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Initiation into the Mysteries
Confused by Paradox and paradigm? Not sure just what conflicts and 

struggles face modern mages? Want to run your players through Seekings 
but not sure where to start? These questions and more are answered here, 
along with tips for making Mage anything you want it to be — here are the 
tools to do it. By your will, it is done.

Drawing Back the Curtain
More than just Storytelling advice and rules clarifications, the Mage 

Storytellers Handbook covers many and varied angles of approach for the 
game. Examine ways to run a game in a totally different timeline. Rebuild 
the Traditions and setting to fit your desires. Run crossovers with other 
World of Darkness games. Open the floodgates of creativity and make Mage 
the game you’ve always wanted to play. Anything’s possible!
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Introduction:
Weaving the

Tapestry

This is your book.
This is the book that results from a

decade of Mage players and fans, from all
of their feedback and ideas, from lots of
late brainstorming nights, change-overs
and revisions.

Usually, a Mage game book advances
the storyline, introduces some additional
character ideas, and maybe gives you some

settings or tools for developing your own stuff. It fits
neatly into the core framework of the game, expands
current rules or tweaks a few things to fix them.

Now this book, in conjunction with you, will break
them all again.

Mage posits a framework — a modeling set, if you
will — of rules and setting to play a particular form of
game. Sure, you might bend it a little to play a more
violence-and-betrayal chronicle, or you could tweak it

and play up a romantic game, but you still have Spheres,
Arete, the quest for Ascension, and all that, right? So
what do you do if you want to play a game where
everyone in the world is a mage? Or if you don’t like the
way the Spheres are defined but you like their imple-
mentation mechanic? Or you want to play high-concept
but can’t wrap your brain around philosophy? It’s the
Storyteller’s prerogative to spin a game around and
change it into something more enjoyable for the troupe.
That’s what this book is about: twisting and turning to
make Mage your own thing.

To that end, this book has clarifications and up-
dates on rules, sure. It also presents alternatives to the
usual Mage game — different ways of looking at chronicle
design and magical systems. More than just presenting
options, it presents these as inspirations. These are
examples of things you can do, in ways that show you
what you’ll need in order to implement them.
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The Golden Rule
Fold, Spindle and Mutilate!

All right, we’ve tossed the Golden Rule out there
and told you to mess around with rules that make the
game fun. “So why,” you ask, “am I paying for a book that
just tells me to make up my own rules?”

Because rule books are like prefab kits. They con-
tain parts that are tested, that generally fit together, and
that usually offer a coherent and internally consistent
framework. Instead of having to make up a whole bunch
of stuff yourself and test it by trial and error, you gain the
benefit of premade parts. Mind you, you still have to put
them together and you have to make sure you pick the
parts that you want to use. Instead of forcing a fit, you
want to put pieces together into a seamless chronicle —
and the published materials help to do that.

When you want to diverge markedly from the
direction of publications, though, you may find yourself
in empty terrain. Sure, you might have some stuff in
mind from a recent movie, or perhaps you want to
hybridize some rules. That’s where this book comes in:
You can take a look at ways to try out things you’ve
wanted to do but haven’t put down on paper.

Prepare for It…
The Storytellers Handbook is about preparedness.

You can run great games on the fly, but when you want
to distance yourself from the basic model, you need to
put your ideas down in concrete form. This book offers
the inspiration that helps you set down your own
chronicle directions.

In Mage more so than in other games, preparation
is key. It’s a big universe with many complex rules —
you’ll need a bit more than Cliff Notes to make this fly!
As you read through this book, interact with it. Ask
yourself how it might apply to your game. Put sticky
notes on the pages with your own ideas and comments.
When you don’t just read about an idea, but you turn it
over in your mind and see what you can do with it, you’ll
not only give it your own personal spin but you’ll garner
a more comprehensive understanding of it.

So take notes. Class is in session and this is your
textbook…but it’s a ride through wondrous realms and
the graduates are all Storytellers with the right stuff.

What’s in It for Me?
So how can this book help you make up your own

stuff? Sounds like a contradiction in terms. Yes and no
— while this book can’t be a comprehensive guide to

The pages you hold in your hands are full
of rules, clarifications, suggestions and ad-
vice. Indeed, there are hundreds of pages of
them. Ultimately, however, they are here
for one reason — to remind you of that
supreme guide known as the Golden Rule.
Even the authors and developers at White
Wolf bend the rules, make our own house
rules, and wholeheartedly ignore rules al-

together in our efforts to tell stories for our own tabletop
groups. We are constantly adjusting, often on the fly, to
make the game fit the needs of the story instead of
letting the rules of the game dictate the story. As you
read these pages, remember that nothing herein is
gospel; nothing in here is the “right way” to do it. This
book is just a grand collection of ideas, each presented
in all its raw glory, ripe for you to pluck out and test in
your own games as you strive to tell the best stories you
can possibly give to your troupe. Dive in, harvest the
pearls you know will enrich your Storyteller’s chest of
tricks and shuck the shells that strike you as empty into
the discard pile. You will hear a lot of people say that
roleplaying games are not about winning or losing, but
those groups of players and Storytellers that have the
most fun really are “winning the game,” and don’t let
anybody tell you otherwise. We hope that our ideas will
help you and your troupe win in your efforts to tell
stories that are fun and entertaining for all of you.

Ultimately, the Storyteller should use the rules as
tools to enhance the fun of the game for herself and the
players. This does not necessarily mean wantonly aban-
doning any rule just because a single player disagrees
with it; after all, the rules are intended to settle argu-
ments rather than encourage them. Storytellers who
completely disregard all of the rules will find themselves
struggling to keep any sense of order, as players will grow
confused and frustrated with no idea of what to expect
from the game. On the other hand, Storytellers who
never bend on any rule are likely to find the game has
become a cage, with the Storyteller and players alike
trapped by the dictates of someone else’s idea of what
makes a game fun. The decision to ignore or change or
bend a rule is an ever-present one, but a good Storyteller
will gradually learn when she should stand by the rules
as a method of necessary order and when she should
overturn them in favor of story progress. We hope this
book will help teach Storytellers to make these deci-
sions on their own as often as it offers specific decisions.
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everything, it can help point you in the direction of many
different and interesting ideas, and it can give examples
of ways to implement those ideas. Among these pages
you’ll find…

Chapter One: The Craft. Errata, addenda and
answers to those burning questions and errant loopholes
you’ve always wondered about. Sure, some rules have
had minor corrections over time. (Nobody’s perfect.)
You’ll find answers to your questions here as well as
some ideas on why things were done the way they were.

Additionally, this section includes a boatload of
optional rules and rules to change around the game. If
it’s a rule that would totally alter Paradox, or change
Abilities or alter the Spheres, it’s in here.

Chapter Two: The Awakened Struggle. Unlike
many roleplaying games, Mage can often seem overly
subtle and abstract. The villain is obscured and may not
be a villain at all when viewed from his own perspective.
The various sources of dramatic conflict and the pos-
sible antagonists central to Mage’s metaplot are
introduced here, along with ideas for using them to
drive stories and plots.

Chapter Three: Awakening the Storyteller. Ad-
vanced advice for Storytellers who want to spruce up
the game or who keep having problems running it.
Setting up in advance, advice for quick game solutions,
ways to simplify your systems and paperwork. Motives,
themes, and methods. Plus a dissertation on the basics
of philosophy and how you can apply that cerebral angle
to Mage.

Obviously, if you’re running Mage you’re probably
a pretty advanced Storyteller already. Chapter Three’s
advice covers unusual situations, offers a little back-up
when players get out of hand and shows you how you can
bring your game up to speed by combining advance

planning with some quick time-saving templates or
pared-down records.

Chapter Four: Avatars and Seekings. Vital to a
mage’s magical development is the Seeking, a sort of
magical mystery tour initiated by a willworker’s own
Avatar to goad him toward enlightenment. But how in
the world do you devise and execute one of these strange
trips in a story? This chapter tells you how and produces
myriad ideas for Avatars of all Essences.

Chapter Five: Alternative Settings. From fanciful
worlds of magic to spins on the outcome of the Ascen-
sion War, this chapter covers several samples of
chronicles that veer far afield from the usual Mage fare.
Plus a checklist for making your own chronicles, ideas
on things you can tweak or change, and a bunch of
material to enhance your specific themes for otherwise
usual chronicles.

If you’ve been itching to run a Mage game that’s a
space opera, or you want to play around with mages in
a fantastic setting out of comic books or movies, this is
the place to look. Before the World of Darkness be-
comes passé or repetitive, browse through these ideas.
Some of them might spark a new direction for your
chronicle or spawn a completely new one.

Chapter Six: A World of Magic. A long, hard look
at crossovers and where mages fit in a unified World of
Darkness — and what you want to watch out for! Ways
to integrate other game themes and characters. Expand-
ing the World of Darkness to encompass other ideas
beyond the core of Mage.

More than just giving you some crossover rules,
though, Chapter Six is also a toolkit — it examines
where you’re likely to run into problems with mixed
venues and how to address those issues. In some cases
they may not even be problems or may spark new ideas.
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Chapter One:
The Craft

Running a compelling, engaging Mage
game is hard work! The Storyteller —
you — must put a lot of thought into
what the game’s about, how to execute
it, and which areas of the theme and
mood to focus upon. It may not seem like
much at first, but it’s a lot to juggle. Do
your Storyteller characters have the right

mindset to capture the game’s mood? Does Reso-
nance really work the way your players all claim that
it does? What the heck was the development and
writing team thinking, anyway?

Let’s start small, with the niggling rules, and
then move up to the big time: the assumptions
behind why Mage not only works the way that it
does, but has produced the many books it has.
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FAQ
Visitors to the White Wolf website will
recognize questions from the Mage
game’s Frequently Asked Questions
herein. In some cases they’ve been ex-
panded upon, as necessary. You’ll also
find answers to several other questions
that may have come up in the course of
a long-term chronicle.

What happened to the numbers on
the book spines?

The numbers on the spines of various Mage: The
Ascension books, sort of reminiscent of the Halo
numbers from various Nine Inch Nails CDs and
videos, provide a method of keeping track of which
Mage books you do and don’t have. The numbers
existed in the waaaaaay back very beginning on the
first books, but they’re not used any more.

In too many cases a spine number wound up
being more trouble than it was worth. They never
had much use (“I need Mage book #21!”) and they
caused some confusion when weird events tran-
spired — anything from books coming out of order
due to changing release dates, to books with the
wrong numbers!

By the time of the Revised edition, it was clear
that the spine numbers, while perhaps whimsically
flavorful, didn’t serve much purpose yet conversely
could cause problems. (Yes, people actually com-
plained when a typo led to a duplicated spine number
on one printing.)

Perhaps more noteworthy, some Mage books —
the Tradition books — never had a spine number, so
there was no way to fit them into any sort of compre-
hensive list.

This list includes all of them, including editions
that are no longer in print:
01 Mage (first edition)
02 Mage Storytellers Screen (first edition)
03 Book of Chantries
04 Loom of Fate
05 Progenitors
06 Digital Web
07 Book of Shadows
08 Chaos Factor
09 Iteration X
10 Book of Madness
11 New World Order

12 Ascension’s Right Hand
13 Mage (second edition)
14 Mage Storytellers Screen and Companion (second edition)
15 Void Engineers
16 Horizon: Stronghold of Hope
17 Book of Crafts
18 Book of Worlds
19 Book of Mirrors
20 Syndicate
21 Technomancer’s Toybox
22 Digital Web 2.0 (misnumbered as 21)
23 Orphan’s Survival Guide
24 Tales of Magick: Dark Adventure
25 Guide to the Technocracy
26 Initiates of the Art
27 Spirit Ways
28 Masters of the Art

What happened to (my favorite stuff that wasn’t
in any book)?

Victims of word counts. Mage revised, for ex-
ample clocked in with 90,000 words over what we
could print. For reference’s sake, that’s about equal
to an extra 160 pages of material that just couldn’t fit
in the main book. It’s unfortunate but it’s also a law
of publishing. It’s up to the developer to decide
what’s essential and what can be held until later. So
if you thought something was at the heart of Mage
but you didn’t see it in the book, chances are that it
was held for a later release.

Of course, with the release of revised books and
updated Guides, a lot of material has finally made it
to press. Still, every once in a while something
doesn’t fit because of space (like Merits and Flaws in
Laws of Ascension) or manages to slip through the
cracks into obscurity (like Lions of Zion, who never
appeared in the revised Storytellers Companion).

I’m confused by the new Paradox system.
Does Paradox always backlash? Does it always
release the entire amount? The descriptions seem
contradictory.

Paradox is a fickle force. Sometimes it back-
lashes; sometimes it waits. Sometimes it’s a hammer
and sometimes it’s like sandpaper against your skin.

Paradox usually ignites as it’s garnered but not
always. Figure about a one-in-ten chance that Para-
dox will hang on a mage instead of backlashing
immediately. Of course, the player can always spend
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Willpower to prevent the Paradox from going off all
at once. Ultimately it’s up to the Storyteller to
decide whether the Paradox explodes as gathered or
whether it hangs in the balance.

When Paradox backlashes, it’s usually easiest to
simply fire off all of the Paradox accumulated at once
and look up the results in the appropriate damage
and flaw tables. If you want to run with more uncer-
tainty in your Paradox, you can roll a die pool equal
to the Paradox rating of the mage; each success (6 or
more) causes one point of Paradox to discharge from
the pool in a backlash. (Permanent Paradox can still
discharge in this case, but it doesn’t go away.) Take
the results for the amount of total Paradox that
backlashes; the mage stores up the rest.

In the event that a mage has some hanging
Paradox left in his pool, it still disperses at a rate of
one point per week, as stated in the rules.

What are the differences between vulgar and
coincidental magic? What happens when a mage
casts coincidental magic, and how much does the
player have to describe? The rules seem kinda
sketchy.

Vulgar and coincidental magic are described in
Mage on pp. 137–138, but the descriptions leave a lot
of leeway. Ultimately, the full limits on what counts
as “vulgar” versus “coincidental” are up to the game
that the Storyteller wants to run.

In brief, coincidental magic is anything that
could reasonably have happened without the inter-
vention of magic. If a mage does some mojo and a
couple of cars crash, well, they could’ve crashed
anyway; it’s a coincidence. Likewise, if the mage
prays for intervention while an enemy is chasing him
and suddenly the enemy’s elevator gets stuck, it’s a
coincidence — not because all miracles are coinci-
dental but because an elevator could conceivably
just happen to become stuck.

Vulgar magic is anything outside the bounds of
coincidence. The mage hurls lightning from his fin-
gers — that couldn’t plausibly happen in the real
world, so it’s obviously magic! Similarly, if a mage
steps into a bathroom in one city and steps out of one
in another city, it’s clearly something that couldn’t
have “just happened,” and it’s vulgar magic.

The boundaries of coincidence and vulgarity
aren’t set, though. The Consensus has some effect:
What people believe is possible shapes what is pos-
sible. Thus, if a mage manages to convince people
that he has some incredible gizmo that really works
and lets him appear to hurl lightning, the effect may

well be coincidence — the mage does his magic and
waves his hands, but the device is doing the work,
right? As far as people can tell, anyway. Similarly, a
mage may have special knowledge about some little-
known “fact” of science that he leans on, but if it’s
not widely spread and believed, it won’t appear to be
a natural part of what could have happened, so it’ll be
vulgar magic or science.

When a mage does vulgar magic, he cuts loose
with an effect and fires off something that clearly
violates the natural order. Simple. A coincidental
effect is usually much more subtle, though. The
mage sets magic in motion but then weaves that
magic into the Tapestry. The magic nudges events
into a certain direction; those without magic can’t
even tell that anything unusual happened. The
mage might not even know what is going to happen!
The player should describe a plausible coincidence,
but the mage merely sets up events and probably
doesn’t even know if the end result came from
chance or from magic. For instance, a Hermetic
mage could invoke the power of Forces to strike an
enemy down coincidentally. The mage weaves the
magic into the Tapestry and hopes that it works. Lo
and behold, a severed power line hits the foe and
shocks him. Unusual, but it could happen, so it’s a
coincidence, and nobody can really tell if it was
magic or not. The player knew by rolling dice, and
the player described the plausible coincidence (sub-
ject to the Storyteller’s approval), but the mage
only knows that he relied on magic, he believed,
and lo, his enemy was struck down.

Individual Storytellers should play with the
boundaries of coincidence as it suits the nature of the
game. Coincidence and vulgarity will shift from time
to time, place to place and person to person, too.

What’s permanent Paradox, how do you get it,
what does it do and is it the same as a permanent
Paradox Flaw?

