thing shimmered and
shifted into a straight-up trid-real, black runner
van, complete with a mini gun that opened up on
the front of the HQ. The mage stood up and start-
ed walking toward the drama, unlike everyone
else who was ducking for cover, standing around
like a dunce (me), or running like hell. He did this
little flick of his wrist and the air around him shook
(that’s the best way to describe it) and then co-
alesced into a field of blue lightning. By day the
field was visible, though barely in open sun, but by
night it would have been quite the spectacle. The
troll made the van, dropped the giant pod inside,
and then started taking chunks out of the side of
the building with the cannon he carried.

The mage yelled something, and the troll
switched up his grip to two hands as | watched
a white streak of arcane energy slide off him and
snap back to the mage. The troll went from gar-
gantuan to simply massive in an instant. The mage
jumped in the back of the van, and the shimmer-
ing blue field dropped off. | was totally focused on
him as he drew his hands together in a little swirl-
ing motion in front of his face and then blew out-
ward. | remembered seeing a wispy white cloud
blow out from his hands before I blacked out.

When | woke, they were gone, Knight-Errant
was questioning witnesses, Ares had a full AR
screen up along with some of their own spellsling-
ers recreating the facade, and everyone around
was waking up from a serious sleep spell.

It was like a trid, but real.

PUGETOLDTIMER. SEATTLE

I worked at a sec company for almost twenty
years, through plenty of magical discoveries, and
I can count the number of times | encountered
magic on one hand. It's memorable, but it doesn’t
happen every day.

Top moment:

I was working the dock gate for a private con-
tract in Fort Lewis. A delivery van pulled up, and |
stepped out to check credentials. Paperwork said
the driver was human, average Joe type. As the
window rolled down, I found myself staring at an
ork, cyber-eyes gleaming, bulky body armor way
out of standard for the delivery company, and no
chance of talking his way past me.

Out leaned this slender elf woman from the
back. She told me he was the new driver and there
was no need to confirm it with anyone. Told me to
just let us roll by.
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| saw the world wobble around her, and | knew
to the depths of my being she was lying, and letting
them through was the wrong move, but | let him
go right through because no matter what | thought,
she was right.

Investigations go on afterwards and they told
me it was some sort of spell. I certainly didn’t think
it was anything else but it felt totally natural to just
believe her. It'd be scarier if it weren’t so rare.

MILESABOVEYOU, DENVER

I'm not sure it was magic, but I'll describe what |
saw as best | can, and you guys tell me.

I was inside the Rock Shop in Denver’'s UCAS
sector. It was packed that night, and I was there
trying to have a good time. D] Carbon was spin-
ning, drinks were flowing, and the dance floor was
one massive grinding mass. It was a great spot to
slide into the crowd, get a little grind on, and strike
up an AR dialogue. The problem was, by the time
I went to slide out into the crowd it was all sau-
sage. The ladies were all clustered at the center
around this elf who looked like something out of a
bad Outlaw Murder Hobos trideo. He wasn’t even
grinding his gears. He had like a meter around him
with nothing, and then a nice clear look at all the
fine ladies dancing up a storm.

I was watching close at this point, but from a
distance as | had no desire to push through the
meat market, and every few moments | swore
| saw a little thread of smoke zip from the danc-
ing clown to a lady walking through the door. Ev-
ery time it happened, the chick ditched her man,
ground her way through the man mass, and joined
the center cluster.

That’s part one. Part two was happening at the
back line of ladies. They had a crowd of guys slid-
ing up for a groove and grind, but every time the
guys slid up, they almost made contact and then
slid off to move back into the crowd and start the
cycle of pushing to the front again.

Guys around the rim were pissed, there was
a bunch griping about the clown, but every one
that hopped out on the dance floor just joined the
crowd of crashing waves. It was fragging nuts.

Magic?

TOUGHTEXAN,
DALLAS/FORT WORTH

The worst place to be when runners come rolling
through the door is between them and their in-
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tended paydata. | was working as a receptionist
at a corp office tower—I’ll keep the details to my-
self—when this guy just walks right into the turn-
stiles like he’s going to get right through. | look
up and it’s Mr. Collins, one of our junior execu-
tives, but he’s dressed different than Mr. Collins
usually does and Mr. Collins had already passed
the security station an hour earlier to head up to
his office. Normally | would have referred him to
the security officers I work with, but they were off
dealing with some unruly ork ganger who decid-
ed today was the day to make his way into cor-
porate life.

It was all a setup.

The guy who came at me, who I'll call Faux Col-
lins, just slides out of the turnstile and sidles up to
the desk. The ork has everyone else in the room
looking at the ruckus while this guy lines up on
me and feeds me the lamest line about his gym
bag getting left at home. I'm ready to hold him
and just wait on the security guys when he smiles,
cocks his head slightly to the side, and tells me it’s
a one-time thing and will never happen again. I let
him through. I even do a quick check-out/check-in
mock-up for him to make it all legit.

Mr. Collins was sitting in his office the entire
time. Faux Collins was a runner with some subtle
mojo that had me doing everything | was trained
not to do and even helping cover the whole thing
up. All while his pal, the ork, kept the attention of
my co-workers.

When I think back, I can tell there was a little
something off in his head cock and the smile, al-
most like it was more ritual than real. Needless to
say Mr. Collins was extracted, and | ended up get-
ting transferred over to manufacturing while my
two pals from security got demoted to correction-
al services.

LAVW ENFORCEMENT
AND SECURITY

SEEINGISBELIEVING,
ST. LOUIS

My sister got kidnapped when we were younger.
My dad had serious clout with the corp, and they
put a mage on the case. He was the first spell-
caster I'd ever met; | was only twelve and a corp
kid through and through. “Sheltered” was an un-
derstatement. Anyway, this mage showed up and
trashed all the stereotypes I'd seen on the trid. No
mystical jacket, no bones, no magical accoutre-
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ments at all. He wore a suit like the other detec-

tives, had a perpetual cop grimace, and when it
came time to sling mojo, he wasn’t loud and big
with all his motions and incantations.

He checked my sister's room and asked my
parents a couple of questions, then went into her
room again. He didn’t like what he found because
he came out and asked me what her favorite thing
was. | told him, though it was way more person-
al than my parents would have known about. My
room shared a wall, and I could always hear her.
Still got scars to this day.

He went back in and had a bunch of her furni-
ture taken out of the room. He had her bed moved
to the center of the room and then set up candles
and incense while marking her floor with powders
and chalk. He didn’t make a big ritual out of it. No
chanting, no dim lights, no dancing, nothing but
walking the room and doing things like he was
setting the table for dinner or any other mundane
task. When he was done he laid on the bed for
about an hour.

Things were frantic afterward, because he’d
found her while she was being subjected to a rit-
ual of some kind that would have ended with her
sacrifice. He issued directions while stumbling
from exhaustion. I was panicked, but the adults
took over. By the next morning her room was back
to normal and she was sleeping off the traumatic
event.

FORROSA, AMARILLO

I don’t mess with the police. When they ask me
to do something, | do it. Not because it's my civic
duty, but because | know that if | don’t, they have
every right to stomp me until I follow their com-
mands, or physically can’'t move. And sometimes
they keep stomping you even then. The prob-
lem is, there are some people who don’t change
their ways, no matter how often you stomp them,
or who are just too big to stomp. To gain obedi-
ence with these types, our local Lone Star pre-
cinct brings out Mikey. Mikey, a.k.a. Officer Abra-
ham Michaels, isn’t the most talented spellslinger
around, but he knows a lot about spells that affect
people’s minds. Around the neighborhood they
call him the “perp whisperer.” Whenever there’s
a disturbance, Mikey comes along, has a conver-
sation with the angry citizen in question, and off
they go, quietly, with the authorities.

I can’t see auras or any of that, but | see whatev-
er mojo Mikey is using. Whenever he starts to talk,
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I can see this wispy smoke seem to reach out and
wrap around the head of the person he’s talking to.
Others can see it too, not just me, so it must be the
spell. When he talks slow, the spell seems to slow-
ly build up around the other person, but it can hap-
pen fast. | remember seeing Mikey arrive while Gil
Two-Ravens was in the middle of hoisting an offi-
cer in the air by the neck. Mikey just yelled “Stop!”,
the wispy whiteness flashed out at Gil's head, and
he just set the cop down. The cop yanked out his
baton and pulled his arm back for a big swing, and
Mikey did it again. Just yelled, and the white bolt
hit the cop. The two were both standing there in
front of each other for a few minutes while Mikey
took a seat on a nearby park bench and dealt with
the bloody nose he must have got from slinging so
much mojo so fast.

LOSTINTHEMIX,. SEATTLE

My sainthood ain’t never getting granted. | spent
four years doing time at the Kick—Killingsworth
Corporate Incarceration Complex—up in Seattle.
They don’t use mages very often, too costly, but
when they did it was a show and a half. Two big-
gest reasons they brought them in was to bring
down another of their kind or to search entire cell
blocks for weapons in massive sweeps.

The sweeps were pretty standard fare, tim-
ing-wise, and all the inmates knew to get the tools
off the block ahead of time, but occasionally they’d
catch a guppy who didn’t know better or lacked
friends. We’d all go into lockdown, and the guards
would bring in the black coat. They all wore long
black coats and all black clothes. Maybe to look
intimidating, maybe to stick out in a riot, I dun-
no, but the black coat would take a spot near the
center of the block and start chanting. Never loud
enough to understand, more of a mutter. He’d get
into a rhythm and then the “smoke” formed, white
tendrils that whipped out across the whole block.
It slipped through every cell and all the inmates.
I always felt a chill, but some guys said they felt
nothing. A lot of them slept through it.

