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Additionally, he has bonded to Gregor, the mage who
summoned him as a familiar. Though he will not harm
Gregor directly, his arguments subtly corrupt the mage.
Unbeknownst to his “master,” Stoneheart can animate
and inflict aggravated wounds with his claws. He has
committed one murder already (a test run) and plans to
covertly slay Chantry members, hoping to cause rifts
within the group as each tries to figure out who gave the
victim the Good Death.

Image: Stoneheart looks like a winged and clawed
stone gargoyle about eight inches high.

Roleplaying Notes: Stoneheart gripes a lot. He com-
plains about his perch; he whines about the poor quality
of the Quintessence. Gregor does what he can to quiet this
“wise” familiar, but nothing works for long.

Story Hints: The familiar’s plan could form the heart
of a good murder mystery. He is not stupid and will make
anykillings he commits look like the work of someone else
— like a player character. New guests of the Chantry also
make good subjects for corruption or additional “test
runs.” Any witnesses to the gargoyle’s true activities will
be added to his list of targets and may incur the wrath and
disbelief of the Chantry mages as well.

Strange Beasties

Have you seen the Jack-in-the-Green

With his long tail hanging down?

— Jethro Tull, “Jack-in-the Green”

These creatures may be too fanciful for some Mage
chronicles. Many have humorous potential and could
shift a serious game into silly territory just by showing up.
Storytellers might want to consider the effect such bizarre
creatures could have on the tone of their game.

Many such obscure consors hail from Horizon Realms
and are rarely, if ever, seen in the material world. Paradox,
in the form of unbelief, might cause extraordinary crea-
tures to sicken or die on this side of the Gauntlet (see The
Book of Madness). Mages who ally with strange beasties
ought to bear their friends’ well-being in mind.

Persephone

Nature: Jester

Demeanor: Martyr

Residence: Oscarland

Affiliation: Marauder

Type: Consor

Concept: Weird Umbral Critter

Physical: Strength 3, Dexterity 2, Stamina 4
Social: Charisma 3, Manipulation 2, Appearance 2
Mental: Perception 4, Intelligence 4, Wits 3
Talents: Alertness 3, Brawl 2, Dodge 3, Expression 2,
Intuition 2, Subterfuge 1

R R S B g e i 2 e Sy

Skills: Etiquette 2, Meditation 2, Research 3, Stealth 2,
Survival 1

Knowledges: Enigmas 1, Investigate 1, Linguistics 2,
Occult 1

Willpower: 4

Backgrounds: Allies 2, Mentor 3

Special Advantages: Animal Form, Size (2), Umbral
Travel (8), Symbiotic Knowledge

Merits and Flaws: Alien Appearance (- 3), Thaumiovre (-5)

Background: It’s not easy being a squirrel-tailed,
fanged zebra with a talent for the theatrical. Persephone
is an odd Realm-creature who escaped her original home
to look for playmates. She found Oscar and his group. The
Marauder helped her construct aspecial neck-harness and
voice-activated video camera that allows her to fulfill her
part in their team. She has developed a keen eye for
finding the best camera angles in the oddest places.

While Persephone enjoys their jaunts (which Oscar
calls “going on location”), she realizes that they serve a
higher purpose. She is convinced that if the Gauntlet isn’t
breached on a regular basis, it will solidify, cutting off both
worlds. She believes that should that happen, both will
wither and die.

Even among Marauders, Persephone is a stranger in a
strange land. She is endlessly puzzled by humanity’s war-
like tendencies and finds art preferable to violence. She
can fight when need be, but would rather engage her
opponents in debate while using her innate magicks to
stay out of reach.

Image: The description given above is fairly accurate.
Did we mention that her stripes are maroon and black and
glow in the dark?
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Roleplaying Notes: Persephone is basically a happy
creature. She enjoys conversing with people she likes and
performing a job she believes needs to be done. She is the
sanest member of her group and tends to act to tone down
their psychoses when the group is ensconced in Oscarland,
their Umbral retreat.

Story Hints: The characters could meet Persephone
when they travel to the Umbra. She could meet them
during “filming on location.” The Ascension War, and
even the concept of Ascension itself, are endless enigmas
to her. Her questions might lead warlike mages to doubt
their own violence or spur them into frustrated rage!