Permanent Paradox results when a character
has some sort of massively unusual alteration that
consistently and constantly violates the “rules” of
reality.

For instance, a mage can, using Life magic, give
himself better muscles. Usually this use is short term
to give a temporary boost; the mage garners a small
amount of Paradox and suffers Pattern bleeding be-
cause of the stress of altering his personal Pattern.
On the other hand, a Master of Life might use magic
to preserve himself beyond normal human lifespan,
retaining youth and vigor for a century. This usage
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clearly violates the “laws” of conventional human
existence. Why doesn’t the Master suffer Pattern
bleeding? Because instead of temporarily stretching
his Pattern, he permanently rewrites it. The problem
is that he rewrites it in a way that reality doesn’t
accept, so he constantly has the looming threat of
Paradox hovering over him. In game terms, he has
permanent Paradox.

If your mage garners permanent Paradox, mark it
by filling in (not just X’ing) the Paradox box(es).
That Paradox always counts for the character’s Para-
dox backlashes — it means worse backlashes and
more damage — but it never goes away. It can’t be
removed with Prime magic. It only goes away if the
mage undoes the thing that caused it (such as remov-
ing a cybernetic enhancement) or if the Consensus
changes to permit it (such as if the Consensus comes
to accept that cybernetic enhancement as “nor-
mal”). Once that happens it converts to normal
Paradox and can be discharged.

Permanent Paradox is not the same as a perma-
nent Paradox Flaw. The latter results from a nasty
backlash giving the mage some hindrance that per-
manently hampers him: a withered hand, dead-white
hair, a Derangement or some similar problem.

Okay, smarty pants, so if the Consensus says
“reality is what people believe,” then how come the
Consensus works? Most people don’t believe that
reality is whatever they want to believe, so it
shouldn’t be, right?

The Consensus is an aftereffect of the creation of
the Tellurian. Like the existence of Prime energy, it’s
not really subject to interpretation. Prime energy
(Quintessence) exists in spite of the fact that most
normal people don’t believe in it. In some cases there
are things that just “seem to be,” whether due to
historical inertia or cosmological constants.

In Mage, belief, channeled through will, creates
reality. Mages can do this consciously because they
are Awakened. Sleepers do so only on the deepest
most unconscious levels, such that individual belief
amounts for little, but the collective mix of such
unconscious convictions is strong enough to bind
reality to a particular mode of being — to make it
follow certain rules of what is acceptable and what is
not. Since it is an unconscious process, people can’t
simple wish things weren’t different (unless they’re
Awakened). In addition, many neurotic contents of
this collective unconscious of sorts might well make
their way into consensual reality, even though no-
body in his right mind would consciously let such

things exist. Hence, vampires and other night beasties
lurk in the real world.

The “real world” is the material world. Any-
thing can exist in the Umbra, regardless of
consensual belief (although even here there are
certain laws, and hence Paradox). It seems that the
reality filters only really kick in for the material
world, much as an individual’s own ego will not
allow certain thoughts to become conscious, rel-
egating them to the unconscious to reappear later as
dreams or Freudian slips.

Of course, you can play around with the idea of
who exactly makes up the Consensus. It’s not neces-
sarily only humans. Maybe spirits, animals or even
unknown others participate in this masterful tapes-
try called the Consensus. While belief affects the
Consensus, it doesn’t necessary create it. Some “laws”
of nature may exist independent of belief, and
others might change with varying degrees of ease
and speed.

When stepping sideways, does the Avatar Storm
cause damage from failed Spirit dice, or from a
separate roll of Arete + Paradox? And does the
Storm affect anything other than mages?

It’s Arete + permanent Paradox. The Storm
affects only enlightened individuals and creations —
that is, mages and Talismans.

So how come the Avatar Storm doesn’t affect
shapeshifters, spirits, what-have-you?

The Avatar Storm is attracted to strong, power-
ful Avatars. It’s like lightning striking a magnet.
Shapeshifters aren’t exactly human and certainly
don’t have Avatars in the Mage sense (they have
spirits, but they are part spirit). Spirit entities, by the
same token, are not necessarily Avatars.

Why did the Avatar Storm happen the way that
it did? It seems like a cop-out to take Masters and
the Umbra out of the game.

Some people think the Avatar Storm is just a
plot device that came out of nowhere. Well, multiple
nuclear devices went off in the Underworld. The
Sixth Maelstrom arrived. Doissetep collapsed in the
largest display of Forces in memory. The Digital Web
crashed and reset. The Tradition stronghold of
Concordia/ Horizon was invaded and fell! And people
think that the logical result of these events upon the
spirit world should be nothing happening?

In a game-world sense, the Avatar Storm is a
gross consequence: It’s a reminder of the impend-
ing Sixth Age/Armageddon and a slap in the face
to arrogant mages (and others) who thought that
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they could meddle around with cosmically de-
structive forces.

In a theme/ mood sense, the Avatar Storm helps
to make the Umbra more isolated and mysterious. It
also cuts the Masters off from Earth, thereby chang-
ing the power dynamic of the game.

See also the metaplot wrap-up on pp. 33-35.
It seems really hard to build a fast Effect. With

penalties for fast-casting, required successes and
the like, most mages will have trouble getting more
than one or two successes in a turn.

This rule is deliberate; mages should take time to
prepare, cast their Effects wisely and use brains, not
brute force. Magic turns the universe on its head —
it is not something done quickly or lightly! Magic is
not an instant cure-all for everything. A mage can’t
rely solely on magic to fix every problem.

A mage under stress is probably better suited
using some subtle magic to nudge events into her
favor or splitting dice pools to get a simple per-
sonal Effect backing up a normal action. Real
titanic workings will take time and effort. If a mage
just has to do something phenomenal in one turn,
that’s what Willpower and Quintessence expendi-
tures are for. Remember, too, that if all that your
mage wants to do is kill someone with vulgar magic
that successes on the attack roll do add to damage
as with any other sort of attack, so even a one-
success fire blast can inflict some hefty damage
with a good shot.

If a Storyteller wants to let mages build faster
Effects, it’s easiest to get rid of the fast-casting diffi-
culty penalty and to loosen up the success chart so
that one or two successes can still score useful results.

Now you know what was intended — that magic
be a demanding but rewarding craft. If you want to
change it, you can.

Um, what are the Technocracy’s Conventions,
anyway?

Blast, that sidebar just didn’t make it into Mage
Revised. In brief, the Technocracy has five Con-
ventions: Iteration X, concerned with computer
and material sciences; New World Order, which
works with social engineering and information dis-
tribution; Progenitors, who practice medicine; the
Syndicate, which works with money and econom-
ics; and the Void Engineers, who explore and chart
unknown places and dimensions. Together they
uphold the Precepts of Damian, a set of guidelines
that exhort them to protect humanity and explore
the cosmos.

What level of Life magic is required to heal
other people?

As implied in Life 3, “To more complex creatures,
she can exert change, causing the entity to grow or
change as she desires,” a mage can heal or injure other
people (and complex animals) with Life 3. Transform-
ing the Pattern into something else requires Life 4.

What’s the deal with the metaplot?
See pp. 32-35 for a discussion of all things

metaplotty.
How are Geasa (Mage Rev pp. 298–299) sup-

posed to work?
A geas Flaw reduces the value of a corresponding

Merit or Flaw. The point table, unfortunately, is
backward (oops). So if you have a very simple geas,
it’s worth 1 point — it reduces the cost of a Merit or
Flaw only slightly, because you’re unlikely to break it
and thus unlikely to lose the Merit or suffer the Flaw.
If you have a very nasty geas, it can be worth up to 5
points — it will mitigate a Merit because you’re
almost certain to lose it. Of course, a geas’ value can
never be more than one less than the value of its
corresponding Merit or Flaw.

A straightforward example: Say that your mage
has Sphere Natural: Spirit (a 5-point Merit). Then
say the character has a geas to always leave a small
sacrifice of food for the spirits when eating — a minor
geas, worth about 2 points. The cost of the Sphere
Natural Merit is now only 3 points, but if the mage
ever fails to fulfill the geas, he loses the Merit.

As a Flaw, consider a mage with the Crucial
Component: sunlight Flaw. This Flaw is 2 points.
The mage also takes a geas: always eat your veg-
etables, a 1-point geas. The mage gains one freebie
point for the Flaw, but if he ever fails to eat his
veggies, he suffers from the Flaw in the future. (In
this case, you’re getting points for a Flaw you don’t
even suffer unless you break the geas. Pretty sweet.)

Can a mage change Traditions?
Conditionally, yes. A mage who switches through

different Traditions during early training gains the
Dual Traditions Merit (see p. 298 of Mage). Similarly,
a mage might gain this Merit during the course of
play at a cost of 14 experience points and lots of role-
playing. The mage gains the indoctrination and
skills of both Traditions at once, which is why it’s
such an expensive Merit.

A mage might change to a wholly different Tradi-
tion and abandon a former one at some point. The
mage probably gains the Probationary Sect Member
Flaw or a similar social penalty. Making such a
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change is akin to a life-changing experience like
“getting religion” or suffering a personality shift. The
mage isn’t just learning a different way of magic; the
character’s tearing apart what he knew to be true
about the universe and trying to put something else
in its place.

A mage’s Arete doesn’t go down as a result, but
it’s quite likely that the mage’s Sphere knowledge
might suffer. After all, a trained Hermetic mage
knows that by opening the appropriate gates and
calling the right binding spells on angelic powers
he can conjure fire, but if that Hermetic mage
discards that information as useless rubbish and
instead tries to learn to use intuitive technology
like a Son of Ether, he must essentially relearn,
from scratch, his Spheres.

The best way to handle this situation is to use
the rules for a mage who loses a unique focus (see
Mage p. 203) or wants to learn to use other foci in
addition to a unique focus. The mage has a couple
of choices: he can cast spells by “surpassing foci”
and just forcing the magic to work, or he can start
learning a new focus — the new Tradition’s focus
set — for a Sphere by rebuying his existing dots at
half cost. Yes, it is a very expensive proposition,

which represents how much work it takes to change
worldviews so drastically and shows why mages so
rarely try to switch over.

The mage retains rote knowledge, mundane
abilities and mystical backgrounds. Resonance al-
most certainly increases or changes as a result of
such a shift.

What happens when a Tradition mage is Con-
ditioned into the Technocracy (or vice versa)?

See the rules for changing Traditions, above:
The mage essentially learns a new way to do things,
but old Sphere knowledge is inaccessible until the
mage can figure out how to apply the new tools. The
mage’s experience isn’t wholly lost — the mage is
only paying half cost to regain the Spheres, after all
— but it’s still a long road.

Of course, such a character also gains the Proba-
tionary Sect Member Flaw. Mages jumped into the
Technocracy almost certainly suffer a high level of
Conditioning (see Guide to the Technocracy).

That is still better than trying to Awaken some-
one from scratch, and it’s easier for a former
Traditionalist to relearn old Spheres than for a
newly Enlightened operative to learn them, which
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explains why the Technocracy places a premium on
capturing and reconditioning Tradition mages in-
stead of always killing them. (This custom also
gives you great plot hooks for “rescue our friend
before he’s Conditioned.”)

Say, could I use those rules above for changing
my mage’s foci?

You bet. You can overcome the need for a unique
focus and replace it with the normal focus limits of
the Tradition by paying an extra 50% for the cost of
each Sphere level in that Sphere. That strips the
penalties for the unique focus and allows the charac-
ter to use the normal Tradition set. Why would you
ever do this? Because you still garner all the bonuses
for using the original unique focus, if you keep it.

What does Resonance do? Why’d you bother
putting it in if it’s so vague?

Resonance is expanded upon in Guide to the
Traditions. It’s listed as a statistic primarily to draw
attention: While Resonance existed in prior editions
of Mage, there were literally dozens of people crawl-
ing out of the woodwork thinking that it was a great
new rule unique to the revised edition.

The basic idea behind Resonance is that a mage’s
drives, emotions, and personality all affect her magic.
Resonance statistics help to show what those emo-
tions are and how strong they may be. A very, very
angry mage has a lot of anger Resonance — and her
magic spells show this!

Similarly, Resonance is a magical “scent” or
“flavor.” A mage’s spells have that sort of Resonance
and it’s almost always unique. Remember when Darth
Vader sensed Obi-Wan’s presence on the Death Star
in Star Wars? Resonance is like that — your mage
casts a spell and suddenly her old enemy recognizes
her due to the Resonance.

Because Resonance represents emotion and de-
sire channeled through magic, it changes in response
to them. Mages who go through a lot of magical stress
or who have lots of power tend to have lots of
Resonance, so mages often gain Resonance from
Quiet or from Seekings. Mages who have profound
traumatic emotional episodes or who have personal-
ity shifts might gain new types of Resonance.

Can you have multiple different types of Reso-
nance in the same category (like Entropic)?

Yes; see the optional rules, below.
Why did mages do (random stupid thing)?
Because mages are human, too. They make

mistakes. Sometimes they do things because “it

seemed like a good idea at the time.” Mages do
have special abilities, but they are neither om-
nipotent nor infallible.

Why aren’t Technocrats and the Umbra in the
core book any more? How do you play the game
without the spirit world or the main antagonists?!?

Technocrats aren’t supposed to be the main
antagonists any more. In early editions they had a
very one-dimensional “black hat” caricature, paint-
ing them as lurid villains against the Traditions.
With the release of books like Guide to the Tech-
nocracy, they’re now playable as misguided humans
with their own agendas. Since they’re not “the en-
emy,” they don’t really belong in the adversarial
position of the core rules, and putting them there
would’ve only propagated the idea that they were
still “the enemy.” Instead, “the enemy” for mages is
much more pervasive and subtle — it can be any-
thing from personal issues that the mage must face in
the real world to the attempt to win back Sleeper
hearts away from the Consensus of apathy. See Chap-
ter Two: The Awakened Struggle for ideas on the
many conflicts facing mages.

The Umbra is indeed a large and vibrant realm,
a place that’s far away from most of the tragedies
happening on Earth. For better or worse, modern
mages have to deal with their problems at home.
Fighting in the spirit world won’t accomplish the
things that the Traditions need to do. For this rea-
son, the Umbra presents a great vista to play in, but
it’s not the stomping ground for newly Awakened
mages, who still have all of their old life problems but
now have new ways to deal with them. Similarly, the
sheer scope and complexity of the Umbra aren’t
really done justice by leaving it in two pages of text.
The Umbra will have its own sourcebook, The Infi-
nite Tapestry (forthcoming).

The Mage core book is, essentially, a primer for
someone playing a new mage. Newly Awakened
mages rarely have a history of run-ins with the
Technocracy (you usually aren’t hunted down until
after you start doing magic), nor do they have the
experience to go traipsing about the spirit world.

The experience rules say “new rating x” for
Mage, but they’re “current rating” in the other
games. This is a mistake, right?

No. As Justin Achilli explained during devel-
opment of Vampire Revised, he’d always understood
“current rating” to mean “rating you’re currently
buying.” It makes more sense to some people that
learning more of a skill (the second dot) is harder
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than learning the rudimentary basics (the first dot)
instead of the other way around, which was a strange
artifact of the old system. It also seemed appropriate
for Mage, but the new wording was adopted to make
it clearer.

Of course, you’re always free to use whatever
experience system floats your boat, so you can use
“current” if you like. You should probably use the
same “current” or “new” definition for all characters
in your game, just so your players don’t beat you up.
Ethan Skemp preferred the “current rating” system
and left it intact in Werewolf Revised.

What’s the relationship of Ars Magica to Mage?
The old Ars Magica game was originally done by

some of the people who later went on to become
White Wolf and was published for a while by White
Wolf. While it certainly influenced Mage early on,
ArM has since parted ways. The two games have
diverged, and while they have some similar elements
it isn’t really correct to assume that ArM is the
“history” of Mage at this point.

The Dark Ages: Mage rulebook delves into this
history, illustrating the struggles mages go through in
the early 13th century — before there were the Tra-
ditions as we know them or even the concept of the
magical Spheres.

How does Mage reality fit in with the other
games?

Not really well. The idea of laws of the world
influenced by the consensus of human belief isn’t
necessarily the same as a world that’s overrun with
the machinations of vampires, or one where animals
(at least wolves) have as much say in the “truth” of
things as humans.

Mage posits a world where humans take central
importance but don’t know it except in a few rare
cases. In Vampire humans are victims; they unknow-
ingly have predatory monsters in their midst. In
Werewolf there’s a very specific way that the cosmos
works, with delineated good and evil.

Nonetheless, these games could conceivably take
place in the same world, but one where not every-
body is always right. Even a werewolf’s die-hard
beliefs in the supremacy of the natural world aren’t
necessarily correct in such a postmodern, subjective
world. On the flip side, mages may find that not only
humans decide what’s real and what’s not — un-
known spirits may have just as much (if not more) say
in the matter.