Just so you know, there are criminals who ei-
ther: A) actually have magic and manage to hide
it; or B) Awaken in the joint. It’s a high-stress envi-
ronment, and a lot of guys there that are really just
kids. Once the black coats find them, though, they
take them off the block. I've never seen one come
back. Probably recruiting, since everyone thinks
they’re so valuable, but I'm sure a few get the brain
scrambler or “nuyen solution.”
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TRID AND STAGE
MAGEMUSESOOO, ATLANTA

I went to see Elfstrike in Atlanta and they use a lot
of spellcasting in their shows. The casting itself is
often as much a part of the show as the actual ef-
fect—probably more. All of them use Sperethiel,
but the actual chants aren’t some ancient code or
text. Most of it is just their lyrics.

“I'll bring the winds of fate to bear” creates a
swirling tornado effect on stage. The words are
the focus, but the flapping of Gallowglee’s black
mane occurs before the wind ever picks up.

“Til sight is no more mine to bear the burden of
your stare” strikes fans blind across a swath of the
audience. Those affected, and everyone else, see
a flash of white light from Arinscar. The blinded are
blind; the rest recover from the glare quickly. It’s all
part of the show.

WESTCOASTWVILLS,
HOLLYWOOD

The set crew for The Scrolls of Elfwind get to see
real magic all the time. The show uses real mag-
es for the effects instead of CGI or pyrotechnics.
They get slammed for their lack of realism a lot,
but that’s the problem with real magic—it’s not
the same as the stuff they show on the trid in ev-
ery other show. | loved me some Sukie Redflow-
er when | was ten. The show made magic seem
awesome. It was obvious when they wanted
flash, but she could hide even the most powerful
of castings.

On Scrolls, every spell can be seen being cast.
It's true to life. Spells are pulling power to our
plane from another, and when it comes through it
leaks a little—or a lot.

CORPORATE USAGE

JANE DOE,
PYRAMID ARCANE SUPPLIES

I love reading all these exciting magic posts, but
that’s not life inside the corps. I've seen real mag-
ic, lots of it, but it’s not exactly flashy. Most of
the corp mages | know do boring stuff, like au-
dits and inventories. They summon spirits for the
company to use on security. They work basic se-
curity gigs running weapon checks over swaths
of guests visiting the arcology. Now, | hear every-
one talking about how rare the Talent is and how
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these people are worth more because they're
rare, but they’re not once you'’re in a megacorpo-
ration. We gather them up and concentrate them
in our population. Sure, maybe well under one
percent of the world’s population are born with
some kind of magical potential, but once you
focus inside the corps, where they identify and
exploit every possible arcane resource that pops
up its head, that number goes up. The megacorps
have more Talent than the rest of the world, and
they use it all.

Don’t believe me? Here are a few examples I've
run across in my boring everyday corp life.

I've seen an executive pop into the bathroom
for a little social boost from their staff mage. A few
waves of the hands and flashes of light later, and
the exec’s teeth are gleaming, his hair is perfect,
and suddenly there’s just something about him
that makes you want to like the guy. Even if most
of the time you think he’s a complete fragbag.

| know that the warehousing department puts
in special requests around inventory time to get a
few specially trained mages down into the ware-
house to help get through the counts fast. The
mages block off sections that must pertain to the
limit of their ability and then sit at the center. They
mumble a few words, lift up their datapad or log
in their trodes and begin magically counting every-
thing around them. The ones I've seen create a sort
of haze in the air around the objects to be count-
ed as the spell progresses. Larger areas, or more
dense counts, usually push the haze all the way to
the point of fog. | have to say it isn't always about
saving time. The worst is when they do this not to
count the items in the first place but to audit the
counts performed by the mundane employees.

I know an executive who has a personal mage.
He gets a little reflex boost in the locker room be-
fore he goes out to compete against his fellow ex-
ecutives. They use the locker room because the
casting process looks like a white fire cascading
over his body that gets drawn inside or seeps into
his skin. It would be really obvious to do it mid-
game, so the mage has to sustain it the whole time.

Then there’s the obvious healing spells. I've
seen those all over the place. Everything from
closing a cut with a little glow, to repairing a bro-
ken bone or large injury in a blinding flash. Simi-
lar, but different, are the executives who use the
corp’s mages to detox them after a hard night of
drinking and partying. Depending on just how
much fun the exec had the night before, the pro-
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cess can look like everything from cold-weather
steam breath to their whole body smoking and
steaming.

I've seen the scary parts, too, like the corporate
lie detectors. The mages who sit in the room be-
hind you while someone from personnel asks you
questions. You don’t know how they are commu-
nicating with the questioners, but you can feel and
see the line of energy that is wreathing your head
and sliding through your brain with every ques-
tion, scanning for any hint of falsity.

My division has a high-security wing that is
staffed solely by spirits. The corp mages summon
them and set them to work on whatever assign-
ments we have. It’s strange, but it means theft is
unheard of, the turnover rate doesn’t matter, and
none of them are a concern for security breaches,
because when they’re done they just get released
back to their regular home metaplane.

We get a lot of security scans, too. Mages
come along, most of them chant some form of in-
cantation, and then splash us with white light. I've
been told it’s a security scan for weapons, danger-
ous chemicals, or explosives on our person, but as
I've never tried to bring any of those three into a
meeting where they are using these guys to scan,
it could all just be one giant show.

| see magic often enough to know when it’s
being cast. Most of the mages have similar incan-
tations, as do the shamans, and many of the sha-
mans get what they call a “shamanic mask,” which
is basically an illusory image that resembles their
totem, appearing over their head when they cast.

I've never seen a completely invisible spell.
I know a few mages who do everything without
the pomp and circumstance of hand-waving and
incantations, but then they get lights, sounds,
smells, and other visual effects. Hide-able, yes, but
still detectable.

© |t's things like this that make working against megacorps
fraggin’ scary. I've never even thought about the math,
but she’s probably right. They cultivate arcane talent, and
with that concentration they definitely boost the risk.

e Mika

© |'ve seen enough extractions of magical assets to know
that corps target one another’s mages. “Geek the mage”
is often replaced with “sleep the mage,” and runner teams
have been known to gather opposing mana-wielders in
order to sell them off to the highest bidder.

© Thorn
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THE MAGIC SHOW

© Time to talk about spotting mojo when you aren't a
slinger yourself. | pulled the starter over from a MagickNet
blogger who seems to have a clue, but my expectation is
for our Awakened members to pop in with their views and
opinions.

® Glitch

® The blogger should have a clue. He's a veteran face that
runs the East Coast shadows under the name C.J. He's
well-known for working with low-magic teams against
high-magic targets.

® |carus

| hate to say it, omae, but no matter how many
times you wish upon a star, order that at-home
gene therapy program, or visit the local alchera,
you aren’t going to be slinging spells, summoning
spirits, or running on walls in this lifetime. If you
don’t have the Talent, you don’t have the Talent.
But that doesn’t mean you need to fear the Tal-
ent. What you need to do is understand it, learning
how to identify its use and counter it with mun-
dane means.

Today we’re going to focus on identifying it.
First off, it's not always like the trids. But it can be.
Magic is shaped by the will of its wielder, not by
some mysterious series of arcane rules. There are
a few general principles we’ll need to cover, but let
me repeat that crucial point: Magic is shaped by
the man, not the mana.

Principle #1: The shifting of mana from the as-
tral to the physical plane is always detectable. It's
energy, and while you may lack the precise mental
software to see this particular kind of energy, you
can use the subtle or not-so-subtle shifts it creates
on our plane to spot it. | equate this to the “seeing”
of black holes. Even if you can’t see it because light
doesn’t escape, you see the effects it has on the
space around it.

© True, but avoidable, and in the heat of battle, who can
tell the difference between cordite smoke and the haze
created by a spell being cast?

© Haze

© Hey, the point here is to help, not nitpick, bitch, or boast.
Get helpful.
o Bull

Mana is greatly affected by the efforts of the
caster and their mindset, but no one has yet mas-
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tered the mindset of the perfect manashift. Even
when channeling small quantities, it's still like
opening a floodgate to fill a few cubic centimeters
of a test tube. You'll fill it, but spillage will result.
That spillage is the physical manifestation of the
casting, not the spell, that’s the fireball, bent light,
sticky hands, etc. We're talking solely about open-
ing the door to give you something to shape.

® That's well put. It also explains why often the little
sideshows that pop up from our casting don't care about
our mental paradigm. It's mana spilling over that shapes
itself by its own rules, not necessarily our world views.

® Arete

Principle #2: The more mana that’s shifted, the
greater effect it has on the physical plane at the
time of casting. Using our floodgate analogy, the
more you pull through fast, the wider you need to
open the gates to fill it at a fast rate. That means
you get a greater volume of spillage.

When someone tries to pull across enough
mana to throw deadly lightning or fire, or weave a
large enough illusion to cover a van, they need to
draw a lot of mana, but they don’t change the rate
of the draw. The “adverse manifestation,” a term
coined by Dr. Andrew Bollman, Th.D., is direct-
ly proportional to mana quantity required to fuel
the spell, mitigated by the aptitude of the caster.
Those who have trained and understood the prin-
ciples of manashift involved in powering spells are
better able to control their draw.

© This part is where the shamanic mask comes in as a
merged belief of the caster and the general population as
influenced by the media. Powerful shamans are expected
to manifest this totemic overlay and thus, in many cases,
the overflow of mana manifests in that form.

® Lyran

Principle #3: The manifestation of mana in the
form of spells, the abilities of adepts, the forms of
spirits, or the appearance of alchemical prepara-
tions does not obey a single paradigm of sensory
characteristics. No matter how much UMT anyone
forces into the world, mana will always be free
to take on other forms, because it is a substance
shaped by belief and, in some fashion, imagina-
tion.

| offer you Arien Neal. Blind since birth, Arien
has no concept of what fire or lightning look like,
yet he has learned to cast spells that allow him to
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control these forces. Not blind to the astral, Arien
was only able to study the shaping of the mana
and not the actual physical appearance. When
cast, Arien’s fire and lightning spells are both
black, because it is the only thing he knows. The
black fire still burns and the black electricity still
shorts things out. Others who have tried to mimic
this effect, based on studying Arien’s spellcasting,
have had no luck recreating the effect. It's not to-
tally unique; there are others who cast their fires
in other shades, as well as their lightning, but his
blindness makes his forms unique.