Zaphrak (Familiar)

Nature: Deviant

Demeanor: Curmudgeon

Residence: Deep Umbra or New York City (who can
tell?)

Affiliation: Marauder

Type: Familiar

Concept: Twisted Diabolical “Servant”

Physical: Strength 5, Dexterity 2, Stamina 4

Social: Charisma 3, Manipulation 4, Appearance 0
Mental: Perception 4, Intelligence 3, Wits 5

Talents: Alertness 4, Awareness 3, Brawl 4, Dodge 2,
Intimidation 3, Subterfuge 3

Skills: Melee 2, Research 4, Stealth 4

Knowledges: Cosmology 4, Enigmas 3, Occult 4
Willpower: 8

Backgrounds: Allies 3, Arcane 3, Talisman 2

Special Advantages: Fangs (3), Cause Insanity (5 dice),
Paradox Nullification (4), Umbral Travel (8)

Merits and Flaws: Bizarre Hunger — Auras (- 2), Curios-
ity (- 2), Disfigured (- 2), Iron Will (+ 3), Short (- 1)

Background: Rising from out of the Umbra, the
creature known as Zaphrak has come to the Tellurian in
response to the call of a Marauder master. Zaphrak had
long roamed the Umbra and other realms of existence,
exploring their secrets and puzzling over the true nature of
reality, when he first felt the tug of a human mage calling
him to the Tellurian. He ignored many of these summons,
but eventually responded (more out of curiosity than
anything else, or so he says). Zaphrak now finds himself
enmeshed in a bizarre relationship with a mortal, but with
a whole new world to explore.

Zaphrak is a powerful being in his own right and has
negotiated a very complex agreement with his pet mage,
one that leaves little doubt who really controls the mage-
familiar relationship. In return, Zaphrak eagerly contributes
his considerable gifts to the Marauder cause. After all, he
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finds most of the assignments his mage (whom Zaphrak so
far refuses to reward with a name) sends him on eminently
enjoyable. The essences of mundanes and mages alike are
very tasty, and Zaphrak considers himself a true gour-
mand, preferring those whose essences are on the verge of
corruption. (In game terms, the beast eats personal Quin-
tessence, at a rate of one point per turn, like the Prime 3
Channel Quintessence Effect.)

Image: Zaphrak is a truly hideous creature with bright
green eyes and a twisted and gnarled form reminiscent of
ademon froma classic medieval text. His nose is really just
a pus-filled slash carved into his face, and Zaphrak’s
mouth is particularly wide. He is approximately three feet
tall, but his diminutive stature masks surprising physical
power.

Roleplaying Notes: Zaphrak is a garrulous, crabby,
critical and amazingly stubborn being. He is intensely
curious and truly enjoys a good philosophical, magical or
scientific debate (though he will usually blister his adver-
sary with the most vile insults imaginable during their
discussion). In addition, Zaphrak truly enjoys the effect
his appearance has on people. He activates his Cause
Insanity power by manipulating his hideous form, reach-
ing into his mouth with both hands and turning its body
inside out! This grotesque sight displays Zaphrak’s innards
as well as numerous Umbral spirits and parasites crawling
about his guts and often provokes mental disorders in
witnesses (much to Zaphrak’s glee, of course.)

Story Hints: It is important to remember that while
Zaphrak is a familiar, he is an intensely proud and inde-
pendent being. He considers himself to be a free agent,

acting on his own volition, and will almost never simply
“do as he’s told.”




I’ll Stand Beside You

Custos are boon companions, the acolytes, familiars, servants and sidekicks
who follow mages on their mystick pursuits. Though unversed in the arts
of True Magick, custos form a valuable part of mage society. These followers
are more than simple “allies”— they often spell the difference between
survival and damnation!

Though Heaven And Hell May Rise Against Us!

This sourcebook for Mage The Ascension explores the often-
neglected world of the mage’s mortal partners. It includes:

e Detailed rules, Merits and Flaws for Hedge Magic, Psychic Phenomena
and unearthly abilities.

® Mage/follower relationships, including recruitment, rewards and
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