Mixing the worlds properly, without favoring
one over another, requires a bold sense of diversity
and a willingness to suspend questions about ulti-
mate reality. Themes concerning the conflicts
between these worldviews (and the possible resolu-
tion of them) might become prominent.

Of course, you could just decide that Mage is the
only “right” game and that the others must somehow
fit into its truths above all.

Why are the rules on ghoul mages so harsh?
Ghouldom is a form of parasitic servitude. A

ghoul essentially is dependent upon the whims of the
vampire master for survival and power — it’s a curse
handed down. Mages, on the other hand, are mortals
who are empowered to change reality by their will.
The two states are incompatible — one is a state of
slavery, the other a state of total liberation.

How come hunters have the role as humanity’s
guardians when that’s what mages do?

Technically, mages aren’t humanity’s guardians.
They’re a next step in human potential, true — but
nothing says that mages are required to use that for
the good of all mankind. Some mages take it upon
themselves to help and advance humanity. Others
believe that they must use their powers for their own
personal development.

Hunters, on the other hand, were given their gifts
by entities with very specific goals in mind (see the
Hunter Storytellers Handbook). These agendas don’t
necessarily always mean protecting humanity…but
they are more focused than mages, who can use their
powers for just about any reason at all.

Remember that even if players’ mage characters
are heroic, the same isn’t necessarily true of the mage
community as a whole. The existence of mages like
Voormass and Jodi Blake should underscore this point.

You could think of hunters as ordinary people
given extraordinary powers, while mages are extraor-
dinary people (they’re Awakened) with extraordinary
powers (magic).

Is the Umbra the same as outer space?
No. The Gauntlet is extremely thin in space,

though, so much so that it’s easy to slip between the
two places. Mages beyond Mars can often slip through
into the Umbra as if it’s a shallowing. Still, places in
the Umbra aren’t visible from Earthly space — oth-
erwise planet-bound amateur astrologers would’ve
spotted the Tradition-Technocracy wars over Jupi-
ter back in the early ‘90s!
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How come mages with fae blood or shapeshifter
kin Merits can’t use Gifts or cantrips?

Because their supernatural powers don’t work
that way. An Awakened mage doesn’t have the
same tie to the Gaia-cosm as a werewolf, or to the
Dreaming as a changeling. She’s become some-
thing else — something humanlike, yet on the
pinnacle of what it is to be human. Such a being is
in touch with inner powers, not with gifts from
some other heritage.

Still, a mage can use Spheres to simulate Gifts or
cantrips that she’s seen. Under the right conditions,
this usage might even be coincidental (“Other kin-
folk can do this, so can I!”).

My friend says that Virtual Adepts are
technomancers. I say they’re Traditionalists, obvi-
ously. Who’s right?

You both are. A technomancer (lower case t) is
just a mage who uses technology to mystical ends.
Such a mage might be a Virtual Adept, a
Dreamspeaker techno-shaman, or a Euthanatos from
the Lakshmists. Conversely, some Virtual Adepts
eschew mysticism entirely and more properly use
Enlightened Science.

Adding to the confusion is the fact that early
editions sometimes referred to Technocracy charac-
ters as “technomancers.” This terminology has since
been overturned — technomancers use technology
for mystic ends; technocrats use technology for
nonmystical ends.

Can my mage become a vampire or werewolf
and keep his magic?

No; a mage who becomes a vampire dies and loses
his Avatar. Werewolves are born with their predis-
position and someone destined to become a werewolf
will never Awaken as a mage because his soul is
already part of the Gaia cosmology.

Also, Samuel Haight was never a mage, techni-
cally. He simply had a magical item with some
phenomenal mage powers crammed into it.

When is White Wolf going to publish a big book
of crossover rules?

It isn’t likely to happen, for several reasons.
First and foremost is the complexity issue. Ad-

dressing every single combination of powers and
weaknesses is a nigh-impossible task. Consider the

difficulty in just addressing the possible combina-
tions of existing powers, Merits and other attributes
within a game line itself. A “complete crossover
compendium” would be encyclopedic.

Secondly, the games have different thematic
elements and assumptions. Mage typically revolves
around humans striving to empower and improve
themselves. Vampire, by contrast, focuses on the
monstrous nature of the now-undead central char-
acters. While the two aren’t always mutually
exclusive, they do clash — having vampires who
suffer under the burden of downward-spiraling
Humanity while their magely allies brazenly kill
opponents due to a difference of opinion is not
only unfair but really not much fun. In terms of
backstories there’s a similar problem — if you use
the Mage setting, then you assume the existence of
the Consensus, the Tellurian and all the trappings
thereof. If you use the Vampire setting, you as-
sume the existence of Antediluvians, clans and
quite possibly the Biblical notion of Caine and an
interpretation of the Judeo-Christian deity. The
two don’t mix well or easily. If there is a God, then
some mages are wrong about fundamental axioms
of the cosmos. If there isn’t, then where did vam-
pires come from and what’s the real story behind
them? These questions require answers that force
a retooling of the setting.

That leads to the third problem: meshing ma-
terials. Each setting has certain principles that
would require a lot of effort to strip out and rework
for compatibility. Each one is a complete world
unto itself and appropriately has an individual
game developer to oversee its complexities. Hav-
ing full crossover books would mean stripping out
setting-specific elements and turning them into
generic versions, often without the “feel” already
in place. Furthermore, it would mean that each
game developer would have to be fully fluent with
every rule, convention and historical foible of
each game line, instead of just paying attention to
and mastering one. That’s a bit much to ask of a
single human being!

If you, as a Storyteller, want to tackle these
burdens, you’re welcome to do so…just be aware of
the scale of difficulty you potentially confront.
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Optional Rules
Redefining Magic

Magic is a rather indefinable thing in many ways.
It is almost as though any real attempt to define it
beyond certain loose boundaries of tradition some-
how detracts from the mystery and fantastic nature of
its supernatural feel. Nevertheless, games must by
necessity have rules, if only to prevent arguments
and provide groundwork for settling any disputes
which might arise among players. Mage presents one
of the most successful examples of blending an open-
ended, infinite-possibility, story-oriented magic with
a solid, balanced rules system that has ever been
introduced into the roleplaying game industry. Even
so, it is a system that by its very nature encourages
every single Storyteller to adjust it here and there as
she seeks to transform her vision of the rules into a
mirror image of her personal World of Darkness
paradigm. Most of us were drawn to the idea of magic
at some point in our childhood and it is important
never to lose totally the wonder of the child in the
face of the wisdom of age.

Prime Directing
Quintessence points are a direct way to reduce

the difficulty of magic. According to the normal
Mage rules, you may spend one Quintessence point
to lower the target number by one or to reduce the
number of threshold successes needed. A magician is
limited to spending no more than her Avatar rating
in Quintessence. Logically it makes sense that some-
one with a soul weak in the flow of Prime energy
would have difficulty manipulating that flow. It
seems insufficient that even a Master of Prime should
be similarly limited.

Therefore, a Storyteller may wish to adopt the
following subtle adjustment to the use of Quintes-
sence in her chronicles .  When expending
Quintessence points to reduce magical difficulties,
the limit should be the highest of the mage’s Avatar
rating or Prime Sphere rating. Thus if a Master
Prime mage was never gifted with an epic soul but
gained incredible influence over primal energies
anyway, she would be able to exercise this power
suitably. A mage with level 3 Prime and an Avatar
rating of 1 would be able to spend up to 3 Quintes-
sence points at a time. A mage with level 1 Prime

Every good Storyteller who runs games
for any length of time is likely to de-
velop her own house rules. This is not
to say that if you do not make up some
special rules of your own that you are
somehow not a good Storyteller. It is
more an observation that few groups
are entirely 100% happy with every
single rule exactly as we have written

them. The Golden Rule is there in the game to
actively encourage Storytellers to change rules
they don’t like instead of steadfastly following
every term in the book without question and with-
out regard for consequence to their stories. You
should feel free to make changes that improve
things as you personally see them and that make
the game more fun for your players. Everyone plays
differently, so it is impossible to provide rules
suggestions for every single occasion, but this sec-
tion offers some alternatives to the standard rules
that you may find useful in your games.

A couple of points deserve special note. At-
tempting to answer numerous letters involving
disputes between Storytellers and players has taught
us some lessons. First of all, folks, if you and your
players cannot get along, it is probably time to find
some new players. Before you abandon your fellow
players, however, check out some of the sugges-
tions and advice found within this book to see if
any of it might prove useful in settling your issues
satisfactorily. You may discover that the road you
walk has already been trod by someone else and
that perhaps they have some answers to the ques-
tions that perplex you most. Secondly, we have
seen too many players try to twist the wording of
the Golden Rule. The Golden Rule is a tool for
Storytellers to apply to improve the game. It does
not apply to players who are trying to overturn
their Storyteller’s rulings. Frankly, if you cannot
abide by your Storyteller’s rulings, you are prob-
ably not being honest with yourself or your fellow
players. If you really respected your Storyteller and
your fellow players you wouldn’t try to pull some
trump card out of a book to throw in her face. Find
a Storyteller whose game you enjoy and stop
subjecting yourself and others to the negativity
you are creating.
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and an Avatar rating of 4 would retain the ability to
expend 4 Quintessence. The reduction of target
numbers would still be limited to –3 from the origi-
nal base difficulty.

Avatar Storm Paradox
One of the common complaints that Storytell-

ers familiar with previous editions of Mage put
forth is the perceived limitation of the Avatar
Storm upon users of Spirit magic. Often such indi-
viduals too hastily ignore the powerful setting
change that brought this alteration. Some Story-
tellers may legitimately feel that they do not like
the harsh ways that this change discourages the
more spiritual sides of their Mage game. Others
might thoughtfully note that it seems ridiculous to
them that any starting werewolf character can
more easily “step sideways” than even the most
potent Master of Spirit magic.

Any Storyteller could simply invoke the
Golden Rule and do away with the Avatar Storm
entirely, but this optional rule is presented for
those who wish to preserve the general feel of the
canon setting. The normal Mage rules state that
any attempt on the part of a mage character to
pierce the Gauntlet causes aggravated damage to
the mage and that this damage increases the higher
his Arete rises. The Avatar Storm Paradox option
removes that clause — so that characters can step
into the Umbra freely — and instead declares that
all botch damage incurred by magic rolls or Para-
dox related to the Spirit Sphere is automatically
aggravated. The use of Spirit magic is still more
dangerous than it was prior to the Avatar Storm,
but successful casting rolls for Spirit effects, and
failed rolls that do not botch, do not cause damage
to the mage. The Avatar Storm still retains its
potent story reason for existing yet is not so hin-
dering to practitioners of the Spirit Sphere.

Another option is to play out the new metaplot
elements that will unfold over the next series of
Mage releases, some of them dealing specifically with
new ways mages discover to skirt the Storm damage
and enter the Umbra without harm — but not with-
out consequence or cost.

Combat Changes
One of the areas of the game which can prove

most confusing is that of combat. Once several
characters enter a violent confrontation, the sheer
number of factors suddenly thrown at a Storyteller
can prove mind-boggling. Some Storytellers prefer

very quick, easy systems to run combat as smoothly
as possible in order to avoid any disturbance to the
story. Other Storytellers find extremely stream-
lined systems a bit unsatisfying, as they often sacrifice
some degree of realism or restrict the options of
players significantly.

Even the core Mage book presents a few alterna-
tives, such as the cinematic damage option that
allows people a small chance to soak even lethal
damage forms. This option may not appeal to Story-
tellers who think that guns should be deadly. It may,
however, strike the fancy of Storytellers who worry
that the normal system does not differentiate in any
way between the Spartan sturdiness of Stamina 5 and
the anemic sickliness of Stamina 1 when faced with
any source of “lethal” damage. These are the sorts of
decisions a Storyteller must make when determining
what sort of game she wants to run.

Minimum Damage Rolls
Under the base Mage rules as presented in the

core book, a character can score a successful blow
and, due to failure to get any successes on the
damage roll, not pose a threat to an opponent
whatsoever. One option is to assume that any suc-
cessful blow always causes at least one level of
damage before soak, regardless of how poorly the
damage dice may roll. Thus every successful strike
presents at least a small danger that must be soaked
to prevent damage.

Grades of Minimum Damage
Another option beyond the basic “minimum

damage” rule is to cause characters to have an
automatic minimum damage based on the hit
scored. A character who scores a whopping seven
successes on an attack roll probably hit very sol-
idly — the player gains extra damage dice, but
these dice might still roll very poorly and do no
damage. You might want to give a minimum dam-
age rating automatically.

A minimum damage grade of one level of dam-
age per three full successes works well for the basic
Storyteller system. Thus, a character who’s a master
with knife-fighting can almost guarantee scoring
telling blows with every good hit. You might play
with the multiplier, too, making it one for two or
one for four.

(Thanks to Sean Patrick Fannon, who came up
with this perfectly sensible rule long ago and yet has
had to wait so long for it to see the light of print.)
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No “1s” Damage
The core Mage rules already state that one can-

not botch damage rolls, but they do not exempt such
rolls from the Rule of One. Normally, therefore, “1s”
rolled as part of a damage dice pool actively reduce
the number of successes of the damage result. An-
other way to tweak the damage system is to assume
that “1s” do not cancel out damage successes. Thus
the odds of a damage pool causing at least one level
of damage are increased, albeit only slightly.

Dangerous Damage
Strictly speaking, the core Mage rules present no

chance whatsoever of a normal person with no skill
in firearms killing another person with a revolver.
Even the luckiest person with 2 Dexterity could
score only two successes on the attack roll, granting
five dice of damage. Even the best damage roll could
cause only five levels of damage. It seems somewhat
ridiculous to think that a normal person with a pistol
cannot ever kill somebody with one shot, even with
incredible luck.

The Dangerous Damage option treats all dam-
age rolls as “Specialization” rolls (see Mage p.
117); after all, isn’t a damage roll specialized in,
well, causing damage? Thus all damage rolls under
this option reroll all “10s,” keeping the original 10
as a damage success. If another 10 is rolled on the
new roll, keep it and roll again and so on. This
option provides the chance that any blow by any
weapon might kill without arbitrarily raising all
damage levels in the game. This rule could be used
on its own or combined with other optional dam-
age rules. Combined with other damage options,
combat becomes a lot more deadly, which can
instill more of the horror that is part and parcel of
the World of Darkness.

Warning: Storytellers using increased damage
options should make sure they understand that they
are inviting a higher incidence of character death
and be prepared to deal with the consequences both
in-story and with the real-life players who play the
threatened characters. Certainly, every player should
always know about any use of optional or house rules
that increase the danger to his character before such
rules are invoked.

Mooks
In high-action games, you always have them: the

hordes of knife-wielding cultists/ robed mystics/
trained baboons/ gun-toting thugs. They have no

names; they exist only to stand between the charac-
ters and the objective, to provide a moment of
tension and a chance for the players to show off their
characters’ tricks. They’re mooks.

For cinematic combat games, assume that any
character with no name has only four health levels
(healthy, hurt –1, wounded –2, crippled –5). Your
players will mow through the mooks much more
rapidly.

Synchronous Abilities
The normal rules for Mage: The Ascension

provide for the use of Talents, Skills and Knowledges
to aid one’s use of magic, as well as for magic to aid
in the reverse. Some Storytellers may find it advan-
tageous to adopt a similar rule allowing characters to
use one Talent, Skill or Knowledge to benefit the use
of another Ability.

As an example, assume that Herman is a tal-
ented car mechanic and has used his Crafts
(mechanics) skill to boost the performance of his
car. The Storyteller might allow him to put his
intimate knowledge of the vehicle and its perks to
use for Drive rolls made during a high-speed at-
tempt to escape the police. In another case, Gail
might be an expert survivalist with a bit of first aid.
While she is no doctor, her experience in the wil-
derness could help her with Medicine rolls when
she is attempting to treat hypothermia.

The rules to represent these synchronous uses of
skills are very simple. First, the Storyteller deter-
mines which Ability is the active one. In Herman’s
case, as he races to evade the police chase, his active
Ability is clearly Drive. For Gail, who is attempting
to keep her friend from dying of frostbite, the active
Knowledge is Medicine.

Secondly, the Storyteller decides if another Abil-
ity might be used as an assisting Ability. The
Storyteller determines that Herman’s Crafts (me-
chanics) skill applies as he has been tinkering with
his car, and that Gail’s Survival skill applies as she
has seen this situation before.