Sight is not the only sense. Scents related to
some individuals’ spells are different based on
their own sculpting and belief. The same with
sounds and even taste.

© The taste part is especially key for enchanters. Creating
potions intended to be ingested, it's good to have
someone who believes that taste is important. Too often
the belief is that potions are intended to taste unpleasant,
so the spell creates an unpleasant taste.

© Ethernaut

© Smelling a spell being cast is a strange thought, but |
know it can be done. The mana coming through takes
on aspects from every sense, even smell, so it is quite
possible to smell a spell. My sleep spell actually smells
like chamomile tea. | never really noticed, but a chummer
pointed it out on a job once; he and | notice it every time
now.

® Lyran

Principle #4: All magic does have a few im-
mutable rules.

A. Line of sight: A spellcaster needs to be able
to see the target of their spell. If they can see you,
you can usually see them. | understand there are
ways to avoid detection, but this piece is intend-
ed to inform, not quibble about the exceptions.
I will mention, though, that magical wards can
make seeing the target tougher, as with standard
barriers such as walls. Natural earth is nearly im-
possible—entities in astral space can’'t even pass
through it.

B. Concentration: To hold onto spells that are
sustained, casters need to concentrate. Signs of in-
tense concentration can be a clue to magical activ-
ity. Many spells don’t have this issue, but almost all
of the stealthy and mentally manipulative ones do.

C. Magic is physically taxing: Whether it’'s a
tiny spell to move a box or a large one cast while
riding in a crashing plane with a caged lion in an
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effort to stay invisible, spells have a cost to them.
Signs of exhaustion are a key clue to look for when
seeking the source of spellcraft.

©

©

Once the spell is cast and in place, detecting it is outside
the capabilities of mundanes without manatech. There
are a few small exceptions, and | guess this is the place
to put those.

Extremely powerful spells draw a lot of mana across
the threshold—enough so that they affect the physical
plane just by their very existence. A chummer named
Dozer wanted to show off and whipped up an invisibility
spell that, as he put it, “channeled so much mana that even
adragon wouldn’t see him.” Don’t worry, | already pointed
out the whole dual-natured thing. The point was, he really
did drag through some serious mana.The problem is the
spell left a trail of warped space all around him as it bled
mana from the astral. Sure, my eyes got fooled in terms
of seeing him, but | hit him with random objects several
times because | could hit the center of the wavy rift that
had formed. There’s a fine line in magic as to where you
cast; often, if you use enough mana to fuel your spell, you
start to overbleed mana from the astral.

Haze

That's the whole essay. Not terribly long, but with enough
info to wet your lips and use as a general primer for this
next open-air session. Awakened members, please help
with constructive comments. Explain your magic, what
casting or summoning looks like, or just give us some
insight from a school of magic you know.

Glitch

Let me start out this little dog-and-pony show so that we
of the rarefied nature and heightened talent can tell all the
shlubs, mundos, and groggies just how to see real magic.
Oh wait, how fraggin’ stupid is that?! Hit the streets and
figure it out. You get burned by someone throwing fire
and you don't see a napalm tank, it's magic! Suddenly
find yourself doing things you wouldn’t normally do for
a pudgy guy with a pendant fetish (and | don’t mean the
magical kind), it's magic! Seriously, I'll be elsewhere. This
is a waste of all our time.

Five Card

Dissenting opinions are allowed. But as a point of
education, JackPoint is still all about spreading info to
others in the shadow community. Not everyone has this
rare skill, so we help others understand them. Plus, the
more people understand that magic is not what they
see in the trids, the faster “Geek the mage!” becomes
a piece of history and we stop culling an aspect of our
metahumanity purely out of fear and jealousy.

Glitch
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There are many reasons why |, and others like me, do
not spend our time tempting fate with acts of exciting
daredevilry. The gift of Seeing is one of the least common
among all the Talented. The hard truth is that too many
fear knowing. They fear seeing their final day and living
in dread. | know my day. | have known the day of many of
my fellows. | have changed both.That is magic.

Time is fluid. We see a path, not the path. We can
redirect, but great wisdom is needed, for we know well
that we could be the architects of our own divination.

How does it look? | sit, | meditate. Others have told me
the world around me fills with a haze, but | do not see that.
| see the next day, the next week, the next year, the next
millennium. The power surrounding me warps the lodge
where | work. It twists the items of my tradition and leaves
behind reminders of my visions.

The few parlor tricks | can manage are taught through
my tradition. The trappings of the shaman are mine, but
not the shamans of the NAN. Runes, stones, and crystals
that are focused with Gaelic chants pull power across the
Veil.

How was that for cryptic to freak out the mundanes
checking this out? We aren’t all freaks. | really do use
all those things, but don’t think of it like I'm some old-
world anachronism who can’t live in the modern day.
My commlink is top of the line, and I'm up on most of
the latest innovations in magic. Especially in divination.
Listen to the guy who wrote the above, and perhaps listen
a little to Five Card. Learn from everything. Look for the
magic, or the tech masquerading as magic.

Arete

Well, that was more dickish than usual, Arete. What gives?
Slamm-0!

In need of a little entertainment as | get older. Amusing
myself is often my only course of action.
Arete

| learned much of what | know in a formal setting. But
| learned far more on the streets. Magic is not static.
The UMT is no different than my own learnings, and
the appearance of magic isn't going to change by any
great degree just because you learned it a different
way. Honestly, the blogger’s term manableed and the
relationship between the power of one’s channelings and
the level of skill with which they perform their arcane acts
are the best gauges for identifying magic in use.

Reckless or unskilled magicians (along with all other
aspects of the Awakened) produce blatant phenomena
when they channel mana. Yes, there may be a difference in
the color of the lights or smoke, and one may flare flames
while the other crackles with lightning, and a third becomes
swirled in darkness, but fundamentally, they're the same.
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Channel mana without control, and mana makes itself
known regardless of your desires for stealth or subtlety.
Axis Mundi

Fire-Bringer provides my gift, and his essence infuses
all of my powers. From the smallest trickle of mana to
the purifying fires, everything brings over a little of Fire-
Bringer’s essence. A small aura of flame around my hands
as | heal; the flash of fire around my head as | seek out
enemies; the fire that cascades across the targets and
then seeps into their bodies when | make them faster; all
of my spells have an element of fire.

I've been told by many others that this isn't necessary,
that it's my beliefs that make it happen. My counter
argument is that it is also my beliefs that make the magic
happen, so how could | have one without the other? |
know others learn a way to practice magic that is ferreted
from formulae and books, but my magic is granted to me
by Fire-Bringer. The ire of Fire-Bringer means | lose my
connection.

Others will argue that there is no external punishment;
instead, I'm punishing and limiting myself when the
connection is lost. Their beliefs are theirs, mine are mine,
and the power of Fire-Bringer is hard to disbelieve when |
call fire from the sky.

My power is pure and comes from a place on the
metaplanes they do not touch with their formulae. The
taint that their spells and spirits leave behind on our plane
is evidence enough that their magic is a sad theft of the
gifts provided by the entities we shamans call totems.
Ecotope

| love you Eco, but I'm not touching this with a ten-meter
stick. Let’s boil this down to a useful insight: If you see
someone wreathed in flame, it might be magic.
Slamm-0!

The sad truth is that most magic, you will never see
coming. My spells can be cast with a minimal of physical
effort, and as long as | control the flow of the mana | am
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using and avoid letting it slip from my control, no one
sees my spells. | use a mental script based on formulae
from proprietary research from my days at MCT that I've
expanded with my own research. | don't create a haze,
smoke, fire, electrical energy, or any other blatant sign
that something arcane is going on.

Neither does MCT, for that matter. Keep that in mind.
They train their mages to avoid that. They teach that
magic is simply a science to be understood and then
manipulated with formulae by those who have access to
its power.

My lesson here is that you simply need to accept
magic as being there and part of what is going on in
our world. You don’t seek to understand how pulling the
trigger makes the gun work—you just know that guns are
bad news, and there's a good chance you may run into
one someday. If you see someone who has a gun who
isn’t using it, or who is holding it in a way that makes it
look like a decoration, you may have spotted the mage, or
the decker, or the face. Or a street sammie who loves to
quickdraw, so they don't keep the weapon in hand.

Believe in magic. That’s my advice.

Ethernaut

Wires make most sammies as fast as the bullets flying at
them.Teach them to spot the signs, and most mages won't
get halfway through two finger-gestures and the slightest
flicker of something before they put two in the chest and
one in the head. When you work at bullet speeds, magic
mutterings just don’t keep pace.

Jimmy No

Ethernaut makes a good point. Some mages don't
learn with flash, and they’re good enough to keep the
manableed to a minimum. Recognizing the style of
dress or the outfitting for a mage can be just as good as
identifying the magic itself.

Mihoshi Oni

Seeing magic with mundane eyes is simply a matter of
opening yourself up to the details. Magic will always
change the physical world with its presence. The chill in
the air, the slight shimmer of heatwaves, a subtle scent of
lavender, the tinkling of bells, a taste of copper. All have
been physical effects of my casting.

Even the complex methods of magic that a certain
painted elf taught me, which are designed to be harder
to detect, still create secondary signs that can be sensed
by mundanes. Mana has that effect on the physical plane.
It wants to do more. It wants to change everything it
touches.

When it comes to spotting magic, the secret is, sweat
the small stuff.

Frosty
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I'm a big fan of trying to get people to know not just when
magic is being used on them, but also when magic is
being used on someone else.There are plenty of signs I've
seen (besides the really strange behaviors). This mostly
pertains to spells that manipulate minds and emotions,
because if the glowing forcefield around someone who's
protected by an armor spell isn’t enough to tell you there’s
magic on them, you have a deeper need for insight than |
can currently fill.

One big tell I've come across are the signs of an
internal debate being made external.You've got to be able
to read body language for this, but an internal tension
while doing things that really shouldn’t cause such issues
is a good clue that magic is involved. Sure, it could be from
some other force getting someone to act against their will,
but with magic the fight to regain control appears as jerky
movements, sweating, shifting eyes, or stiff motions. It's
only a few signs, but it can start clueing you in to trouble.

Another sign is the eyes. | mentioned the shifting
eyes above when someone is fighting the arcana-induced
impulses, but there are three other eye conditions that
indicate magic in use: the glow, the haze, and the bleeding.
The glow is a faint glow within the pupil of the eye or a
radiance to the iris. The cause is similar to some of the
earlier discussions on manableed. Here the power being
used to muddle, control, or manipulate the mind comes
through as a glow within the eyes. Extremely powerful
spells can make the entire eyeball glow. The haze is a
deadening of the eye, similar to the way people describe
mages perceiving the astral plane. Their eyes just kind of
gloss over and become glassy and empty. The bleeding
sounds terrible, but the reality is less sinister—and easy
to mistake for more natural events. The eyes become
bloodshot (sometimes to the extreme, but that's rare) as
with the glowing eyeballs. As a result of the individual
trying to fight off the mental manipulations, they overstrain
the blood vessels in their eyes, making them burst. There
are plenty of other things in the world that cause bloodshot
eyes, so don't presume everyone with bloodshot eyes is
under the influence of magic, but use it as a stepping stone
to look for other indicators in their behavior.

Haze

My tricks and trappings aren’t like anyone else’s on JP, so
I'll give you the lowdown on more traditionally Eastern
styles of magic and what it looks like. Thanks to years of
pre-Awakening traditions and a culture that never truly
stopped believing in the mystical, the Wujen tradition
has quite a bit of flash and flare within our traditional
practices.

The casting of spells, summoning of spirits, and
enchanting of foci are accompanied by glowing eyes,
electrical discharges, glowing patterns etched in the air,
and auras of energy.
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The physical trappings of Wujen talents are many.
Traditional casting styles are taught to all Wujen that
involve the use of focusing crystals and traditional fans.
The use of specific body positioning and movements in
order to gather and focus mana into the forms we know
can be beautiful and deadly at the same time. Most
of the forms are based off the movements of hand-to-
hand combat, and the remainder come from traditional
dances. A rare few are neither martial nor graceful, but
rather they channel energies for powerful spells, spirits,
and enchantments (though those who have witnessed
such things are unlikely to recall what they saw, because
most of the forms leave them without life or remaining
wits). Along with movement, Wujen wrap themselves in
the traditional trappings of their art and the culture it is
built from.

The most common is the fan. Often enchanted as a
focus for power, some are weapons or even complex
multi-faceted foci merged in a single form. Traditional
weapons come next, though rarely used in their intended
form. Instead, they flash and flutter in a way that frequently
draws attention from the power being drawn. Watch for
the magic behind the flashy sword work. You could be
prepping a parry when suddenly you're slammed by a
bolt of lightning.

Basically, Wujen is just as flashy, sometimes even
more so, than trid magic, but its flash gives it power.
Jimmy No

Loud, flashy, and full of howling and growling. At least
that's what | like most people to believe. It's also what a
lot of pups think is the way to go. Howl to Wolf for power,
and that makes you a better shaman. | howl every once
in a while—sometimes in pain, sometimes in pleasure,
and sometimes to give myself a little more connection to
Wolf—but | don't do it in the middle of a run. I'm old and
wise, though. If you are looking for a young shaman, look
for the animal behaviors. Wolf and Dog shamans often
howl! or growl, even as a social behavior. Followers of
Cat can't sit still, constantly keeping their distance until
suddenly they're on top of you.

Those are social behaviors, though. How do you spot
their magic? It's ritualistic and often tied to some native
or local tradition that they've taken as their own. It's also
full of manableed, as everyone keeps calling it. They don’t
control the mana coming over, and the excess is shaped
by their style into some physical manifestation. The
howling you hear, sometimes it's not the shaman'’s voice,
but rather the mana bleeding over.

The shamanic mask is the best example. Doesn't
happen to all of us, but many take the visage of their
totem as an honor. | am among those, but | know how to
be subtle with it. But | know that even my techniques can
be spotted by the careful.

No matter how much control we exert, magic is a
living power. It wants to be revealed. Don't think too much
on it. There are always signs. | can’t see myself, but I've
been told that even when I’'m being subtle, my eyes flicker
between colors, my aura appears for a moment, my voice
ascends to vibrato, my fingernails turn black and claw-
like, or my hair waves in the wind with no helping breeze.
Little things that stick out, but aren’t necessarily flashy or
completely other-worldly.

Be on the lookout for the subtle.

Lyran

Magic is both within and beyond the senses of the
untouched. It flows around them, and yet they are as
much a part of the mana as any conjurer or adept. Linking
the power between realms and shaping the flow may be
beyond most, but feeling its touch is not.

We can see the magic by opening our mind to its
presence. The subconscious will notice. Our minds will
see the change. We are only blinded by our own sight.
Open eyes with a closed mind will see little.
Man-of-Many-Names

There's easy stuff to tell for adepts, and also harder
stuff. Since the mana is being focused inward, it's
often tough to tell when the channeling occurs
because it's infusing muscles or shifting bones around
inside the body, hidden from view. The giveaway is
usually when you see their actions and reactions are
supermetahuman. The problem is many people don’t
understand what that means. Prior to the Awakening,
the fastest and strongest humans could perform feats
without magic that today even some trained adepts
can't manage. Strongman Paul Anderson lifted
almost three tons without the aid of magic. Usain
Bolt could run almost forty-five kilometers per hour
without magic. Can these feats be beaten now? Yes,
but not easily.

To tell when magic's going into a physical feat, you
have to see more than just the act. You have to really
look at the individual. Paul Anderson and Usain Bolt
are unique physical specimens, and though the media
portrays almost all adepts with models and body builders,
it's not what the majority of us look like. I'm lean and lithe,
but I'm not ripped in the way Ursk Bane is in Hammer
Fists. Keep an eye out for the average Joe doing above-
average things.

I know Ma’Fan is going to want to talk too, so I'll leave
the over-the-top and externally focused stuff for her to talk
about.

Mika

As much as Mika likes the dig he thinks he just got, | was
actually planning on talking about the ways to spot an
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adept through the term introduced earlier, manableed,
because | wasn't sure he had a strong enough gift to ever
experience it.

The two most common sources for the powers of an
adept becoming apparent to the mundane are pushing
too much mana and losing concentration, sometimes
at the same moment. Though the energy is channeled
inward, it still passes from astral to physical to adept.
Some learn to gather it outside and move it in, while
others keep the channeling internal. There is no right or
wrong. The former is easier to detect as adepts use kata,
hand sign, or scripts to shape the power before letting it
cascade over or into their body. The same movements of
body or mind can also be used by internalists without
the external energy becoming visible.

The appearance of the adept’s energy isn't
standardized. Adepts have yet to get fully roped
into the UMT mindset, but many adept schools and
training facilities are creating a standard style that lacks
individuality but increases the efficiency of learning. It
is also creating a standard style for the identification of
their powers. They teach the same katas and focusing
movements, as well as the same meditations in order to
enhance and develop new abilities.

The utilization of certain gifts among adepts can
result in small flashes of energy as eruptions of light
or sound. Returning a thrown object in a flash leaves a
trail of images. The whip crack has been a staple of the
killing hands power for almost a decade. Speed and
power enhancements create energy flares that wreath
the adept in energy, sometimes in the form of flames,
lights, smoky energy, or trails.

Ma'fan

Oh, | forgot to mention something | know much more
about than Mika: the benefits of connection to a totem.
Cat smiles on everything | do. As with many others who
gain guidance from an otherworldly power, it infuses and
flavors my gifts—with a touch of feline charm, in my case.
Wolf’s adepts are beastly; Wise Warrior infuses discipline;
Owl seeks wisdom and wise followers; Bear’s people
grow strong and powerful.

And the shamanic mask falls over its adept followers
just as it does casters and summoners.
Ma'fan

Anybody hear from ‘Hawk lately? | expected a post but
haven't seen him log on in a bit. Anything?
Bull

Magic is not ours to hide. The loa want magic to be seen.
Or they don't. It's not a choice | make, but | know my
magic has flash and flare far more often than not. Even
the weakest of efforts shows the presence and gifts of the
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loa.The most common is the smoke wreathing my hands
and the scent of burning incense.
| know others of my tradition who gain the pallor
of death or a ragged wildness to their hair. Some have
smoking breath, eyes, or ears. The white eyes are also
common, as well as pointy teeth. All of these are illusory
but still obvious changes that can identify the use of
magic.
© Ferris

© Everything | do is otherworldly! Every spell | cast comes
with a whole lot of extra flash and flare. Smoke, light
flashes, fire, shifting colors, arcs of electricity—and that's
just how | light a cigarette. When | came into magic, it
was the most wondrous thing in existence, and | built my
spells, and style, around making it so flashy no one could
possibly miss what was going on. Now, how long am |
meant for the shadows? No clue. Maybe I'll get noticed
and get my own trid, maybe I'll get noticed and be the
next victim of the “geek the mage first” mentality, but for
now, | got no choice but to work on the periphery and use
every trick I've got. That means being flashy.