The player rolls the assistant Ability first, and
each success may be applied to the active Ability roll
as a –1 to the difficulty. Remember that the difficulty
cannot be reduced by more than 3. In the first case,
Herman has six dice for his Crafts roll (Intelligence
2 + Crafts 4); after rolling he scores two successes.
Gail has seven dice (Intelligence 3 + Survival 4) and
receives a miraculous five successes.



21Chapter One: The Craft

Finally, the player rolls the active Ability, modi-
fying the target number appropriately. Herman is a
good driver, with a Dexterity of 3 and a Drive of 3,
so he rolls six dice. With the slippery streets and
narrow roads, the Storyteller rules that he would
normally have a +1 penalty to his difficulty. Luckily
the car is built for just that sort of mistreatment, and
his two successes from his Crafts roll offset this
penalty, giving him a net target number of 5 (stan-
dard 6 – 1 = 5). With a screeching left turn onto a
one-way street going the wrong way, Herman loses
the police in traffic.

Gail’s friend is in bad shape. He is bleeding, his
clothes are wet, and the wind is blowing fiercely.
Not only that, she knows only the basics of first aid
and treatment with Medicine 1. The Storyteller
rules that normally Gail would suffer a +3 penalty to
her difficulty. Luckily she received five successes on
her Survival roll, and though the total modifier
cannot be less than –3 or more than +3, the five
successes still count. The +3 penalty is overcome
and the difficulty is reduced further by a net –2. She
rolls four dice (Intelligence 3 + Medicine 1) and
scores all successes. Her experience as an explorer

helps to bring her friend through despite her defi-
cient medical knowledge.

Cinematic Magic
Core Mage assumes that magic is a carefully

crafted, slowly built power that requires precise con-
trol and a lot of concentration and time. This concept
makes magic philosophically interesting and plays
up the fact that it’s a useful aid to everyday life skills
(or extraordinary circumstances), but it hardly makes
such magic effective in the heat of battle. If you want
your magic to have lots of whiz-bang-pow-sock ac-
tion, or you just think that mages should have an
easier time doing things, you’ll want to explore some
or all of these options.

Why Magic Is Hard or Easy to Cast
Before you tweak with the rules for casting magic,

it helps to figure out why the rules make certain
elements of magic hard or easy to do. They break
down into several factors:

Arete Limits: While many normal skills have
fairly large dice pools — an average person with
decent professional skills has four dice — most
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mages have a very hefty limit on their Arete rat-
ing. That one-to-three dice limit for a starting
character means very few dice, so most proposi-
tions are all-or-nothing: Either the mage scores
the necessary success or fails outright. There’s not
a whole lot of room for variety.

Foci and Paradigms: Use of foci and paradigms
helps to limit mages by forcing them to use specific
techniques. If you say, “You can’t do that if you can’t
figure out a way that your character would,” you
automatically put restrictions on mages according to
their styles. This restriction isn’t a mechanical limit
per se. It does force players to play characters they
can understand and do research about. A player will
be very unhappy if saddled with a paradigm he can’t
understand and thus can’t use.

Difficulty: Magical difficulty ratings ramp up as
Sphere levels increase. Higher-level spells are natu-
rally harder to cast. If you tinker with this system, you
make it easier or harder for basic spells to fire off, but
you also place higher-level Sphere effects into the
“basic spell” category. Consider, for instance, that a
vulgar Sphere 3 effect has a base difficulty of 8 — if
the caster has three dice of Arete, that’s going to be
pretty hard to pull off. If the difficulty drops to, say,
6, then a 3 Arete character is practically guaranteed
to score it but may not have extra successes to spend
(because Arete dice are so scarce).

Spending Successes: Because it costs successes
to affect other people, cause extra damage, etc.,
it’s hard to make effects beyond simple ones that
affect only the mage. By lowering or removing
these limits you make it easier to cast group spells,
long-range spells, and spells that cause lasting
damage over an area.

No Foci
”It’s supermage!” Foci help to add a lot of flavor

to mages — they’re tools that mages use because their
belief structures rely upon said tools. A mage uses
those foci as part and parcel of how she works magic.
If you remove foci from the game, you make magic a
lot easier, but you also remove any real need for
Traditions. (Why would Hermetics and
Dreamspeakers argue over technique when neither
of them has a technique?)

No Success Cost
One very subtle way to increase magical power is

to rule that a spell with any successes on the effect
roll works at no cost in successes. In a normal effect,

one success counts just as “this makes the spell go.”
In this variant, the spell works at no extra cost if it
has any successes; the successes can instead be ap-
plied toward the various pieces like duration, range,
damage, etc.

Double Successes!
A recent cinematic game here had the players

running heroic mages doing a hunt-and-destroy
against various supernatural critters who threatened
Tradition interests — a sort of magely hit squad.
Since it wouldn’t really be appropriate to have the
characters stuck using very minor effects that don’t
score much damage or help empower their skills, the
solution was simple: make the magic more effective.
All successes were counted as two, so base spells had
twice the range, twice the damage, and so on. The
mage still had to score successes against the same
difficulty, so spells weren’t easier to cast, but with
even the base 3 Arete a mage could still pull off a
powerful effect without using a ritual.

Arete + Sphere
If you want the magical success rolls to work

more like Skills, you can use Arete + highest (or
lowest) Sphere rating for magical dice pools. Of
course, unless you cut Arete ratings in half, pools
might go up to 15 dice (or more).

If you make magical rolls revert from highest
Sphere used, players will always try to find ways to
work their best Spheres into any effects, regardless of
how appropriate it may be. Still, this method also
helps establish that certain characters have their
own signature “tricks.” If you make it work off lowest
Sphere, mages will tend to rely on effects from their
best areas and do conjunctional magic only in des-
peration (which is pretty much par for the course).

Echoes:
An Alternative System
of Paradox and Resonance

The following system offers a way to handle
Paradox and Resonance differently from the usual
game system. In this form, Resonance isn’t necessar-
ily a “punishment.” Rather, it’s more a reflection of
the character of the mage and her deeds. This ex-
ample is one way to tweak a core rule into something
completely different.

More than any other creatures, mages affect and
are affected by the reality they live in. Their Ava-
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tars echo with the records of their deeds and the
nature of their characters, existence shaping and
shaped by them in turn.

There are six different varieties of echoes, re-
flecting the different spiritual paths down which a
mage can walk, ranging from the chill depths of
Winter to the carnal heights of Summer, the fanciful
dreams of Spring to the banal reality of Autumn, the
black depths of Night to the bright reaches of Day.
The further one strays from the center, the more
existence bends and is bent by the mage. Indeed,
mages who pass beyond the boundaries of each path
leave this existence for a higher or lower plane,
transcending or descending from existence as most
mages know it.

Echoes range on a scale from 0 to 10. Mages with
Echoes beyond 10 points are removed from the game.

Echoes of Autumn and Spring
Autumn: Autumn is another word for the ev-

eryday world, the banal reality despised by
changelings and embraced by Sleepers, the dull,
safe, sane and rational world of everyday care. It’s
the world that, for the most part, does not believe in
magic or dreams.

All mages save the most crazy Marauders have
some degree of Echoes of Autumn, which comes
with living in the modern World of Darkness and its
bleak setting. Since most mages live day to day in
the sane, rational world of Autumn, these echoes do
not have any visible effects (though they will in the
land of dreams).

Technocrats are the furthest up the scale, having
on average an Autumn Echo rating of 8–10, making
one count as an “Autumn Person” in the lexicon of
changelings. Autumn Folk are creatures of order,
generally obsessed with minutiae and cold facts,
humorless and no-nonsense with no time or patience
for silly things like dreams or dragons or fairytales. In
fact, most believe that such things should be exter-
minated, especially if they’re real. Not all Technocrats
hold this ideal, but those who are more tolerant of
dragons and more fanciful things generally have a
rating of less than 8.

In the 6–8 range are the Modern Cynics —
Sons of Ether, Hollow Ones, Virtual Adepts and
many Orphans. They believe quite strongly in the
mundane world and consequently are most at home
in it, it being neither too crazy nor too boring for
their tastes.

In the 4–6 range are the True Believers, includ-
ing some members of the Celestial Chorus, Akashic
Brotherhood, Euthanatos and many Nephandi — at
least, the more devout ones.

In the 2–4 range are the Mystic Traditions — the
Verbena, Cult of Ecstasy, Order of Hermes and
Dreamspeakers. Their belief in modern reality is
substantially different from that of most of human-
ity, and consequently their Autumn Echo is much
lower.

Finally, in the 0–2 range are the more well-
wrapped Marauders. They’re not completely mad, but
they make forays into madness on a regular basis,
madness being another name for the Echoes of Spring-
time, also known as the Land of Dreams.

Spring: This way lies madness, and wonder and
dreams. A mage whose Autumn Echo drops below 0
begins progressing along the path of madness, also
known as Bedlam, or Quiet or the Echoes of Spring-
time. Or, as the Hollowers put it, they start “living in
their own private Idaho.”

At 1–3 points of Spring, the mage is just a little
bit “out there.” Minor hallucinations of his own
fancy fill his reality, mixing with what he still
perceives of the “real” world. These changes are
generally small and subtle — odd music plays, little
voices speak to him, little tricks of the imagination
and the like.

At 4–6 points delusions become common. The
mage sees, hears and touches things that others
cannot see and may ignore things that sane mages
know to exist. Mages in this state have been seen to
walk through walls as if they weren’t there and climb
invisible flights of stairs.

At 7–10 points the mage interacts with his own
fantasy world, which may have little to do with
anything left in subjective reality. He may call people
by different names, ride invisible horses and tilt at
windmills.

At 11 points and beyond, the mage departs this
reality, the spirits of Paradox taking him off to his
own private fantasy world.

The more Paradox a mage acquires, the closer he
comes to the brink of madness. Technocrats are
saner than most and thus have a greater buffer zone
before they fall over the edge. In exchange for this
increased capacity, they also have an increased ca-
pacity for Paradox backlash. Mages of more mystical
Traditions don’t have as far to slide but also don’t run
the risk of having that slack snap back to hit them.
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System: Mark your character’s spot on the Ech-
oes of Autumn/ Spring scale as dictated by Tradition
and character concept. The Autumn/ Spring axis
runs horizontally, with Autumn to the right and
Spring to the left. When you acquire a point of
Paradox, mark it under the character’s spot on the
track, marking additional Paradox to the left. When
your Paradox pool reaches 1 on the Echoes of Spring-
time side of the scale, your character enters Quiet.

If your mage has any points of permanent Para-
dox, mark them from right to left, starting at the far
right. When the Permanent Paradox reaches the
“Autumn Echo” marker, lower the character’s Au-
tumn Echo one notch. For example, a character
with 5 points of Permanent Paradox cannot have an
Autumn Echo rating of higher than 5 — he’s just
too weird for standard reality — while a character
with 11 or more points of permanent Paradox is an
incurable Marauder.

Permanent changes to the Spring/ Autumn axis
occur when the mage undergoes major shifts in his
way of thought about the world. Just as permanent
Paradox can lower the Autumn rating, so too can
Technocratic Conditioning raise it.

Echoes of Winter and Summer
Winter: In the words of the Euthanatos, those

who stray down this path are touched with Jhor,
the death-taint. In the philosophy of the Akashic
Brotherhood, these mages have an imbalance of
the Yin principle. In practical application, their
touch brings Death.

A character falls into the grip of Winter when
obsessed with death, destruction and the freezing
halt of existence. Obviously, the Nephandi have a
great deal of this sort of Echo. Some Euthanatos
evidence it, but they also recognize it quickly and
move to cure it.

Mages who Echo with Winter’s power often have
a very traumatizing presence — they bring reminders
of death and finality with them. Such mages can
even leave a sort of psychic stain on an area, causing
ghosts and hauntings to follow along. The walls to
the world of the dead often seem to shimmer and thin
around the minions of Winter.

With 1–3 points of Winter, the mage might seem
a little uncanny to people. Perhaps he has an unusu-
ally penetrating gaze or seems to have a cold wind
following in his wake.

4–6 points of Winter cause pronounced changes
— plants shrivel and die at the mage’s touch, milk
sours, and his voice seems slow and gravelly. His
presence is a constant, disquieting reminder of
mortality.

At 7–10 points of Winter, the mage is so
absorbed in the necrosis of the Tellurian that his
presence is like a sore that brings swift death. Not
only does his body become cadaverous and pallid,
his presence is enough to cause headaches and
panic attacks. Even the hardiest soul recognizes
the cold gaze of death in the mage’s eyes. Miscar-
riages and sudden illnesses follow in the wake of
such a harbinger.

At 11 or more points of Winter the character
has become a walking scourge, so potent that his
presence damages the Tellurian itself. Such a be-
ing becomes a shade — sucked into the Underworld
to continue existence as a cursed wraith bent on
destruction.

Summer: In the beliefs of the Akashic brothers,
your mage is imbalanced toward Yang and her body
bristles with the scarlet chi. In reality, flowers spring
up in her footsteps and trees burst into bloom in her
presence. She is a messenger of growth and life.

Most mages, being creative forces by nature,
have a strong rating in Summer. It’s the inverse of
Winter, bringing a blossoming newness instead of
stifling or crushing creativity.

At 1–3 points the Summer Echoes are pleasant
to be around: the mage is fairly creative, ebullient
and well-adjusted. Much like a happy, satisfied hu-
man being, the mage radiates good cheer.

At 4–6 points, the mage has such a strong tie to
living, growing energies that her body seems to radi-
ate warmth and compassion. Animals flock to her
and plants grow healthy under her ministrations;
people find her presence comforting and cheerful.
The wounded heal more easily and suffer less pain.

At 7–10 points, the power of Summer is nearly
overwhelming. People in the mage’s presence be-
come almost drugged — aroused, excitable, desirous.
Even the simplest contact becomes like a dance of
joy or sexuality. Fertility manifests as plants, animals
and people all become filled with life energy and as
a result tend to foster new children.

At 11 or more points the mage’s living energies
become so vibrant that mere flesh cannot contain
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them. The mage dissolves into the Tapestry, prob-
ably giving birth to a new Node in the area.

System: Your Summer/ Winter axis runs as a
line, much like the Spring/ Autumn axis; Summer is
on the right and Winter is on the left. Assign your
mage’s rating according to Tradition and personal
predilection. Most mages will have a Summer rating
of 1–3 at the start; some Verbena and cheerful Life-
studying sorts with upbeat natures may range in the
4 or 5 area. Killer Euthanatos, emotion-deadened
Akashics and Technocracy hit men will tend to start
with a Winter echo of 1–3.

When a character destroys something — a per-
son, an idea, a belief, a movement, a creation —
assign one point of Jhor by marking it under the
character’s spot on the Summer/ Winter axis. Add an
extra point if the character did the killing with
magic. Additional points go left, toward the dead of
Winter. If the character’s Jhor reaches to or beyond
1 point of Winter, the character may suffer from
Jhor-tainted Quiet (roll dice equal to the current
Winter rating, just like a Paradox backlash, and treat
“6s” as successes toward the severity of the Quiet).
This result manifests as dangerously amoral behavior
and unwholesome changes to appearance and per-
sonality. These points go away at a rate of one dot per
day as long as the character refrains from killing or
destroying anything else.

Summer/ Winter axis changes permanently only
when a character shows deliberate and consistent
behavior in keeping with the altered state.

Echoes of Night and Day
The Echoes of Night and Day reflect the alter-

native and opposite paths of the soul — the push
to strive for the divine and the temptation of the
profane. All humans have a choice to embrace the
darkness of Night or to resist its lure and tread the
difficult path that leads into the light of Day.
Those who consistently uphold high moral stan-
dards and search for a spiritual meaning to existence
exemplify the spirit of Day. People who betray
their own kind and seek solace only in the arms of
material comforts, who squander their self-aware-
ness and life for a brief period of mortal pleasures,
fall to the wiles of Night.

Night: This dark path is that of the Nephandi,
the path of temptation and corruption, ranging from
casual cruelty to the vilest depravity.

1 point You’re a bit distant from the rest of
humanity. You’re not an unfeeling mon-
ster, but it’s hard for anything to really
touch you. Your darkness affects the
reality around you. Milk sours in your
presence, candles burn blue, bread fails
to rise and cream to churn, and televi-
sions go on the fritz. You also look sort of
creepy, causing a -1 reaction modifier.

2 points You really don’t give a damn about
anyone except yourself. People die and
you don’t care. Animals can sense this,
and dogs growl, cats hiss, and horses
break into a sweat when you’re around.
You can’t enter a house without per
mission and you start looking seriously
creepy, causing a -2 reaction modifier.

3 points You are completely heartless, except
that religious symbols from the more
pious faiths put you off. You can’t cross
a line of salt sprinkled in your path and
your shadow does stuff when you’re
not paying attention to it. You start
looking like the classic Halloween
witch or psycho killer, getting warts
and a serious case of the uglies for a -3
reaction modifier.