© Havoc

THE WILL OF
THE MANASPHERE

POSTED BY:. FROSTY

The discussions about spotting magic and all the
talk of what it looks like for different folks made
me think about how often those expectations
are twisted or shifted—not by the beliefs of the
user, but by the alterations to the mana field of
the astral plane itself. What we commonly refer
to as a background count does not just provide
a challenge to utilizing magic under its influence
but also shifts the appearance of magic within it.
| pulled from my own experiences and the expe-
riences of many of my contemporaries, as well
as readings from older sources, to come up with
some of the explanations and examples | present
here.

We have spoken on how our magic works
when it works under the control of our will, but let
me review how it works when our will isn’t nearly
enough to control its shaping. Those times when
mana simply wants to be, not to be controlled.

First, I'll point out that any changes to the lo-
cal manasphere can change how mana works and
the appearance it takes on. Whether these chang-
es are an increase or decrease of the local mana
pool, a change in the aspect of the local mana to-

25

THE INVISIBLE VWORLD




>» FORBIDDEN ARCANA <«

ward a specific flavor or style of magic, an area of
disjointed astral/physical connection known as an
alchera, the rippling changes of the mana storms,
or even the variations injected into local magic
through various spells or metamagical techniques,
it will shift one or more elements of the efforts put
forth by mana users when connecting to the pow-
er in a region of altered mana. These effects run
the gamut of changes, and being ready for these
shifts could save a runner’s life. Being prepared
could save that second of shock that could cost
your life in a dangerous situation.

Mana ebbs are places where the local mana
is diminished, meaning there is less to draw on
to fuel powers and spells. For spirits summoned
in these spots, it’s like operating in thin air. Every-
thing they do is a struggle. It all takes more effort,
or their effects are diminished within the ebb. Spir-
its are going to be unhappy when summoned or
tasked to operate in an ebb. If you don’t care about
the spirit, no biggie, but if you try to maintain a
decent reputation within the spirit realm, you’ll
want to ask less or offer more for their assistance.
They also, really, really, really, hate being asked to
materialize in a major ebb. The ones I've spoken
to equate it to being forced to sprint at the top of
Everest. They also tend to feel physically dimin-
ished and appear as if they are ragged or falling to
pieces while they're present on the physical plane.

Adepts almost instantly feel the effects of an
ebb as it limits the amount of mana they have ac-
cess to—and therefore the abilities they can uti-
lize—on a continuous basis. Most adepts also ap-
pear tired and a bit worn down after only a short
stay in an ebb. Their powers often lack the gusto
they have in areas of normal mana. Besides their
own appearance of wear, their powers can mani-
fest in strange ways. While the ability to kill with a
touch may lead to a flash of light, a crack of thun-
der, or possibly no visuals at all, within the ebb the
light turns to weak lightning that cascades over
the target when struck, the thunder instead rings
like a gong, or a normally plain strike gains a visu-
al accent that shows power traveling through the
adept and into their opponent. The ebb makes the
powers used even more obvious as the local mana
sometimes has to borrow from natural forces to
complete the desired effect.

Spellcasters suffer the most drastic alterations
to their expectations. Their tried-and-true formu-
lae, gifts of their totem that have been accessed
a hundred times, or the powers loaned them by
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their loa are shifted and twisted by the diminished
mana of the ebb. Their methods are practiced and
true, so the spells still try to draw the same pow-
er. But the diminished mana has to give somehow.
Casters that have their effects fizzle and come out
weaker are the luckiest. These fizzled effects are
reflected on the physical plane as spells initiate but
appear to struggle for coherence, blurring at the
edges or appearing to dissipate as they travel or
progress.

Diminished effect is an expectation when mana
is not as abundant or accessible, but there are oth-
er, far worse results of the weakened areas of the
astral plane. Casters who are forced to complete
their magic but must push and struggle to get
the desired effect increase the strain put on their
bodies and minds. Being trapped in the process
of trying to complete an incantation is distressing
and has resulted in many a magician being worn
to unconsciousness. Trapping magicians in the
spellcasting process can also prolong that pro-
cess. Spells that usually take no more than an in-
stant to cast could take seconds, or even minutes
in some cases, for the process to come to fruition.
And there is no cancelling the process. The mana
of the ebb begins the flow and refuses to stop. The
largest problem with this is the ever-changing na-
ture of events. Preparing to cast a lightning bolt at
a foe who is far more quickly dispatched by your
samurai associate risks bringing additional un-
wanted attention.

One of the effects on spellcasting, and mag-
ic use in general within an ebb, is the occasional
need for mana to draw additional energy from its
surroundings in order to complete a magical ef-
fort. This effect applies to adepts, casters, sum-
moners, and enchanters (though enchanters rare-
ly perform their processes in an ebb) with varying
levels of disgust, disdain, fear, or concern depend-
ing on the individual. I personally find these ef-
fects quite unpleasant. As those who understand
the precepts of blood magic know well, mana can
be pulled from the life force of an individual. Mana
is, in essence, the life force of all things on the
planet, from the lowliest bacteria to the greatest of
the world’s beasts. Sentience provides additional
power but isn’t necessary as those magickers of
the last century learned with the sacrifice of goats
and chickens. In an ebb, the mana will be pulled
from surrounding plants or small animals, creating
rings of withering or death around a caster. Dis-
turbing to say the least. The effort is in no way con-
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trolled and can occur as a circle, a series of radiant
lines, or even as a cracked lightning-like pattern
shooting out for hundreds of meters.

I know ebbs aren’t always about diminished
mana but are sometimes intentional changes to
the “flavor” of the local mana. I'll discuss that lat-
er, as the effects there are specific to that kind of
ebb, and they also occur as part of the spike in that
style over the area. The only other interesting ef-
fect | care to discuss about ebbs is the darkness.
While it may sound foreboding, the effect I refer to
is as simple as a darkness that surrounds the cast-
er as mana steals energy from the physical plane
in the form of light. It's not the usual, as light and
mana show no other connection in areas of nor-
mal mana; this is just a random occurrence I've
seen. The shadows don’t diminish the view of the
caster and instead create a stark contrast of unnat-
uralness from surrounding shadows and darkness,
so this is not a technique to utilize for stealth.

On to those places where mana flows like the
waters of the Amazon: mana spikes. In these rare
spots, trying to control the flow of mana can be like
trying to hold onto a fire hose all by yourself or try-
ing to do your best Hoover Dam impression, trying
to hold back the flow of the Colorado all by your
lonesome. With excess power comes overflow and
spillage that makes using magic in these areas a dif-
ficult feat to control, a tiresome effort to manage,
and a herculean labor to hide (if you're trying).

Adepts flash and flare with power even from
minor bits of exertion that taps their magic. Rip-
pling energy cascades over their body, light erupts
from their eyes and with their strikes, secondary
physical effects occur with greater frequency,
and the rush of easy power often fills them with
a sense of invulnerability that the extra mana
doesn’t provide them. | have seen very few adepts
who do not suddenly resemble over-the-top trid
characters while functioning within a mana spike.
The few | have seen put forth massive efforts to fo-
cus their abilities and limit themselves from touch-
ing the excess of mana. It's not something most
adepts even have to learn, as they rarely channel
more power than they can handle.

Spirits that are summoned in a spike are will-
ful, and anyone who has failed to keep their name
clean in the eyes of the spirit world would be better
off never asking for favors or seeking to order even
a bound spirit to do their bidding. The additional
mana is like a combat drug for the spirits and dis-
obedience, even to a friendly summoner, is com-
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mon, sometimes to the point of breaking the bonds
that hold them and using the fuel they are surround-
ed by to place the shackles on their masters. When
they materialize they almost always appear bigger
than expected and have crisper looks, even when
pulling material from an imperfect physical setting.

Spells have every effect you would expect in a
place where you are drawing on an overabundance
of power. Spells flare with excess energy as mana
pours through the connection created between
the astral and physical planes. The flares take a lot
of forms. I can’t cover them all here, but expect
the normal light and sound bursts with everything,
even those spells you use to hide yourself. The
manasphere doesn’t care, and if you can’t control
the flow because the pressure of ambient mana is
too great, then you should not try to connect in
the first place. In intense concentrations, the spells
create ripples of overflowing energy that cascade
out from the caster. The energy could just appear
as a little wave of bent light or it could carry an
actual arcane effect with it. I've seen random items
suffer changes in physical state, appearance, and
material. I've seen sparks of fire and lightning that
are not as harmless as those in an ebb. The excess
power wants to be something on our plane, and
without a sentience guiding it, the mana wills what
the mana wills. Now, these huge effects aren’t al-
ways going to be the case. Sometimes the effect
is localized with changes to the physical space
around the caster. The colors of their clothes may
change, water may suddenly erupt around them,
a small cloud may form over their head and be-
gin pouring rain and lightning, static may spark off
them with every step, or their clothes or hair may
start on fire or start smoking. I've seen all of these.

Excess mana sneaking in may also create sec-
ondary spell effects that were not part of the
original spell. A fireball that also causes some
petrification. Invisibility that also creates a field
of darkness. Light that also burns. Healing that
comes with lightning. A spell intended to detect
enemies that also detects rodents. A wave of acid
that brings with it invisibility. Sometimes the sec-
ond effect can be helpful, but it’s at the whim of
the mana. The best method I've seen of playing
this game for a caster’s benefit is throwing several
spells at once and pulling through the mana and
shaping the overflow. It's brutally taxing, but at
least it comes with more of a guarantee that you
won’t be providing your enemies with armor while
you're trying to detect them.
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Now let me quickly talk about both ebbs and
spikes in terms of mana being shifted to a specific
aspect. The mana is there; it just has a certain twist
to it, making it easier or harder to touch based on
one’s training and beliefs. The same side effects
can occur in these places, but while one side is
feeling the overflow, the other is forcing every bit
of mana they can pull to light a spark. The thing
is, these changes can often force a caster to alter
their style in order to get anything going. Hermet-
ics howling or growling to make spells work in a
shaman’s domain. Shamans being forced to pull
and shape the mana they draw into patterns that
are very unshamanic. Both needing to take on the
behaviors of a voodoo patron in order to make
things work in a houngan’s realm.

As aspecting an area is independent of the nat-
ural ebb or spike, such spots could be extremely
difficult and unpredictable for those trying to per-
form magic when the area is aspected away from
them. If the overall mana level is low in such a
place, you may strain too hard in the effort to get
anything to use. When there is excess mana, the
lack of connection to an area’s aspect may result in
magic slipping from your control and manifesting
in ways you didn’t plan.

In the same vein, we can talk about mana
storms where the ebb and spike of mana can shift
positions on a whim, vary between two points,
or dilate in an instant. These changes make using
magic inside a mana storm chaotic at its best and
deadly or crippling at most times. They also offer a
fate worse than death for those who dare try their
hand at magic. There are fewer things in the world
as dangerous as using magic in a mana storm. |
would go so far as making a deal with dragon to
avoid it.

Adepts are in constant danger of fading and
blossoming in power. One moment unable to
channel enough mana to break a board, the next
uncontrollably leaping fifty meters in the air. And
then falling those fifty meters. One never knows
what the mana within the storm will do from in-
stant to instant. Not using any powers is the best
choice, but I know some adepts infuse themselves
with power rather than activate things. The power
is just there most of the time and takes almost as
much concentration and effort to stuff down as it
would to harness. In a mana storm, the effort is
worth it.
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The discussion about spirits in one of these
spots is easy, because there’s just one thing to
know: Don’t do it unless you are an ass or have a
death wish. They are going to fight you, be driv-
en mad by the mana fluctuations, or more likely,
both. For spirits, a mana storm is like living inside
a picture painted by the child of M.C. Escher and
Salvador Dali—emphasis on the child.

Spells are a mixed bag. Of course, there are
relatively harmless effects like a spell simply go-
ing off target. Sometimes hitting nothing, other
times switching to another aura in the area, and
occasionally circling back to whack the caster.
Yes, that counts as “harmless” in terms of a mana
storm. Changes to the physical nature or appear-
ance of spells should be expected, alongside bo-
nus effects like sudden rain or snow of a variety
of colors, powerful gusts of wind, gaps opening in
the earth, spontaneous windows to the astral, and
honestly, just about any weird and random drek
you can think of. Mana storms make magic even
more mercurial than Mercurial, and that’s saying
something.

A horror I have seen and used as a warning
about mana storms is what I refer to as a “casting
lock.” Sadly, I've seen it twice, and neither time
did the caster last more than a few hours once it
occurred. A casting lock is a forced state of con-
tinuous casting or mana channeling. One of my
lost compatriots tried to use the flow of mana to
cast small, inconsequential spells over and over.
The strain of the process started small, but it grew
more and more wearisome as the minutes rolled
by. At least he lasted longer than the acquaintance
who just left themselves open and didn’t try to
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bleed off the magic. They burned out in less than a
minute as the mana pouring through him was too
much. It took an hour before he fell to the strain.

If mana storms are the chaos of magical vari-
ability, alchera are the stoic calm with the pre-
dictable change to local mana flows. Kind of. As
places of great local mana with enough of its own
identity to change the physical world, these spots
force mana to match their local paradigm. Shad-
ows of the past force casters and adepts to use
anachronistic styles or be unable to touch the local
magic. Adepts often adapt quickly. Magicians are
so trained and ingrained in their own systems, it
can take minutes, days, or weeks to get adjusted,
if they ever manage it.

Even when they do, their magic is rarely the
same in appearance and often varies in function
as well. Invisibility spells that don’t bend light but
rather give the caster the appearance of a peas-
ant that no one pays attention to; elemental ef-
fects that shift because fire and lightning have a
holy significance; spells that limit the final form of
earth-shaping spells because the local architecture
and geology are an integral part of the alchera.

Elements that don’t match are sometimes
stopped, sometimes changed, and sometimes al-
lowed to play out with the user forced to deal with
the social ramifications in places where the alchera
has a local indigenous population.

In the end, magic and mana are only predict-
able and within our control when we have com-
plex systems to manage and shape it. Without
that, mana is an unpredictable force with unlimit-
ed potential for both order and chaos.
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MAGIC
MASTERY

There is always a next step. Any mage who thinks
they have reached the pinnacle of what mag-
ic can do need only look at a great dragon, or
an annoying face-painted immortal elf, and see
just how much there is to learn. Unfortunately for
most metahumans, they don’t have long enough
lifespans to gain the full range of mastery as those
who have sprawled their education over centu-
ries. Some spellcasters and adepts have realized
that ascending to the ranks of greatness may re-
quire focus, choosing an area in which to concen-
trate their talents so that they may emerge as true
masters of a particular type of magic.

The Magical Mastery options presented here
give mages a chance to find their particular calling,
selecting an area where they can excel and make
themselves into a true legend of magic. Most of

the options here are qualities that work in a fash-

ion similar to regular qualities, though the follow-

ing rules govern their use:

* Unless otherwise specified, all of the mas-
tery qualities in this section require a Magic
rating. Most also require characters to be
a Magician, Adept, Aspected Magician, or
Mystic Adept.

Characters may purchase mastery qualities
that don’t require initiation during character
creation, but they must also purchase all of
the requirements for their Mastery qualities
before leaving character creation.

The cost for mastery qualities is always the
same, even after character generation; they
don’t experience the same Karma cost in-
crease that other qualities do.

Though metaphysicists have been trying to develop genuine,
spell-shooting “magic bullets” for a few decades now, progress has
never gotten very far. Enchanting firearms doesn't increase their
ranged accuracy or allow them to shoot spells, and the limitations
of alchemical triggers and the fragile nature of preparations (see
p. 305, SR5) have prevented even the most limited production
of enchanted ammunition. In most instances, magic bullets are
just bullets that have been made into alchemical preparations of
combat spells that are subsequently fired out of a gun barrel. These
are just standard alchemy preparations that must be activated with
the normal triggers. This is universally recognized as a poor design
for several reasons: Primarily, they are hard to aim, and activating
a combat spell inside of a firearm will often damage the user or
the weapon itself. Until recently, it's simply been more effective to
have a trained operator fire their weapon normally rather than bring
alchemy into the equation.

While dozens of corporate R&D teams wasted decades of
research and billions of nuyen trying to develop bullets that
could deliver alchemy spells, a pair of neo-anarchist rebels
in Yucatan figured out how to use alchemy to better deliver
bullets. Aztlan patrols first encountered Sara Blanco and
Esteban Carrillo leading a ragged group of about three dozen
rebels among the ruins of Chichen ltza back in 2064. While the

ALCHEMICAL ARMORER

rebels nearly doubled the number of soldiers in the Aztlan patrol,
intelligence reports had suggested that the rebels in that area
were armed only with basic firearms—mainly bolt-action or
lever-action rifles and revolvers. A skirmish between the two
groups quickly broke out. Surprisingly, after a few hours of
exchanging gunfire, the Aztlan patrol was forced to completely
withdraw from the area. When questioned by military officials
during their debriefing, members of the patrol team made wild
claims about the rebels having lever-action rifles that could fire
silently and pierce the armor plating of their armored personnel
carriers.

In an attempt to back up their story, the sergeant in command
of the patrol presented the projectile portion of a bullet used by
smaller hunting rifles as evidence. The sergeant claimed that,
after the first hour of fighting, this bullet had passed through the
side of his APC and then pierced the helmet of his second-in-
command; killing her instantly. The projectile showed no signs of
ballistic markings and completely lacked deformation from any kind
of impact. Aztlan military officials were still skeptical about these
“magic bullets” and ultimately decided to bury the story after a
larger force returned to Chichen Itza to reclaim the ruins, but failed
to verify the presence of the Blanco and Carrillo or their group of
rebel fighters.
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* Some qualities have more than one require-
ment. Some qualities also have alternative
requirements that can be met instead.
Qualities with more than one requirement
will list the requirements separated by the
word “and,” while alternative requirements
will be listed after the word “or.”

* Mastery qualities count toward the max-
imum amount of Karma a character may
spend on positive qualities at character
generation.

* A character may exchange spells they re-
ceive from their selection on the Magic/
Resonance priority chart for 5 Karma to
spend on mastery qualities, but any Kar-
ma that is leftover from purchasing these
qualities cannot be spent on other things or
kept after character generation.

®* Mastery qualities that require a skill spe-
cialization may be purchased without the
specialization if the character possesses
the required skill at a level that is two ranks
higher than the listed requirement.

* Mastery qualities that have a magical tradi-
tion listed next to them have all of their skill
requirements lowered by 2 ranks for indi-
viduals of this particular tradition. This in-
cludes the skill ranks that may be required
to gain the next level of a mastery quality.

ADEPT HEALER
10 KARMA

Minimum Requirements: Adept Power:
Empathic Healing (p. 171, Street Grimoire)

An adept with this quality heals significantly
more damage per hit when transferring damage
from another person with the Empathic Healing
power. Additionally, they suffer a slightly lower
cost to their own health. When using the Empathic
Healing power, each net hit removes 3 boxes of

damage from the wounded character and inflicts
2 boxes of damage on the adept.

ALCHEMICAL ARMORER

15 KARMA

Minimum Requirements: Alchemy 4, Armorer 4,
and advanced alchemy metamagic

This quality gives the character a spell that al-
lows her to alter the ballistic properties of bullets
by making them target and lynchpin of prepara-
tions. The cost of the Alter Ballistics spell (see p.
51) is factored into the cost of this quality, and the
character does not need to spend any extra Karma
to learn the spell.