4 points You are an absolute beast. Pious or su-
perstitious folk can counter your magic
by just making an attempt at the right
gestures. You can’t set foot on holy
ground or touch a properly baptized
infant or anyone who’s just been shriven,
though anyone with the slightest touch
of sin on him is fair game. Very few
people mistake you for human and you
now have a -4 reaction modifier unless
you cover it up with some sort of magic.

5 points You are a nightmare. You float on the
surface of the water and children and
other sensitives go into convulsions in
your presence. Animals give birth to
monstrosities and Shakespearean signs
and portents abound. You also look like
the fiend you are, for a -5 reaction modifier.

6–10 points You are a devil in human form and
completely unplayable as a player
character. But Storytellers may have
you be as twisted as they want.

11+ You have descended to join the Dark
Masters in their Labyrinths and
Nephandi sing songs of your depravity.
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Day: This bright path is that of the Celestial
Chorus as well as most of humanity. Player charac-
ters will generally start at 2-3 points of the Echoes
of Day.

System: Most mages, being students of enlight-
enment, start on the path of Day by nature. Assign a
Day/ Night axis, with Day on the right and Night on
the left. Characters with a highly spiritual and mor-
ally developed nature will tend to hover around a
Day rating of 3 or 4, while most mages on the quest
for Ascension start at about a 2. Characters with
severe personality Flaws or abusive Natures may well
start at a rating of 1 or 0.

As a character strives for enlightenment and
greater connection to the love and beauty of life,
the character embraces Day further. Slipping from
enlightenment by accepting brutality, cruelty and
compromise causes the character to tread the ways
of Night. You don’t need to track temporary changes
along this scale. Rather, it’s much like a fundamen-
tal change of personality when a mage rises or falls
along it. If you’re familiar with Vampire, this axis is
similar to Humanity. A mage who performs humane
acts, agonizes over his decisions and consistently
upholds compassion, generosity and peace will slowly
rise into Day. Mages who brazenly lie, cheat and
steal, who kill without remorse, who deal with
demons and rely on cynicism and trickery will
slowly spiral into Night.

The Music
of the Spheres

The sheer breadth of Mage’s magic sys-
tem can be a daunting thing. The Spheres
are broad, the effects are loosely de-
scribed, and the difficulty adjustments
can sometimes be a little overwhelming.

How do you simplify it for your play-
ers? The easiest answer lies before you in
your Mage: The Ascension core book
— to which you probably say, “I’ve read

the whole thing!” Give the magic systems a fresh
look; see them as a toolkit under your control instead
of a daunting collection of tables, modifiers and off-
the-cuff judgments.

Containing the Power
The magic system isn’t meant to be the final

arbiter of what a character can and cannot do. It
exists to direct character growth. Most games prefer
characters who can each claim a specialty of their

1 point You’re not a nice person, but
you’re not a truly bad person either.
You probably have just had a hard
life and need to smile a little more
often.

2 points You’re an average Joe. You like some
people, love others and feel bad
about hating the few you do.

3 points You’re a truly kind and caring
individual. Animals can sense this
and come up to you. Dogs wag their
tails, cats purr, and horses hit you
up for carrots. You exude good cheer
and as such get a +1 reaction modifier.

4 points Compassion is your middle name.
You give till it hurts, not that you
mind. Wild animals become tame
in your presence, and even modern
children become polite and
mindful when you’re around. You
also have a +2 reaction modifier.

5 points You are a living saint. A holy and
beatific light seems to follow you,
even the darkest corners seem bright
in your presence, and those who
look upon you are filled with hope
— unless they’re Nephandi or
similar creatures, in which case they
just hiss and scuttle away. If you’re
of the right faith, you may even
develop stigmata or some other
reflection of the powers of good.
You also have a +3 reaction
modifier as a result. At this point
you may purchase the True Faith Merit.

6–10 points You are too good and holy for
belief, or at least to be run as a
player character.

11+ You ascend bodily into Heaven to
be one of the angels or whatever
other higher powers you believe in.
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own, and most Storytellers are more comfortable
with predefined limits on character power.

What makes Mage a little different is that these
rules don’t necessarily limit the breadth of effects a
character is able to perform. Used creatively, a single
Sphere can justify a staggering array of effects. The
two primary limits are the character’s paradigm and
the mood of the chronicle.

Paradigm
Some effects will be flat-out impossible for a

mage to perform if they lie outside the character’s
paradigm. As Storyteller, you have to be careful to
recognize when an effect isn’t appropriate for the
character’s stated paradigm — but don’t be too re-
strictive. The game is about dynamic beliefs; a
Hermetic mage is perfectly capable of incorporating
his understanding of modern physics into his spells.
Characters will usually have a contemporary up-
bringing and can use that kind of common sense
along with their magical insight.

Still, some effects just don’t suit a particular
paradigm. Generally, you can question a player
about an effect if he doesn’t provide an explanation
(even a very loose one) for why the effect works, if
the character lacks the appropriate Abilities, or if it
presupposes some sort of truth that isn’t accepted by
the character’s paradigm. For example, an Akashic
Brother can’t bind a spirit by its Enochian True
Name. Akashic Brothers don’t usually believe names
have power (except to foster a false sense of iden-
tity) and don’t have a deep understanding of
Enochian. Similarly, a Hermetic can’t resist mental
intrusion by letting go of his self-image. Hermetics
work hard to foster a mystical identity and anchor
it with True Will.

This limit usually applies to fast-cast magic,
since the character wouldn’t have time to direct his
will properly if he couldn’t understand the effect in
terms of his paradigm. Ritual magic is less restrictive,
since the character can spend the time to adapt a
magical technique. Some groups simply don’t teach
certain skills, however. Do is never going to be a pure
Hermetic focus any more than Enochian will com-
pletely replace Akashic asceticism. A character with
the appropriate Merit or a lot of dedication may
bridge the gap, but that should be played out in the
story. A well-played character might create a new
Tradition from a mixture of methods. Leave it to the
player to decide.

Mood
There are some magical effects that can destroy

the mood of the game. Turning a vampire into a lawn
chair (assuming that it can be justified by a character’s
paradigm) may be amusing, but it turns magic into a
sight gag and destroys the credibility of a dramatic
storyline. If you want to run a light-hearted game,
allow these kinds of effects, but don’t count on the
laughter lasting. Silly games make for good inter-
ludes but don’t have the staying power of a more
serious story. If one player is constantly trying to pull
off bizarre effects, he may destroy the mood for the
other players.

Limiting magical effects based on their moods is
well within your rights. If you don’t want pop culture
references or silly spells, disallow them. Let your
players know ahead of time. Occasionally, you can
bend the rules and let some slapstick into the mix.
Comedic sessions can add to the strength of a serious
game as long as they aren’t overused.

Option: Minor Spheres
You can decide that mages are capable of devel-

oping focused areas of specialty as a kind of midpoint
between linear Sorcery and the nine major Spheres.

A Minor Sphere is based upon a set quality:
Fire, Terror, Domination and Stealth would be
examples of such Spheres. Effects cast with the
Sphere must utilize the Sphere’s theme. To create
one, take two properties from an established Sphere
and assign them to each level of the new Sphere.
Minor Spheres are limited in their manifestation
but have more permutations than a greater Sphere.
They have the same experience cost as their more
standardized counterpart.

Take the Minor Sphere of Fire, for instance:
 • Sense Forces (Fire), Heart’s Blood (“Blood

to Flame”; can power only fire-based effects)
 •• Control Minor Forces (Fire), Call Spirit (fire

spirits only)
 ••• Transmute Forces (one of the elements must

be fire), Enchant Flame (can create
Wonders made from flames)

 •••• Control Major Forces (Fire), Bind Spirits
(fire spirits only)

 •••••Transmute Major Forces (nuclear heat,
major conflagrations), Font of Paradise
 (limited to fires; can only power fires)
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A suitable Sphere for a devoted Hermetic, the
Minor Sphere of Fire has more influence over its
domain than just Forces but lacks the inherent flex-
ibility of the greater Sphere. Again, you should use
discretion when designing Minor Spheres. These
rules are designed to enhance play, not give players
a magical tool to undermine your game.

You could make this option the default for all
mages and use the original nine Spheres to determine
conjunctional effects, countermagic, and other book-
keeping issues. This way, Void Engineers study the
Sphere of Space-time, a Voudoun priest might invite
the Sphere of Ghede to enter her, and Wu Lung
could entrench his power with the Sphere of Guanxi.

Option: Transmogrification
All Spheres are related to one another in one

way or another. They all do something vital and
important in order to keep the universe moving in
the fashion we know. They are interconnected some-
how. Each leads to another to another to another in
a chain that creates our universe and our world. By
this reasoning, you are going to get some bleedover as
far as Spheres go. Nothing in our world is completely
pure, and the Spheres are human classifications.

They are not perfect. You can use this logic as
justification for making Spheres easier to use.

In the chart you can see that all the Spheres
lead to another and can be used easily to bleed over
to another. The entire universe is interconnected.
Nothing is separate; nothing is alone. The Spheres
are a rough translation of what magic really is, set
into force by the combined discipline of mages
from the Middle Ages (and, some say, earlier)
onward. For Storytellers and players, it’s a guide-
line used to make your magic something coherent
enough to be expressed in game terms or as a
mystical compromise for a diverse group of mages
trying to work together.

Look at the interconnections; see how they
flow together and aim to cover all of existence.
Forces lead to Matter, as all matter is an accumu-
lation of atoms being held together by a force.
Matter leads to Life; all life is a form of matter that
can generate its own forces. They are that closely
interconnected. Some paradigms (scientific re-
ductionism, idealistic beliefs that reduce everything
to mental phenomena) bind them even more
closely together. A similar relationship exists be-
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Europe becomes two radically different worlds
in this era. On one side is the West. Great Britain
is the greatest nation on Earth. She sits at the head
of a world-spanning empire and is a center of sci-
ence, technology and learning. France rivals Britain
as a regional power, and Paris is considered the
pinnacle of culture, fashion and art. The newly
formed Germany eagerly supports science and edu-
cation, hoping to harness the power of technology
for political and military strength. On the other
side lies the Near East. Although Russia is a world
power and a rival of Britain, the nation is an anach-
ronism. In an age of constitutional monarchies and
republics, Russia is an absolute monarchy in the
same vein as Louis XIV’s 17th-century France.
Outside of a minority of educated aristocrats and
city dwellers, the Tsar rules over an empire of
illiterate peasants and horse nomads. The Balkans,
including Serbia, Romania and Bulgaria, are a pow-
der keg of simmering racial and political hatreds;
these regions’ populations are much like those of
Russia in education and literacy.

In America, the concept of Manifest Destiny
has led to the conquest of much of the continent
while European immigrants — first Irish and Ger-
mans fleeing famine and failed revolutions, followed
by countless Eastern and Southern European ethnic
groups fleeing tyranny and poverty — swell eastern
cities. The Civil War ends slavery, leading to a
minor diaspora of black Americans out of the south-
ern states and into the west. Major cities look to
Europe, especially London and Paris, for their cul-
tural cues. To the north, the modern state of Canada
begins to take shape, although not without difficul-
ties (including armed rebellion in Manitoba). France
makes a failed attempt to turn México into a puppet
state, leaving the reformer Benito Juárez in power.
The nation ends the century as a dictatorship under
General Díaz. South America sees its share of pain
and prosperity. The empire of Brazil is the last
nation to abolish slavery, even becoming the tem-
porary home of Confederate planters seeking to
hold on to their dead lifestyle in the wake of
America’s civil war. Argentina, Brazil and Chile
prosper economically, but at the same time the
Paraguayan War and the War of the Pacific bring
violence and death.

Japan begins a rabid modernization, quickly
adopting military, financial, industrial and educa-
tion systems patterned after those of Europe. China,
humiliated by the Opium War, suffers one of the
bloodiest civil wars on Earth as the T’ai P’ing

Promethean Characters
Storytellers who allow players to create

Promethean characters may wish to consider the
following guidelines.

• Attributes: Promethean characters get a
pool of 16 points to spend on Attributes. Each
Attribute rating starts at 1. This is higher than
average, as Prometheans are often constructed
to be in some way superior to mundane humans.

• Abilities: Promethean characters have a
pool of 18 points to spend on Abilities. Each
Ability rating starts at zero. Abilities may not
be raised above 3 without the use of freebie
points .  This  i s  lower than average,  as
Prometheans often lack much of the life expe-
rience mundane humans possess.

• Backgrounds: Promethean characters start
with only 5 dots’ worth of Backgrounds. As with
Abilities, this is to represent the lower level of
experience with human society.

• Willpower: Promethean characters begin
with a Willpower rating of 3, the same as aver-
age humans (yes, mages are unusually willful
individuals).

• Freebies: Promethean characters have a
total of 21 freebie points to spend on raising
Traits and purchasing suitable Merits and Flaws
(including several of the more outrageous
ones), and on the purchase of Sorcery Paths or
Psychic Powers.

These guidelines deal with “mundane”
Prometheans.  I f  the Storyteller wishes,
Promethean characters who have been appren-
ticed to mages or enlightened scientists may
instead be full-fledged Sorcerers (or Advanced
Scientists). Promethean Sorcerers have a start-
ing Willpower of 5 and possess 5 dots to spend
on Sorcery Paths or  Psychic Powers .
(Prometheans cannot be Awakened, for they
have no Avatars.)

The Victorian Age
(1831–1901)

The Victorian Age is a contradiction. Progress
and wonder go side by side with war and imperialism.
Science truly comes into its own, while mysticism
still flourishes. Public morality hides private sexual-
ity. And the end of the Order of Reason signals the
ultimate defeat of the Traditions.
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Rebellion causes the death of 20 million people.
The French establish colonies in Indochina as the
British establish their own in Malaysia. In the
wake of the Sepoy Rebellion, India becomes a
colony of the British Crown (it was formerly run by
the British East India Company). Although much
of the nation is run by a British viceroy, several
kingdoms remain under the control of their own
royal families.

The Ottoman Empire is a dying power, propped
up by the British, who hope to use it as a check
against Russian expansion into the Middle East.
Although officially part of the Ottoman Empire,
Egypt is a British possession in all but name. Russia,
rather than attempt to claim colonies in Africa or
the Pacific, simply conquers many of her Central
Asian neighbors. Both Persia and Afghanistan be-
come targets of British and Russian interference. In
South Africa, Cecil Rhodes attempts to bring all of
southern Africa under British control, setting up
his own personal fiefdom in Rhodesia and trying to
engineer wars with the Dutch Afrikaners. The
Muhdi leads an army of Muslim warriors in revolt
against the British in the Sudan, and the Congo
becomes a site of unimaginable butchery as the
Belgian king’s mercenaries and overseers stoop to
any level, no matter how brutal, to strip as much
wealth as possible out of the colony. Australia,
ironically, is rather similar to the United States in
this period, having a Wild West atmosphere, com-
plete with wealthy ranchers and natives being driven
from their land at gunpoint.

Science and mysticism exist side by side during
the Victorian Era. Science brings steam ships, elec-
tromagnetic turbines, telephones and revolvers.
Mysticism beings spirit mediums, the Order of the
Golden Dawn and the Voodoo Queen of New Or-
leans. To the Victorian mindset, “magic” and psychic
powers are just things science hasn’t found a way to
explain yet. Not to say that they aren’t real. After
all, some primitive man seeing a rifle for the first
time might think it was magic, too. Still, there are
frauds, conmen and other unsavory types who try to
pass themselves off as possessors of great mysteries,
so one must be wary.

The Traditions have their ups and downs during
this period, and the dividing line between European
Traditionalists and other mages around the globe
becomes more and more pronounced. For the Akashic
Brotherhood, it is most certainly a bad time. Euro-
pean Imperialism has finally brought the Ascension
War to their doorstep. Members of the Brotherhood

travel the globe, following Chinese immigrants to
foreign shores. By the end of the century they back
the Boxer Uprising, hoping to drive the Europeans
out of China. The plan fails miserably, leaving many
Akashics bitter and discouraged. There are signs of
hope. The Li-Hai take on some American students,
hoping to use the philosophy of transcendentalism as
a gateway to Do.

For the Celestial Chorus it is a time of division.
On one side are Western Choristers, hoping to use
Imperialism to bring Christian civilization to the
heathens of Africa and Asia. On the other are those
Choristers native to areas in Africa and Asia who are
understandably not thrilled with the idea of seeing
their nations and cultures swallowed up and de-
stroyed. The Victorian Era is a time of deeply held
faith, giving its members renewed conviction through
the uncertainty and strife.

European Ecstatics are still heady from the Ro-
mantic period and continue to seek ways to thrive in
this new era. Many delve into mystery cults and
secret societies, and some even form their own small
groups, promising the secrets of Indian, Persian or
Chinese mysticism. Meanwhile, American Indian,
Chinese and Indian members of the Cult of Ecstasy,
like their countrymen from other Traditions, take
part in the struggle against European Imperialism.
The Dreamspeakers are similarly divided. Those
members drawn from European and American soci-
ety (rapidly finding themselves a disliked minority
within the Tradition) find places as spiritualists and
mediums. The remainder of the Tradition struggles
to maintain its way of life in a changing world. From
the Sioux Nation to the Congo and from Haiti to
Afghanistan, they struggle alongside their people.

After the Sepoy Rebellion, the Chakravanti
faction of the Euthanatos is ready to withdraw from
the Council of Nine. The decimation of the thug-
gee sect in India only further weakens the Tradition.
Members of the Tradition find ways to carry on.
Many become involved in politics and medicine.
Others become traveling gamblers. The Order of
Hermes makes few friends during this period. Some
mages even whisper that Jack the Ripper is one of
the Hermetics’ own and that the Order protects
him. The Order finds groups such as the Freemasons
and the Order of the Golden Dawn to be fertile
recruiting grounds.

The Verbena find themselves in the midst of
several internal struggles in this period. The Victo-
rian Era sees the first significant numbers of urban
Verbena, much to the displeasure of the traditionally
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rural leadership. The American Civil War finds
Verbena on both sides, and westward expansion
brings the Tradition’s farmers, ranchers and other
“people of the land” into conflict with regional
Dreamspeakers. Australia sees similar conflict. The
Ahl-i-Batin face their own problems, dealing with
the Collectors of Light in the Ottoman Empire as
well as Technocracy agents in Persia and Egypt. The
Batini must play the role of diplomat and peace-
maker, struggling to hold the Council of Nine together
during this time of conflict.

The Technocratic Union
It was our hope to bring our minds to bear upon the

problems of human society and construct a brave new
world from the remnants of the old. It soon became clear
that certain of our notions were safe for discussion in the
newspapers but far too radical for reality.

 — Warren Ellis, Planetary
The Order of Reason is dead; long live the Tech-

nocratic Union. In 1851, the Enlightened Scientists
of the western world gather at the Grand Exposition
in London. Within the Crystal Palace, under the
patronage of Prince Albert, consort to Queen
Victoria, the Technocratic Union is born. They are
formed with high ideals: Bring peace and stability to
Europe and then the world. Use science and technol-
ogy to create paradise on Earth. Truly, the road to
hell is paved with the best of intentions.

In order to adapt to the new and changing world,
the Union has abandoned the outdated Conventions
of the Order of Reason. New Conventions are formed
from the ashes of the old. Each Convention contains

guilds focused on different aspects of their work (the
term methodology will not be officially adopted until
the early 20th century).

The Æsculpian Order is dedicated to the im-
provement of human life through medical science. It
deals with surgery, medicinal compounds, public
health and eugenics. The Analytical Reckoners de-
vote themselves to the collection, analysis and
communication of information. Inspired by the works
of Charles Babbage and Ada Byron, the Reckoners
construct advanced analytical engines and connect
them using wireless telegraphy. The Electrodyne
Engineers focus on the transmission of energy in all
of its forms, including the science of electrodynamics
and the use of luminiferous ether to transmit light.
The Explorators seek to map the unknown corners of
the world, as well as begin the modern scientific
exploration of the planets. The International Broth-
erhood of Mechanicians believes the universe and
everything in it to be a machine, which can therefore
be improved with the proper engineering. They are
engineers and mathematicians, as well as surgeons
and social scientists. Invisible Exchequer funds the
Union, knowing that money is what drives not only
progress and invention but all of human society as
well. Finally, the Lightkeepers are the lighthouse
that shines a beacon of light into a world of igno-
rance, the lantern which uncovers the secrets hidden
in the darkness, and the torch which burns the
monsters lurking in the night.

For more on the Victorian Era, see Guide to the
Traditions and Guide to the Technocracy.

What Might Have Been: The Ministry of Swords

“Lord Dashwood be damned!” cried the smiling
man in the top hat, stepping out of a horse-drawn
carriage as it shuddered to a halt on the cobbled street.

“Good to see you as well, old chum,” said the
monk.

The street beside the tall gray building was full of
coal soot and beggars. Both men stood out like moths in
the gaslight. This was not the best side of town, and the
men were clearly slumming.

“Had I known I’d see you on this tour I’d certainly
have brought my sister from the country. She has
recently been converted from her heathen path and is in
need of the guidance of an honest man of the cloth,”
continued the well-dressed man, smiling wickedly. He

flipped a penny to the driver, who lashed the horses and
away they went.

“Lord Henstridge, you are the devil,” said the
monk.

“Or are you?” Henstridge replied without blinking.
“Or are we all indeed? What think you She has in

store for us at this late hour?” asked the monk. “Per-
haps another tour to protect the foul sport of tennis?”

Henstridge almost cursed but held himself back.
It had been two years since he’d seen a decent assign-
ment, and not some petty banishing of motley
apparitions or a chase after a duchess’ cat. This man
of 60 with the looks of 30 had seen wars, fought
demons and played cards with them afterward and



159Chapter Five: Alternative Settings

repelled an invasion from Atlantis. What was worse
was that he was not tired of it. Of late, though, it
seemed to have tired of him.

“I hear this is about the murders. About the
Spring-heeled Jack and arcane scribblings and what
not,” Henstridge replied without raising his eyes.

“Perhaps they’ll bring in the Detective, then,”
replied the monk.

“Doubtful. I hear his health is only moderately
improved since the fall.” Henstridge’s glee was well-
contained. He’d never wish harm on his fellows, but
the “Detective,” as they all called him, was a bore. Had
it not been for snuff, the lord would have written him
off completely. A man without vices is no man at all.

They entered the building and walked down a long
vaulted corridor at the end of which stood a tall, broad
wooden door. For a moment Henstridge paused. The
etching on the door read “Ministry of Swords.”

“Shall we go in, then?” asked the monk.
“The Ministry of Swords” takes Mage out of its

postmodern context and places it in the imagined
Victorian England of scientific romance, a precur-
sor to science fiction and revisionist pulp. In
Ministry, players take on the roles of agents of an
occult bureau within the British government that
is dedicated to the protection of the Empire against
all supernatural threats.

Unlike Rathbone’s Skeleton Keys or the tech-
nocratic Ivory Tower that followed (see Guide to
the Technocracy), the Ministry has existed long
enough to understand its place in the natural
order. Moreover, the secrecy surrounding the Min-
istry of Swords and its covert nature freed it from
much of the Continental influence in philosophi-
cal thinking that made the structure of England’s
own government such a breeding ground for
Unionist thought.

The Ministry of Swords, in one form or an-
other, has existed since the reign of Queen
Elizabeth I, apparently beginning with a sea
captain thought to be one of the Queen’s par-
amours. England, a hotbed of supernatural
activity since before the time of Christ, has
always been aware of the inherent benefits of its
nature and also of the dangers therein, but has

been ever optimistic about the potential of its
varied assets. It’s the curious marriage of pagan-
ism and progress in England that help to make
the Ministry what it is.

Based out of a plain-looking building on Drury
Lane, east from the long shadows of Buckingham
Palace and north of Parliament and Westminster
Abbey, the Ministry of Swords is hidden by wards
that allow only those looking for it to find it. It is
said that once past the door to the Ministry, reality
becomes thin, and space ceases to be relevant.

What lies within is divided not into floor and
room, but into chapter and verse, after the King
James Bible. The Pentateuch, or first five floors,
are administrative. Agents here are responsible
for maintaining information on the United
Kingdom’s weird geography and natural phenom-
ena (Genesis) and the world abroad (Exodus), the
affairs of the Ministry’s agents (Leviticus), facts
and fables about the people of the United King-
dom (Numbers) and the Ministry’s budget office
(Deuteronomy). Each department of the Ministry
of Swords is divided similarly, with its most no-
table chapter being Judges, or its field agents.
Other chapters worth mentioning are Kings, those
who protect the royal family, Acts, who work as
covert operatives, Romans, an auxiliary force of
British military prepared in case of national emer-
gency, and Revelation, tasked with divination
and risk assessment.

At the top of the chain of command is the
rarely seen Mr. Baker. Baker is believed to be the
pseudonym of a member of the British aristocracy,
perhaps even a member of the royal family itself.
The Ministry’s daily affairs are managed by Baker’s
liaisons, Charles Mann from Deuteronomy and
Virginia Wife from Numbers. These names are also
believed to be pseudonyms, but, unlike Baker,
Mann and Wife are regularly about business in the
light of day.

The Ministry of Swords isn’t intended to be
the last word on the Victorian Era for your
chronicle. For much more information on the
World of Darkness during this period, see Victo-
rian Age: Vampire.
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Alternative Settings
tear had come, it was gone again, resealing itself. It was
his first taste of magic.

From then on, Kavn grew, not just in body. He
learned conventional things, of course, but more than
those, his consciousness bloomed. It sprang beyond its
boundaries and spread like wildfire. Every day, Kavn
grew closer to magic.

Then they came. The one with the sash across her
chest and the man with “the gun.” And they weren’t
fooling around. In one fell swoop, they smashed the
whole docks while looking for him. They weren’t inter-
ested in the squatters with their small aptitude for repair.
They weren’t interested in those who navigated by the
sight. They were interested in Kavn. And it seemed he
would join them, or die.

Kavn was just about to collapse into an alley when he
turned for a second to look behind him. In an instant, he
hit what he thought must be a brick wall. Kavn turned to
see a tall man adorned in white.

“Hah-hah,” Kavn gasped. “You’re one of them.
One of those goddamn mage freaks. Kill me. Do you
hear? Kill me! I’m tired of running.”

“Oh, on the contrary, my friend,” said the man,
“I’m here to get you away from all of this.”

Kavn could see that the man was telling the truth.
The man in white went to toss his hair but found only a
few, scant, unkempt locks drawn narrowly from the back
of his head. He let out a sublime sigh.

“A hundred years ago, son, I’d have argued with
your manners. But not now. The Nine’s goose-stepping
stormtroopers will have found us in moments. No, it’s
time to get you underground. But before we go, I need to
give you something.”

Kavn tensed up. Here it comes, he thought. The
pitch. The sell. Or worse yet, the knife.

The old man extended his closed hand and opened it
palm up. Within was a small, oblong stone with delicate
carvings across its surface and a hole in one end out of
which proceeded two short lengths of leather cord. With-
out thinking, Kavn withdrew the charm from the man’s
hand and gripped the stone in his palm, wrapping the
cords around the hand with his other hand. Then he
brushed his hand at the back of his head as if to toss away
a length of hair that wasn’t present.

The old man smiled.
“If I hadn’t seen it, I wouldn’t have believed it

myself….” he trailed off.

With all that said, Storytellers may wish
to run their Mage: The Ascension
chronicles in a completely different di-
rection. What if mages existed in a world
that accepted their paradigm and treated
them as superheroes? Could there be an
alternate Earth where the Order of Rea-
son failed and magic became a prevalent
pseudotechnology? How might things

have been different if the Traditions were never
established?

As a Storyteller, yours is the power cosmic. You
make the rules. In the next section you’ll find some
alternative settings for incorporation as past or fu-
ture timelines, along with parallel worlds your mages
might visit. You might try one of the alterations of
history, above, or one of the completely different
settings, below.

Willworlds
Kavn ran. He ran through the back allies between the

colonial hovels, dazed by a mish-mash of electric lights
and the otherworldly glow of an enormous willship over-
head, powered solely by those he sought to escape. It was
like a giant eye looming above him, detailing every move
until his inevitable demise. In some places he pushed
through a crowd of people in long robes or skintight
bodysuits, in others he staggered past the crowd and
charged past a blur of white. Sweat poured from his
forehead, stinging his tired, red eyes. His legs, back and
arms surged and everywhere he went pain followed. His
head pounded, but still he ran. Kavn ran for his life.

Kavn had been six when he saw the bright beacon, a
holographic Atlas beaming through Titan’s thin atmo-
sphere. He never knew who the man was, but he
remembered what the man had said. Everybody did. It
was broadcast through every voxcom and projector in
human space. “Leave this dead world and its dead ideas
behind, and join me in a new age of wonder,” the black
man in the green robe had said, a lattice work of chrome
and light poised around one eye like an eerie halo.

Kavn hadn’t fully understood the words, but the seed
grew in his mind until the day that Kavn’s pressure suit
ruptured. He was cleaning the vector thrusters on the
stern of his brother’s light freighter when his atomizer
malfunctioned and ate the pressure dressing between his
wrist and armpit with an ominous hiss. Kavn gasped for
breath and issued a hushed prayer, and as quickly as the
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The man in white made a humming noise that turned
into something entirely different. With that the earth
opened up without fanfare, and the two of them climbed
down a solid marble staircase.

“Where are we going? How can I be sure I’ll be
safe?” Kavn asked.

“Oh, don’t worry, my boy. We’ll all be safe,” said
the man in the white suit as the earth began to close behind
them.

“Welcome to New Horizon.”
In a nutshell, “Willworlds” is a speculative-fic-

tion setting for Mage. Willworlds explores the
oft-asked but seldom-answered question, “What
would happen if mages won the Ascension War?”
Would they benefit from the universal emancipation
of humanity’s minds, or would there be other, un-
foreseen consequences?

A thousand years in the future, the mechanism of
Technocracy-dominated reality ground to an abso-
lute halt. Humanity entered a new dark age in which
even the everyday wonders of the modern world,
space travel and the like, became impossible. Sci-
ence had mapped as much of reality as it could,

ending with the conquest of the solar system, and
found further progression impossible. In short, it
lacked the creativity and imagination to power the
next generation of space exploration. Just beyond
the grasp of Earth, in the Local Cluster, lay untold
resources. The dreamers who might carry humanity
to the next level through some invention of theoreti-
cal physics had either been slain, compromised or
exiled by the dictators of this time, our old friends on
the side of reason. The Technocracy had finally
achieved its goal of making reality safe for mankind.
In the process, though, they built a safety zone for
their unknowing charges, and the number of their
charges then grew out of proportion to the resources
within the zone.

The Earth died from its population’s cancerous
habit of consumption. From there, the lines of supply
began to collapse, along with the lines of communi-
cation, until all that was left were a few isolated
colonies struggling through a terrible dark age. Dis-
eases long thought dead returned and hope was lost.
It seemed that the rule of humanity would end not
with a scream, but with a whimper.

Then Dante stepped out of the Virtual Web.
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Dante projected himself across the communica-
tion channels of every colony in human space. On
the dead networks of Earth, blue-green monitors
glowed with his image. On Titan, a two-hundred-
meter-tall holographic image of the mage, arms folded,
proclaimed a new age. Science had failed, he told
humanity. It was time to give magic a chance.

Mages came out of the woodwork. For a time,
it was difficult to tell those who had preserved
their arts throughout the centuries from those who
had only recently Awakened. Mages, sorcerers and
newly Awakened ex-Sleepers walked hand in hand
into a new age, one where the next step in human
history was Ascension. And Ascend man did. From
one corner of the solar system to another, humans
were using their magical aptitude to the best ad-
vantage. It was as though the world had never seen
the light before and was only now digging out of
the cave to find it.

Into this time marched what was left of the Nine
Traditions. Dante had envisioned a brave new world
of universal emancipation and Awakening, one in
which humans embraced both technology and the
esoteric as means of manipulating Quintessence, but
the Traditions were uninterested. At least, that’s
how the story is told now. In truth, the Traditions
were fascinated by the notion of enlightening hu-
mans then and forever more. They quickly discovered
two significant obstacles to achieving Dante’s vi-
sion. For one thing, the psychic bureaucracy of the
Conventions was still in place. While many people
learned to use very simple, coincidental magical
effects, they still relied on technology as the focus of
wonder. Humans weren’t ready to embrace Awaken-
ing on the same level as the mages.

More significantly, though, the new Council of
Nine made a startling discovery. As more people
became empowered with the ability to do simple
magic, it became more difficult for Tradition mages
to work magic flexibly by force of their will. It was
first apparent when Resonance became less personal,
tying the magic more to the Tradition than to the
individual mage. Then the further a mage tried to
work outside her paradigm, the less effect her magic
had, and when mages of different Traditions tried to
work together they noticed their magics either in
flux or diminished. It was almost as though they were
competing for Quintessence.

A serious debate began brewing among the Coun-
cil. If Quintessence was indeed limited, just as other
natural resources, what was to be done?