ALCHEMICAL BOMB
MAKER

10 KARMA

Minimum Requirements:
Alchemy 4 (with Combat Spell specialization) and
advanced alchemy metamagic

A character with this quality can increase the
radius or base DV of alchemical preparations that
have their range listed as LOS(A). For every 2DV
increase in damage or 10m increase in radius
(rounded up), the Drain Value is increased by 1.
A character with this quality may also reduce the
drain from one type trigger of her choice by one,
down to a minimum of zero.

ANIMAL FAMILIAR
S KARMA

Minimum Requirements: Animal Handling 5
Using this quality can make a non-Awakened
animal follow the same rules as an animal bonded
via Attune Animal, though this bond cannot be bro-
ken except by death (type and cost of animal al-
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lowed is up to the gamemaster). If a familiar dies,
the quality must be purchased again if the character
wants a familiar. Characters may only have one fa-
miliar at a time. The character and animal share a
limited Sense Link (p. 198, Street Grimoire). They are
connected emotionally and the character can issue
commands mentally to the animal, but no other
senses are shared. If the familiar is within (charac-
ter's Magic x 50) meters of the character, the char-
acter knows where the familiar is. Adepts with a fa-
miliar can reduce the Karma cost of the Way of the
Beast by 3.

APT PUPIL
5 KARMA

Minimum Requirements: Arcana 6
and Knowledge: Magical Theory 4

All that studying has finally paid off. All of the
magical training times for a character with this
quality are reduced by 25 percent.

ARCANE BODYGUARD
20 KARMA

Minimum Requirements: Counterspelling 4

A character with this quality has double the
amount of spell defense dice, but they may never
use more than (spell defense dice / 3) dice on her-
self, even when they have no one around to pro-
tect. The quality also doubles the number of peo-
ple a character can protect with their spell defense
dice at any one time.

ARCANE
IMPROVISER [CHAOS]

5 KARMA

Minimum Requirements: Spellcasting 6,
Counterspelling 6, Arcana 7 (with Spell Design
specialization), and 4 spells from each category

A character with this quality can spend a point
of Edge to cast any spell they have not previously
paid Karma to learn. Characters may only cast this
spell once per week with a Complex Action, but
it is always considered Reckless Spellcasting (p.
281, SR5) when calculating drain DV.

ARCHIVIST
10 KARMA

Minimum Requirements: Arcana 5 and two
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Academic Knowledge skills related to magical
studies at rank 4 or higher

Studying is no substitute for practice when it
comes to learning many of the finer points of most
magical skills, but there is something to be said for
the value of dedication to one’s studies. The ar-
chivist has spent many hours in dusty libraries and
hidden collections of scrolls and tomes, studying
knowledge few have ever seen. Their mind has be-
come a living catalog of arcane knowledge, and
their skills benefit from this knowledge.

Knowledge is power. A character with this
quality has extensively studied the inner workings
of magic, which grants them the ability to manip-
ulate mana at a higher level than they’d normally
be able to. For every two Academic knowledge
skills related to magical studies that the character
possesses at rank 4 or higher, their Magic attri-
bute is considered to be one level higher for the
purposes of determining whether the Drain Value
from a magical action will be Physical or Stun.

ASTRAL BOUNCER
10 KARMA

Minimum Requirements: Assensing skill 4 (with
Aura Reading specialization)

A character with this quality has astral sight
that is so keen that they've developed new
ways of sizing up everyone they meet. Along
with the normal results, every two net hits on
an Assensing skill test can also be used to re-
veal one of the following about a living being:
all positive qualities, all negative qualities,
physical attribute ratings, mental attribute rat-
ings, initiate grade, an initiate power, an adept
power, or Edge rating.

ASTRAL INFILTRATOR
15 KARMA

Minimum Requirements: Astral Combat 5 (with
Astral Barriers specialization), Initiate Grade 1
Any astral barrier that a character with this
quality successfully passes through has its Force
lowered by their Initiate Grade. If passing through
the barrier lowers the Force to zero, the barrier is
disrupted, and the mage who set it up is alerted.
A character with this quality can instead choose
to leave a barrier at Force 1 if they would normally
disrupt the barrier by passing through it. A single
character can only reduce the Force of a barrier




once, but multiple characters with this quality can
combine their efforts to weaken or remove an as-
tral barrier.

BAREHANDED ADEPT
[BUDDHISMI

10 KARMA

Minimum Requirements: Must be
an Adept and have Unarmed Combat 6

This quality allows an adept to cast a number
of touch spells equal to their (Magic attribute /
2); a new touch spell is granted as the character’s
Magic attribute rises high enough after acquiring
this quality. An adept with this quality does not ac-
tually have to use their hands to cast a spell, but
their bare skin must make contact with the target
of the spell (or the target’s clothing). A barehand-
ed adept uses their Unarmed Combat skill in place
of the Spellcasting skill and must still make the
normal unarmed attack required to target a touch
spell. Drain is double what it normally would be
and is resisted with Body + Willpower. The max-
imum Force of any spell cast with this ability is
(Magic / 3), rounded up.

BLOOD NECROMANCER
15 KARMA

Minimum Requirements: Blood Magic,
Spellcasting 6 (with Health specialization)

When a creature dies, it takes a short period of
time for their essence to fade as their individual
organs and cells begin to fail and die. Characters
with this quality can use these minuscule traces
of life to revive and stabilize characters who have
filled their overflow damage within a number of
minutes equal to their (Essence - 1, rounded up).
For every minute that the character was dead be-
fore being revived, they lose one point of Essence.
If the loss would reduce the character’s Essence
to zero, that character cannot be revived. Meta-
humans who have returned from the dead and the
mage who revived them must immediately make
a Composure (4) test to avoid acquiring long-term
mental, physical, or spiritual ailments. Critters with
the Sapience power make a Composure (2) test,
while critters without the Sapience power only
make a Composure (1) test to resist permanent
adverse effects. If a metahuman or critter fails to
beat the Composure threshold, they must take a
number of negative qualities equal to (threshold

' POTENTIAL NEGATIVE
QUALITIES AFTER REVIVAL

ROLL NEGATIVE QUALITY

Amnesia (Neural Deletion)

Astral Beacon

Deaf

Insomnia (15 Karma)
Allergy (Sunlight, Moderate)
Compulsive (12 Karma)

Loss of Confidence

© 00 N o o B W N

Weak Immune System
Infirm (15 Karma)

Infirm (10 Karma)

Compulsive (8 Karma)

- hits) from the table listed below. These nega-
tive qualities can be purposefully chosen, or they
can be rolled for randomly at the discretion of the
gamemaster.

CHAIN BREAKER
[SHAMANI

10 KARMA
(ASPECTED MAGE. 5 KARMA)

Minimum Requirements: See description

A character with this quality refuses to bind
spirits and takes umbrage with any magician
who does. A chain breaker is known to the astral
world as an ally, which means that spirits are more
willing to forgive them at first, but less forgiving
if they develop a bad Astral Reputation. Charac-
ters with this quality double the amount of Spirit
Index required to reach their first point of Astral
Reputation, but require only 10 Spirit Index to
gain subsequent points of Astral Reputation. As
a reward for their devotion, a character with this
quality may choose two additional spirit types to
summon in addition to the spirit types allowed by
their tradition. The character must forfeit the use of
the Binding skill as an active skill, but they may still
use any previously acquired ranks as a Knowledge
skill. Additionally, the character must succeed in a
Composure (2) test to avoid verbally or physically
lashing out at any nearby mage currently binding a
spirit, including teammates.

If the Astral Reputation of a chain breaker ever
reaches 3 or higher, the character loses the abili-
ty to summon the extra two spirit types, and this
quality is considered a negative quality until it is
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paid off with Karma (at twice the listed price) or
the character can adequately atone for their trans-
gressions by performing the Atonement ritual (p.
123, Street Grimoire).

CHAKRA INTERRUPTER
10 KARMA

Minimum Requirements: Nerve Strike adept
power and Assensing 4 (with Aura Reading spe-

cialization) OR Unarmed Combat 6 (with Martial
Art specialization), Dim Mak Technique, and As-
sensing 4 (with Aura Reading specialization)
When striking nerves, arteries, and pressure
points, the character doesn’t just disable limbs;
they block the ability to control and channel mana.
The attacker must have previously assensed the
target and gotten at least 2 net hits to use this abil-
ity. Along with the normal effects of Nerve Strike
or called shots to an arm or leg, a character with

this quality may temporarily reduce the Magic at-
tribute of a target by 1 for every two net hits on
her melee attack. The defending character’s Magic
attribute is reduced for a number of Combat Turns
equal to the melee skill rank of the attacking char-
acter. Using this ability without the Nerve Strike
power requires a Called Shot (Specific Location)
targeting either an arm or a leg.

CHARLATAN
10 KARMA

Minimum Requirements: Palming 3 (with
Prestidigitation specialization) and Assensing 5
OR Performance 3 (with Magic specialization)
and Assensing 5

Charlatans are able to use prestidigitation and
stage magic to hinder any attempts to notice or
identify their magic or magical items for what they
really are. When a character with this quality is per-

The ability to make someone miss what's happening right
under their nose is a valuable one. The charlatan has learned to
use “parlor tricks” to hide their real magic from other Awakened
beings. Performance magic, or mundane magic, has seen a steep
decline in popularity since the beginning of the Sixth World;
audiences just aren’t as impressed with staged illusions in an era
where a simple Matrix search will reveal the secrets to most magic
tricks and there are people with the ability to summon spirits and
create real fireballs out of thin air. Real magicians were eager to
relegate performance magic and sleight-of-hand to derision-laced
footnotes in modern thaumaturgy textbooks, allowing them to move
on in pursuit of higher knowledge.

Even though old-school magic may have fallen by the wayside
a bit, there are still plenty of mundane and Awakened practitioners
in the Sixth World. This is because one of the underlying principles
behind stage or street magic—exploiting flaws in memory and
sensory perception—has a variety of potential uses beyond the
realm of entertainment. Researchers have been working with
mundane magicians for decades to piece together the gaps
between reality and our mental perception of it. Meanwhile, the
corps and governments of this world have been waving their right
hand in our faces while picking our pockets with their left for longer
than any of us can remember.