Two camps quickly developed. One, led by
members of the Order of Hermes and the Cult of
Ecstasy, said that these were merely the growing
pains of humanity and that, in time, enough of the
damage done by the Technocracy could be reversed.
The other, led by the Euthanatos and the Akashics,
was utilitarian. They saw that humanity’s resources
were so limited that humans would run out of
consumable resources before breaking through to
the Local Cluster.

A great gathering of mages was called to deter-
mine the fate of millions. It was all in the swing vote.
The Euthanatos and Akashics knew they could count
on the Verbena and the Hollow Ones to side with
them, but they still needed another partner to hold
a simple majority. The surprise came when a number
of Order members hailed their cause.

So arose the new bureaucracy of the Tradition
Council. Convinced of the desperate problems of the
limited supply of Quintessence, the various magical
orders — always elitist since their inception — took
charge of the situation. They regulated magic and set
up their own policing operations to carry humanity
safely and carefully into a Brave New World.

The detritus of the Conventions had been left
behind, but not the moral quandaries or human
failings. As humanity joined simple magics to the
remnants of science to reach out across the stars, the
Traditions took the same stance as the dictators
before them had: Only by controlling human destiny
and carefully ordering their limited resources could
the Traditions survive — and make sure that their
own Masters stayed on top.

Now, out among the stars, all humans have a
little bit of that potential. Everyone knows a trick
or two about magic. But those who really Awaken
are competition. They suck up the powerful but
limited forces of Quintessence and threaten the
careful stability of the future. Magic’s not just
dying…it’s limited, and it’s going to run out if it’s
not used carefully.

Willworld Rules: If you want to run a Willworld
chronicle, you should reflect the paucity of magic
and the change in human powers through rules, of
course. For starters, Quintessence is a rare and valu-
able commodity. Nodes just don’t exist anymore,
except in the rarest of places, tightly controlled by
the Tradition Council. Tass is the most valuable
trading chip in the cosmos.

Any mage can still do Awakened magic, of
course, but can only work effects strictly within his
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own paradigm. Trying to “stretch” beyond that or
learn other methods guarantees failure — there’s
just not enough magical strength left to power such
already sketchy effects. Mages don’t suffer Paradox
any more, but they do become fatigued as they work
magic. Each effect causes one level of unsoakable
bashing damage.

All humans are sorcerers. Build them with the
Sorcerer rules; anyone can learn little static tricks,
from seeing glimpses of the future to tinkering with
spaceship engines to make them go faster.

Magic at High Noon
Abigail let out a shriek as the man in black walked

through the swinging doors. The bar was packed, and
when the man walked in, the player piano stopped
playing and five tables full of grizzled gamblers turned to
meet his gaze.

“Ya’ll may know who I am but for those of ya who
don’t, I’m Dutch Singleton. Most people call me ‘Bully.’
If you’d like to walk out of here alive, you’ll give up the
man I’m looking for. He’s Artis Cotton, an’ the Injuns
call him ‘White Buffalo.’”

The room was silent. Then a man in a long coat stood
up adjusting his spectacles.

“Look here, Singleton,” the man said, showing off a
shining silver badge pinned on the breast of his jacket,
neatly concealed under the edge of his coat. “This town
don’ know nothin’ about no white buffalo nor no Artis
Cotton, so why don’t you take your trail-stinking carcass
back out and freshen up before you come into a fine
establish—”

A sudden spout of blood erupted from the sheriff’s
mouth and nose as Bully put his six-guns back into their
holsters. There had been no sound, but the sheriff fell
clean in half.

“There was no need to kill that man,” said a charac-
ter from the top of a rickety set of stairs. He was lean and
clean-shaven and wore a poncho over his traveling clothes.
“You didn’t even have a fight with him.”

“Cotton! Too bad you showed up so soon. I was
lookin’ forward to havin’ my fill of the locals. Oh, fine
citizens ahm sure, but what with their getting’ in the way
of the railroad—”

Everything went a little sideways and Singleton
and Cotton were outside the view of normal folks. The
spirit tore off Singleton’s left arm first and then ripped
out his tongue.

“You shouldn’t talk so much,” Cotton said, a freshly
lit cigarette in his mouth. “You’re on my range now.”

“Hoo arrrgh yough?” was all “Bully” Singleton
could manage. They were the last words he would speak.

“Try to figure that out in the next life, kemosabe,”
Cotton replied.

He drew a long pistol from his side, its barrel scored
with markings too ancient to be remembered. He pointed
it at the dismembered Singleton and pulled the trigger
and hell came out. There wasn’t much “Bully” left to
speak of.

The Old West. The setting of many epic tales of
good vs. evil. If there’s one American film and
literary genre that is most likely to be remembered in
300 years, it’s the Western. So what would it mean to
take mages into the last frontier?

The American West during the mid to late 1800s
is the literal staging ground for the metaphorical
conflict that mages would encounter in the 20th
century. The territory is a vast and unexplored coun-
try filled with “savages” and the things that others
would strive to take from them. On the morning after
the Industrial Revolution in the United States, set-
tlers are pushing into this territory with all their
might, endangering the natives and their precious
ways of life. The stage is set for a full-on conflict
between the indigenous paradigms and, who else, the
Conventions — but that’s only a small part of the
story. If the next century is one in which the Tech-
nocracy is to conquer, faith in the unseen must be
squelched not merely from the savages — who can
just as easily be put to their end on the wrong side of
a rifle — but from the beliefs of North America’s new
resident aliens. If the Technocrats wish the United
States to be their bully pulpit, they’re going to have
to strike the golden spike right through the mages.

Mages and Unionists alike knew that America
was going to be someplace great. They flocked to the
Colonies. Ambitious predecessors of the modern
Syndicate came because of the laissez-faire capital-
ism, while idealistic Hermetics took the risk because
of the climate of ideas. In some cases they fought side
by side completely unaware of one another, single-
mindedly pursuing dreams that could not have been
more different from one another.

The American West has evolved beyond a
simple historical setting. It has become its own
mythos, its own religion. Wild Bill Hickock, Doc
Holliday, Annie Oakley and Crazy Horse are its
heroes. The OK Corral and the Alamo are its
hallowed ground. The dime novel writers of the
19th century were its first apostles. Movies like
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The Magnificent Seven, Unforgiven and Blazing
Saddles keep the faith alive. This larger-than-life
setting is the perfect home for Mage.

The Wild West is, at its heart, a series of culture
clashes. Native nations struggle to maintain their
independence. Ranchers battle with farmers over
land rights, and then sheep and cattle ranchers battle
each other over the same soil. At the start of the
century the land is largely unspoiled and sparsely
inhabited. After the Civil War, floods of new immi-
grants arrive, with the railroad and telegraph
following behind them. It’s extremely easy to trans-
pose one more set of culture clashes — the Ascension
War — upon this setting. The Dreamspeakers watch
as their way of life comes to an end. Their nations are
conquered, their families herded onto reservations.
While members of the other Traditions suffer less —
indeed, such things as faith and folk beliefs remain
strong, and encroaching “civilization” brings with it
belief systems that mages from Europe and back East
are already adapting to — most recognize the taming
of the West for what it is: the steady erosion of long-

standing local paradigms in favor of Euro-American
hegemony.

The most prevalent Traditions within the Wild
West setting are the Celestial Chorus, Cult of Ecstasy,
Dreamspeakers, Euthanatos, Order of Hermes and
Verbena. Although the Chorus stereotype of the fire
and brimstone preacher holds true here, it is not the
only one within the setting. More than one Chorister
has found his calling as a traveling gunfighter, roam-
ing the West along whichever path God takes him,
righting wrongs and protecting the innocent. The
Cult of Ecstasy produces not only native shamans but
also traveling poets and writers (even Oscar Wilde
toured the West), and even gunfighters who seek
mystical enlightenment through the adrenaline rush
that comes from putting your life on the line. The
majority of Dreamspeakers are traditional shamans,
but others are warriors chosen and protected by the
spirits, or even technoshamans who transform guns
and rifles into powerful fetishes. Those who doubt the
possibility of Dreamspeaker gunslingers need only
look at Sam Raimi’s The Quick and the Dead.
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Western Euthanatos are a mixed bunch. Doctors
and surgeons travel the region alongside dark-clad
gunslingers who have no fear of death and gamblers
who trust in Fortune to see them though. Many
Hermetics find the sparsely inhabited West to be the
perfect place to escape the turmoil of Eastern indus-
trialization. Others arrive with the ever-increasing
civilization, bringing with them mystery cults such
as the Order of the Golden Dawn and the Enlight-
ened Society of the Weeping Moon. The Verbena
are largely farmers and ranchers, coming west with
Irish and German settlers. Isolated homesteads pro-
vide excellent locations for chantries, and many of
their traditional remedies work just as well as “mod-
ern” medicine.

For any of these groups, magic should be largely
coincidental, unless it’s completely over the top.
Dreamspeaker and Ecstatic shaman magic will be
more coincidental among their own people than
among settlers, while Hermetic magic will work best
among fellow initiates to the secret mysteries. Al-
though the Akashics aren’t commonplace in the
West, they are there. Many Li-Hai come with the
Chinese miners and railroad workers, acting as folk
heroes for the wandering sons of the Middle King-
dom. A few might even adapt gunfighting to the
principles of Do. Akashic players can draw inspira-
tion from the classic television show Kung Fu as well
as from more recent movies like Shanghai Noon (which
works just as well for the Wu Lung). Although the
Ahl-i-Batin are all but unknown in this area, this
period marks one of the times when the Batini must
act as peacemakers and diplomats among the Tradi-
tions. This includes such things as traveling the Wild
West and attempting to unite conflicting factions
into common causes, against either Infernalists, Ma-
rauders or the Technocracy.

Members of the Union have their own reasons
for being in the setting. The Black Coats (sometimes
referred to as Black Hats) of the Lightkeepers roam
the West, slaying monsters and having gunfights
with Tradition mages. Other Lightkeepers come as
newspapermen or school teachers, hoping to help
tame the land with words rather than bullets.
Explorators come as surveyors and mapmakers, fur-
thering the taming of the West by discovering every
hidden nook and cranny. The Invisible Exchequers
finance the railroads and mines, build banks and
ensure that all the fineries of civilization are avail-
able upon the frontier. Mechanician engineers
oversee the construction of railroads and test their
latest firearm designs. Some Body-Forgers even take

up the sport of gunfighting, enhancing their speed
and reflexes with clockwork bionics. Æsculpians
bring modern medicine to the frontier, as well as
capture and study native animals (including the
legendary Texas pterodactyl and the dreaded
jackalope). Analytical Reckoners see to the install-
ment of telegraph lines, bringing with them portable
analytical engines so they can send detailed reports
to Reckoners back East. Electrodyne Engineers bring
their electrically powered tools and inventions with
them, hoping to demonstrate the power of electricity
in the subjugation of nature. The vast expanses of
land also provide excellent testing grounds for some
of the Union’s more dangerous inventions.

The rules for the Wild West are fairly simple.
Characters are just as they are in modern Mage. The
Paradox for vulgar effects is one less. Christian miracle
working, folk magic, shamanism and Infernalism are
considered coincidental almost everywhere, as are
suitably subtle effects or the kind of things one might
see happen in a dime novel (which means that, yes,
you can get away with cool gun effects). Hermetic
ritual magic as well as Akashic and other Asian arts
require sanctums or the presence of people who
believe in the paradigm (such as the meeting place of
a secret society or within San Francisco’s Chinatown).
Storytellers may decide to allow the more believable
martial arts effects to be coincidental, however. The
Gauntlet is thinner in the West. The rating is 7
within large cities (Chicago, San Francisco), 6 within
most settlements, 5 along most frontier trails, 4 in
the wilderness and 2 in and around powerful nodes.
Shallowings are also present, often in deserts, deep
mine shafts or lonely mountain passes. But beware.
The West’s Umbra is given to violent and nightmar-
ish storms in which the spirit landscape bends and
twists, mixing the Shadowlands, the Penumbra, the
Astral Plane and worse regions together into a single
chaotic labyrinth. Sometimes these storms even bleed
over into the real world, sucking up people, animals
and other items. Some of these are never seen again.
Others are found miles from where they started.
Some even come out of them no longer human.

By now the Technocracy’s already winning, but
the Ascension War is really heating up. Tradition
mages ensconce themselves in the new colleges and
territories out west — Euthanatos deal out six-
shootin’ justice, Verbena are schoolteachers who
secretly teach old herbology and rites to the new
generation, and Order of Hermes mages infiltrate
similar groups like the Masons and thus influence
courts and doctors.
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Build your characters for this setting as you
would normal Mage characters, but obviously
the Virtual Adepts don’t yet exist. Ahl-i-Batin
might still show up but the setting is pretty far
afield for them. On the other hand, you can
easily fit all kinds of Mage stereotypes into the
setting: Akashic Brothers taking inspiration from
the old Kung Fu show, Dreamspeaker shamans
and Celestial Chorus parishioners building new
churches and bringing the Word out west.

What Might Have Been:
Alternate Technocracies

In Mage, the battle between the Traditions
and the Technocracy is supposed to be one of
moral grayness. Neither side is 100% right nor
100% wrong. Instead they represent the eternal
debate between Personal Freedom (the Tradi-
tions) and Public Responsibility (the Union).
Each side has its pros and its cons, and both tend
to work best when balanced with the other.
Without responsibility, freedom becomes self-
ishness and the world goes to hell as people care
only about themselves. Without freedom, re-
sponsibility becomes paternalism, locking the
world in a prison “for its own good.” Both sides in
the Ascension War have drifted dangerously close
to their bad sides. The Technocracy especially
became increasingly paternalistic over the last
half of the 20th century. Now, in the wake of the
Reckoning, the Union has been given one last
chance to set things right.

What if they’d never needed that chance in
the first place? What if the Union had man-
aged to find the right balance between personal
freedom and public responsibility? Consider
the following possibilities.

First, there have been two periods in the
Union’s history when a faction devoted to up-
holding the group’s higher ideals was forced out.
It doesn’t have to be that way. What if the
Craftmasons had won their war with the High
Guild? Could they have reformed the Order of
Reason into a force devoted to improving the
lives of the poor and downtrodden? If so, could
this new Order have created successful demo-
cratic revolutions in France and the rest of Europe?
And could they resist the temptation of creating
a worldwide dictatorship of the proletariat, be-
coming just as paternalistic as the Technocratic
Union was?
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What if the Utopians within the Electrodyne
Engineers, the Analytical Reckoners and other Con-
ventions had managed to seize control of the Union?
Could they have created a scientific utopia right out
of the pulp science stories of the ‘20s and ‘40s? Flying
cars and Moon colonies, broadcast power systems
and robot servants. Could the Traditions survive in
such a world? Could the Utopian Union survive the
same trap that claimed the real Technocracy, or
would it turn into a dystopia?

Finally, what if the Technocracy really and truly
are the good guys? No Autochthon machine cult, no
NWO brainwashing, no ham-handed evil plots for
world domination that even Dr. Doom would turn
down. This Union is the only thing standing be-
tween the human race and the ultimate darkness. It
works to improve human life while secretly protect-
ing the world from murderous vampires, man-eating
werebeasts, alien psychic parasites and Infernalist
mages who really do want to turn the world into a
living hell.

These are just a few examples of possible varia-
tions within the Union. They don’t even go into
things like different Conventions defecting to the
Traditions (try to imagine the Syndicate and Itera-
tion X sitting on the Council of Nine), completely
different Conventions, a single Convention making
up the entire Union or no Technocratic Union at all.

The Biscocchian Coprosperity Sphere
Hammering on the fluid inputs of the etheric

resonance drive, Andrew grimaced at the sound of
bending metal. No big deal, but a small hassle. He’d
have to pull out the clamps and the heater, reshape the
duct and then try to hammer it into place once more.
Oh, for a better design…but he wasn’t one of the high-
and-mighty Engineers, to come up with a new and
more reliable space engine.

Suddenly the entire hull shuddered. Pushing away
from the engine, Andrew made his way to the small
cockpit. Pirates? This close to Alpha Centauri? Nobody
would pirate in the middle of the Sphere — unless they
weren’t pirates at all, but were after something else.

Andrew turned his head slightly toward the passenger
compartments, but his mysterious passenger, who’d paid
in advance, didn’t emerge.

With a curse under his breath, Andrew decided he’d
just have to make do with one engine valve and try to get
to somewhere safer. But where? He’d have to head
outside the Sphere — and who knew what was out there?