Ironically, performance magic still had a few tricks left to
teach modern magicians who were willing to look at it seriously.
Researchers at the Dunkelzahn Institute of Magical Research
have recently published a paper that details several experiments
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wherein magicians were asked to identify magical items used
or spells cast as part of a mundane magic performance. The
initial findings suggested a slight decrease in the Assensing
skill ability of participating magicians, but as the experiment
progressed researchers noticed that their test subjects were
getting progressively worse at spotting magic. During the six-
week experiment, their performing magicians had apparently
learned how to fine-tune their performance so as to better fool the
audience. They claimed that combining some of the more obvious
“tells” of casting a spell with sleight-of-hand allowed them not
only to hide the verbal and somatic elements of their Spellcasting
skill, but also to temporarily blend their magical signature into
the natural background count. As long as they concentrated on
the performance, they were able to extend this effect to anything
connected to their aura, as long as they used it in the performance
or kept it near them.

Charlatans are clever and charismatic tricksters by nature, but
not all tricksters are necessarily malevolent. Often all it takes is
a wave of the hand to distract an opponent long enough to avoid
violence altogether, and the charlatan is a master at navigating
tense situations. Whether surprising someone at a social gathering
by pulling a coin out of their ear or sawing an assistant in half in
front of a large audience, charlatans know that the key to any good
magic trick is controlling what their audience perceives. As the
renowned stage magician and DIMR professor Dr. Cara Busara
writes at the end of her most recent study, “You can’t see what you
aren't looking for.”



forming a mundane illusion, they add their Perfor-
mance (Magic) or Palming (Prestidigitation) skill
rank to their Spellcasting rank for the purposes of
determining the Perception test threshold to notice
them casting a spell (see Perceiving Magic, p. 280,
SR5). Anyone watching their performance suffers a
dice pool penalty to Assensing tests targeting the
performer, their spells, or their magical equipment.
The dice pool penalty to Assensing tests is equal to
the Performance or Palming skill of the performer.
This dice pool penalty applies for the entire dura-
tion of the performance and an additional number
of minutes equal to the performing character’s Cha-
risma. This quality is not a true replacement for the
Masking and Extended Masking metamagics and
will not hinder attempts to assense the character
outside of when they are performing mundane
illusions, but the negative dice pool modifier to
Assensing Tests can be combined with the use of
those metamagics.

CHOSEN FOLLOWER
10 KARMA

Minimum Requirements: Mentor Spirit quality

Characters with this quality have earned the

right to receive magical instruction from their
mentor spirits by showing ceaseless devotion
to their ideals. The wisdom bestowed by a men-
tor spirit is granted instantaneously as a potent
vision delivered via the shared connection be-
tween the character and their mentor. This in-
struction can only be received once every three
months during an equinox or a solstice event,
and each type of instruction can only be re-
ceived once per year. A character with this qual-
ity may ask their mentor spirit to aid them in one
of the following ways:

®* Learn two spells or rituals.

* Improve a magical active skill from rank 1
to rank 3.

®* Reduce the training time for improving a
magical active skill, skill group, or special-
ization by fifty percent.

®* Reduce the training time for improving
their Magic attribute by fifty percent.

* Improve an Academic knowledge skill re-
lated to Magic from rank 1 to rank 4.

* Ignore glitches or reduce critical glitches
during Step 5 (Craft the Focus, p. 307, SR5)
when crafting a single focus.

* Ignore glitches or reduce critical glitches

during Step 7 (Seal the Ritual, p. 296, SR5)
when performing a single ritual.

®* Reduce the threshold for the Arcana +
Logic Extended Test to create an ally spir-
it formula to (Force x 3); see p. 201, Street
Grimoire.

CLOSE COMBAT MAGE
5 KARMA PER LEVEL

Minimum Requirements: Spellcasting 4 (per
level of quality) and spell shaping metamagic

When this mastery quality is purchased, the

character may choose one benefit per level from
the list below. Each benefit may only be chosen
once.

* The total dice pool penalty for using the
Spell Shaping metamagic is reduced by 2,
down to a minimum of zero.

* Spell radius can be increased or decreased
by two meters per -1 dice pool penalty to
the Spellcasting test instead of 1 meter.

* Spherical areas unaffected by the spell can
be up to three meters in radius.

DARK ALLY
(SPECIFIC SPIRIT)

10 KARMA

Minimum Requirements: Binding 7, Ritual
Spellcasting 9

Magicians are capable of binding a specif-
ic spirit after using a Calling ritual (p. 126, Street
Grimoire). This spirit is limited to a specific kind of
spirit (for example, a boggle) rather than a spirit
type (for example, fae). A bound spirit is subject to
the limit on the number of bound spirits, and it can
provide services related to manipulation spells.
Spirit gains the Restless quality when binding is
attempted. Force of the spirit cannot exceed the
Magic rating of the magician.

DEATH DEALER

15 KARMA PER LEVEL
(MAXIMUM 3)

Minimum Requirements: Spellcasting 4
(with Combat Spells specialization)
or Critical Strike adept power

All Combat spells cast by a character with this
quality have their DV increased by 1 per level of this
quality. However, channeling even more destruc-
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tive forces wreaks havoc on the character’s system.
The drain code for any affected Combat spells is in-
creased by +1 per level. Adepts with this quality add
an additional +1 DV to any attacks made with active
skills affected by the Critical Strike power, but they
may only purchase the first level of this quality.

DEDICATED CONJURER

10 KARMA
(ASPECTED MAGE. S KARMA)

Minimum Requirements: See description

Characters must completely forfeit use of the
Spellcasting skill as an active skill and the ability
to cast spells, but they may still use any previously
acquired ranks in the Spellcasting skill as a Knowl-
edge skill. In exchange, the dedicated conjurer can
choose a new type of spirit to summon and bind for
every two full ranks they have in their Summoning
skill. These spirit types can be summoned in addition
to the spirit types normally allowed by their tradition,
and they do not replace any of the other types of
spirits a character with this quality can summon.
When using the Conjuring skill group, characters
with this quality add 1 to their Magic rating when de-
termining whether drain they must resist is Physical
or Stun damage. Aspected mages who are able to
learn skills in the Conjuring skill group automatically
meet the requirements for this quality.

DEDICATED
SPELLSLINGER

10 KARMA
(ASPECTED MAGE. 5 KARMA)

Minimum Requirements: See description

Characters with this quality completely forfeit
use of the Summoning and Binding skills as ac-
tive skills, but they may still use any previously ac-
quired ranks in those skills as Knowledge sKills. In
exchange, characters gain a new spell for free every
time they raise their Spellcasting skill, and the Kar-
ma cost of learning new spells is reduced by 1. The
character also receives a free spell for every rank
they possess in the Spellcasting skill at the time of
purchasing this quality, including character genera-
tion. Specializations count as one rank in a skill for
the purposes of the free spells offered by this qual-
ity, but the selected spell must be compatible with
the specialization. Aspected mages who are able to
learn skills in the Sorcery skill group automatically
meet the requirements for this quality.

36

MAGIC MASTERY »

DUAL-NATURED
DEFENDER

5 KARMA

Minimum Requirements:
Dual Natured quality and Astral Combat 3
Characters with this quality have learned that the
Sixth World is not the kindest place to dual-natured
creatures, and it’s forced them to learn how to de-
fend themselves against a variety of astral threats.
A character with this quality may stop astrally per-
ceiving with a Free Action to avoid astral barriers
or threats. The amount of concentration required
to disconnect from the astral causes a -2 dice pool
penalty to all actions the critter makes when they
are not astrally perceiving. A dual-natured critter
cannot use any of its critter powers (except Sapi-
ence) while in this state, and shapeshifters are stuck
in whatever physical form they are currently in. A
dual-natured critter cannot stop astrally perceiving
for more minutes than its Magic attribute in a twen-
ty-four-hour period before it must reconnect with
the astral. For every minute past the allotted time
that a critter does not perceive the astral, it perma-
nently loses one point of Magic. If a character with
this quality is knocked unconscious, they automati-
cally reconnect with the astral. This quality does not
hide the fact that a critter is Awakened when the
critter is assensed, but it inflicts a -2 penalty on any
attempts to astrally perceive the critter.

DURABLE PREPARATIONS
5 KARMA

Minimum Requirements: Alchemy 6

The character’s intimate knowledge of the materi-
als and skills used in alchemy gives them insight to re-
inforce the magical bonds of the preparation. Increase
the time before the preparation starts to lose potency
to (potency x 3) hours, instead of potency x 2.

ELEMENTAL MASTER
[VVUXING]

20 KARMA

Minimum Requirements: 5 spells related to a
specific natural element (air, earth, fire, or water),
or Conjuring 4 (with specialization in conjuring
spirits of air, earth, fire, or water)

The elemental master has chosen a natural el-
ement (air, earth, fire, or water) on which to focus,




and developed an intense connection to that ele-
ment. A character with this quality reduces all in-
coming damage from their chosen element by half,
and they are immune to any secondary effects it
might normally cause (see Elemental Damage, p.
170, SR5). Because incoming damage is halved be-
fore rolling for damage resistance, this quality pro-
tects both the character and their worn equipment
from elemental damage.

FLESH SCULPTER

10 KARMA PER LEVEL
(MAXIMUM 3)

Minimum Requirements: Spellcasting 4 (with
Manipulation Spells specialization), Zoology 5,
and Spell: Shapechange or (Critter) Form

A character with this quality is able to turn
themselves and others into a larger range of ani-
mal forms with the Shapechange or (Critter) Form
spells. For each level of this quality, a Flesh Sculpter
can transform a voluntary subject into an animal
form with a base 