By 1460, Gutenberg has finished his movable
type printing press and has printed his Gutenberg

Bible. While most of his money goes to pay off
various creditors, he has one creditor who lets him
keep a tidy profit in exchange for printing another
manuscript with his second run. Gutenberg complies
and by 1462 mass distribution has begun; the emerg-
ing literati, eager to lap up voraciously whatever
new-fangled published books are out there, eagerly
latch on to this mysterious Kitab al-Alacir.

By 1500 the Order of Reason’s dream has been
suborned. Instead of developing an orderly society
based on the spread of rational science following the
Order’s lead, the early, easy spread of a mystical
system of science sparks the imagination of human-
ity. Everybody who’s anybody wants to be a scientist
in the exciting Renaissance, and no topic is barred —
but instead of forming clubs, cliques and organiza-
tions that shut down “shoddy science” or shut out
experimenters with fringe theories, the public goes
wild for mad science. The crazier the idea, the better.

By 1650 the Order of Reason exists only as a
small movement of hyperconservative scientists who
believe that only rational examination of directly
observed phenomena can be taken as truth. The rest
of the world, meanwhile, happily accepts intuition,
induction and the idea of mutable science.

The Renaissance and the Industrial Revolution
spark some of humanity’s strangest creations. While
mass production and factories take off, they produce
not only cars but kits for people to make their own
transports — hybrid car-boats, car-helicopters and
stranger contraptions. In Asia, twelve-foot-tall ro-
bots serve as vehicles. Crusading journalists and
adventurers bring the secrets of Tibetan mysticism
and South American shamanism to the world and
integrate these into publications of mental health
and psychology. Contrary to the idea of only observ-
able and deducible phenomena having merit, the
Enlightened among humanity manage to foster the
idea that morality and ethics, social programming
and responsibility are also scientifically based. Hu-
manity, while far from perfect, has far less tolerance
for the excesses of squalid industrial working-class
conditions.

In 1870, Christopher Biscocchi completes the
first prototype Etherical Engine. In the tradition of
the best historical men of science, he immediately
applies it to a vehicle body and, for the first time
since the doomed expeditions of the Celestial Mas-
ters in the early Renaissance, he penetrates the upper
atmosphere and makes his way into space. His launch
point, at Cape Canaveral, Florida, becomes some-
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thing of a Mecca of science. Inspired young men and
women flock to the area, where they establish a new
“ether administration” to study these developments
and begin mankind’s missions to the stars. These
Etherical Engineers become the heroes of humanity,
gloriously rising up to space.

It is now 1920. Clockworks have given way to
voltaic relays, and the new Tesla Junction allows
the construction of automata that run not on steam
or clockwork tension but on electricity, etherical
vibrations and broadcast power! Christopher
Biscocchi, the brilliant inventor and leader, has
recently died, but his dream of a great empire of man
stretching across the stars has just begun. The so-
called “Biscocchian Coprosperity Sphere” is a union
of the colonies on many widespread planets through-
out near space.

But space isn’t peaceful. Besides the elaborate
brass and steel ships that cruise the spacelanes, there
are alien creatures, traitors to humanity and Things
that have come from other dimensions. Having left
the safety of Earth’s cradle, humans must now grow

up as a species and contend with the dangers of a
hostile universe. With Science as a beacon in one
hand and Hope in the other, they will prevail!

If you use the Biscocchian Coprosperity Sphere
setting, you’re playing a game of glamorous
electropunk space opera with Mage. Sure, it’s far
afield from the original setting, but it’s not impos-
sible and it’s a lot of fun. Here’s what you need to
do….

• Your main characters are mages — probably
Etherical Engineers (Matter) who include such di-
verse groups as Void Riders (Dimensional Science),
Virtual Pioneers (Correspondence) and Tesla De-
signers (Forces). In essence, the Etherical Engineers
are the Tradition council, and the subgroups are like
the Traditions, each with a specialty. Since they all
agree on the idea of mystically enlightened science as
a paradigm, though, they get along about as well as
the Technocratic Conventions in the core setting.
The Etherical Engineer groups have the advantage
that their science is largely coincidental — everyone
uses it. If an Etherical Engineer modifies a space ship,
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for instance, most people accept that he’s just a
scientist doing what he does well.

• Mystically oriented magicians are rare but not
unheard of. As a modern mage in the core game
might use cell phones and cars while also using his
Spheres, a mystic in this setting will use the oddball
electropunk science of the setting in addition to
Sphere magic. The Order of Hermes would still
have a minor presence. Euthanatos have vanished
and become an underground organization in con-
junction with the Ahl-i-Batin; they believe that
their position is morally superior to the “ethical
calculus” of the Etherical Engineers, and they work
as secret agents in society, eliminating dangerous
people or ideas and carefully pruning the branches
of humanity that become excessive. Akashic Broth-
ers are yogis and martial artists who still hold the
original secrets of Asiatic mysticism and study those
arts to hone their bodies instead of attending the
schools and colleges of the formal world; while they
are considered odd, they’re still  respected.
Dreamspeakers are all  but gone, with only
technoshamans remaining, who are seen as odd
throwbacks and divergents who try to speak to the
supposed intelligence of all devices.

• Technocrats are very banal scientists who
ploddingly and methodically believe only in rational
science. They are public, but they are considered a
reactionary fringe group — people who are “deluded”
into believing that the universe has only what they
can see. Their science lacks luster and flash, and thus
it’s often Paradoxical; without true inspiration, sci-
ence can’t possibly work, as everyone knows!

• Instead of spirits,  the setting has
extradimensional entities and alien creatures. You
build them like spirits or bygones, though. Etherical
Engineers might use ether shockwave cannons or
Tesla arc guns to fight such menaces.

• On the outskirts of inhabited space, outside
the Sphere, are those humans who’ve rejected the
ethical calculus of the Engineers — the dangerously
insane and deranged, Nephandi, Marauders, Cultists
of Ecstasy who live only for pleasure, Verbena who
believe that technology is an abomination. These
colonies occasionally raid other ships in pirate at-
tacks, and rebel insurgencies sometimes happen.
Heroes might try to convince them of the error of
their ways or go with their alien allies to stop a
terrorist plot.

What Might Have Been:
Alternative Reckonings

Without a doubt, the Reckoning shook up the
Mage setting. What happens if the Reckoning hap-
pened differently? What if this cataclysmic event
happened in some other time period? Or if its impact
was different?

Consider what might have happened if the mon-
ster that rampaged across India had awakened much
earlier. What if it had awakened in 10th-century
Europe? Without nuclear weapons, the Order of
Hermes may be forced to resort to extremely danger-
ous and destructive magics to stop it. The easiest way
may be to try dropping a comet on it. This may take
a while, allowing the monster to destroy European
civilization before being destroyed itself. If the comet
is big enough, its impact might send enough dirt into
the atmosphere to start a new Ice Age. Consider the
possibilities of Mage games set in the ruin of Europe’s
new Dark Age, in the wake of a Muslim conquest of
shattered Europe or in a world where the majority of
human civilization survives in the now much cooler
tropical regions.

Speaking of Ice Ages, the Aztecs believed that
their human sacrifices kept the sun from going out.
What if they were right? Imagine the sun starting to
dim in the 16th century, beginning a new Ice Age
right in the middle of the Renaissance. What would
characters in such a setting do if they discovered a
faction of mages trying to bring back the sun with
mass human sacrifices?

The wake of the Reckoning has seen the dead
rise from their graves. What if there were a lot more
bodies to go around? The worldwide influenza epi-
demic after WWI killed millions. What if all those
bodies dead from war and plague rose up to take
revenge upon the living? If your players are fans of
Night of the Living Dead and other zombie movies,
they might enjoy such a setting, either as mysterious
horror or as splatterpunk.

What if the Reckoning gave rise to superhumans?
The trigger event for Aberrant’s Nova Age is very
close to the same time as the Reckoning. How would
the Technocracy react to Novas? Would mages be
able to pass themselves off as superhumans?

What if, instead of the Avatar Storm, much of
the Tradition leadership fell to Infernalism? Perhaps
the desperation of fighting a losing battle for so long
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finally caught up to them and they sold their souls in
the name of revenge. If so, then perhaps after they
killed much of the Union’s leadership, the damned
Masters and Archmages were dragged off to Hell by
their demonic masters, leaving younger mages to
pick up the pieces.

How about an alien invasion? Can the Tradi-
tions and the Technocracy work together to save
Earth from attack? What if it isn’t aliens? What if the
invaders are demons, or armies of Fair Folk intent on
enslaving mankind? What if the machine cult of
Autochthon has build a robotic army intent on
wiping out all organic life?

Finally, what if the Reckoning destroyed Earth
altogether? Can mages survive in the Umbra, with
no Earth to return to?

Spirit World Realms
The Umbra can provide a ready source of poten-

tially infinite locations with wildly divergent settings
and rules from the standard World of Darkness Mage
game. Mage players might leave the Middle Umbra
to dive into the depths of the Abyss, where the
spiritual threat of universal entropy is omnipresent.
They might find completely ridiculous realms in the
High Umbra representing the ideal of the perfect
French fry. They might visit the dead trapped in the
Low Umbra. Each of these divisions within the spirit
realms harbors gateways to realms beyond human
count, containing some representation of every idea
ever conceived, often repeated numerous times in
slight variation. Uncounted versions of Asgard await,
each ruled by a somewhat different mirror of Odin,
while other realms stand like infinite reflections of
human desires. Mages using the Spirit Sphere can
enter such realms, possibly bringing their friends
along, but doing so subjects them to the sometimes
drastically different laws that govern the realities of
these Other Places.

New Bremen
The Digital Web presents numerous realms which

merge the mystery of the spirit world with the tech-
nology of various scientific mages. As such they
contain realms formatted from the raw technospirit
stuff of the Web into the various pipe dreams and
fantasies of programmer mages and holographic art-
ists. Storytellers familiar with White Wolf’s online
chats might even decide that online environments
such as New Bremen (found at http://www.white-
wolf.com) are real within the Digital Web. White
Wolf has too much respect for the independent

creativity of its fans to desire to print the thousands
of stories the fans enact every day on the chats.
Nonetheless, there is nothing to prevent Storytellers
hungry for inspiration and ideas from logging into
the New Bremen chat and adopting ideas they dis-
cover there for their own personal games and
storylines only. You might decide that you could
immerse mage players who travel the Digital Web
into a cybernetic realm reflecting the online world of
New Bremen. Your mage characters might wander
the dangerous city streets, step into the posh Faust
nightclub or investigate the ruins of the burnt-out
Ten-do Dojo. Perhaps they could dare the werewolf-
held Blue Caverns or share a quiet dinner atop
Moribund & Smirch towers in the penthouse restau-
rant known as The View as they enjoy a magnificent
vista of the city beneath. Whatever the Storyteller
decides, a potentially never-ending source of inspira-
tion can be gained simply by visiting the chat and
participating from time to time.

Regional Paradigms
Not every alternative setting has to be a different

reality, another world or a spiritual realm. The earthly
boundaries of the World of Darkness are immense
and varied. Within our world are more diversity and
wonder to be explored than anyone could ever ac-
complish in a lifetime. From the painted boats of the
harbor people of Hong Kong to the depths of the
Amazon jungle to the shadows of the ancient pyra-
mids, there are mysteries waiting to be explored. In
Mage these differences do not have to be considered
merely a matter of geography. A different locale may
contain its own magical histories, superstitions and
believers. Not every culture has sanitized its sense of
myth to the point that its citizens discuss the divine
with a blasé tone on cold computer screens between
bites of delivered pizza. Even within the more “civi-
lized” nations, various groups preserve the old ways
through devotion and care. Magic is like a living
thing, thriving on the beliefs and dreams of sen-
tience.

Anywhere that the conscience of the people is
sufficiently powerful to sway the world’s supposedly
objective reality toward their subjective desires is a
place where the laws of physics or magic may change.
In Mage terms such an area can be considered a local
paradigm. The core Mage rules already state that the
presence of more than 100 people who believe in the
same paradigm as the mage may allow some vulgar
effects to be considered coincidental if no other
witnesses are around to contradict them. Having
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that many people agree about anything can be diffi-
cult, but when a group has a large degree of
commonality it becomes far easier. Everyone grow-
ing up in the same town, for example, is likely to
share many of the same stories, legends, knowledge
of street names and possibly such things as religious
beliefs. On a larger scale, many towns in the same
area of the world may share a cultural bond that
unites all of their citizenry in religious dogma, moral
consequence, educational differences or perhaps fear-
ful superstitions. An area of large size sharing many
people with a specific focus on the workings of the
universe might form a regional paradigm.

What precisely this means for a mage is up to the
individual Storyteller. Some Storytellers may feel
that the reality imposed by the mass of Sleepers who
have come to believe instinctively in the scientific
principles put forth by the Technocracy is so firmly
entrenched that real-life physics are indeed standard
factors throughout their individual World of Dark-
ness games. In such a game, anywhere in the world
that a mage works magic, whether in downtown New
York or in the Outback of Australia, the effect will be
limited only by her power and the presence or ab-
sence of Sleepers. The universal natural order taught
by Western science becomes the true face of reality,
with magic relegated to being either an artifact of the
past or an alternative reality invasive to ours. This
choice is not necessarily bad, as it accentuates the
victory of the Technocracy over the more mystical
Traditions by hard-coding it into the rules.

The example from the core rulebook and its
loosening of the bonds of physical reality for mages
with large groups of like-minded acolytes may inspire
other Storytellers to explore the idea of regional
paradigms for their games. It makes sense that the
various Traditions of magic have held to their geo-
graphical areas for reasons beyond mere creature
comfort. Each Tradition sprang from a certain cul-
ture and might feel a bond with its origins, but it is
easy to guess that there is more to it than this alone.
The very culture that serves as the wellspring of a
Tradition also offers the will of its people toward
strengthening the paradigm practiced by that Tradi-
tion. Within eastern Asia, for example, the Akashic
Brotherhood finds ready succor in the ease with
which people accept and understand philosophies
the brothers must spend years explaining to Western
counterparts. Is it so hard to believe that the sheer
volume of beliefs that resonate with the Akashic
paradigm would empower their practice of magic?

This resonance with locales can go beyond the
mortals who inhabit them. The world is composed of
patterns stemming from ancient Mythic Threads
that stretch back into the mists of time. Spirits in
every rock and piece of wood have existed for centu-
ries. The very land absorbs the beliefs of its people.
Even an atheist might feel the holy aura which
radiates from an old church, once carved from pagan
rock but now endowed with centuries of faithful
Christian reverence. A practitioner from the Celes-
tial Chorus certainly could draw more easily upon
the divine from within the walls of a place that has
become sanctified beyond mere scriptural declara-
tion. For the Ahl-i-Batin such places have even
become singular points upon a much larger lattice-
work of power known as the Web of Faith. Within
the Web’s confines the Subtle Ones are more potent
if only due to their ties to the faith that flows through
the mystic traces between the holy sites anchoring it.

Do not suppose that choosing to use regional
paradigm rules invalidates the Technocracy, how-
ever. It is no coincidence that things like labor
camps, factory towns, business districts, medical “re-
search triangles” and demilitarized zones exist. Some
citizens of the World of Darkness live their entire
lives in a few blocks, traveling only from their con-
dominium to their work cubicle to the overpriced
supermarket they pass on the first floor on the way to
the elevator. Entire cities have sprung up around
single industries or their related businesses, from
high-tech Silicon Valley to the Syndicate wet dream
of Las Vegas. For an example of how thoroughly
these places can become controlled by a single way of
life, one need only look to the failed steel plants of
Pittsburgh and Allentown or the tapped-out mines
of West Virginia. The lore of technology can still
seep into humanity and become its blood, such that
it alters nearly every thought and if removed leaves
a barren husk.

In places where things have gone terribly wrong
the Nephandi are most powerful. The rotting corpse
of a mining town might inspire in Nephandi the same
twisted glee at the torment of Creation they find in
the tribal killings in Rwanda, the rampant AIDS-
filled sex pits of Thailand and the transition of
zealotry into the Crusades. Visitors to Holocaust
sites in Europe often report a deep sense of haunting
felt to the very bone when they stepped into the
places where once the Nazis fired up ovens or gassed
victims by the hundreds. It is ironic that such places
are nil-spots to the liars who claim the Holocaust
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never occurred, for what true power do the Nephandi
serve but that of Oblivion?

Rules for Regions
In game terms the general effect of a local or

regional paradigm is to alter the way that magic
works. A Storyteller should decide how drastically
she wants these changes to affect her game and
should be sure that she is prepared to incorporate
those changes in a way that makes her stories stron-
ger rather than compromising the players’ suspension
of belief. On the lowest end of the scale is limiting
the effects of regional paradigm to changes in diffi-
culty numbers. At the other end of the spectrum, a
Storyteller may wish to allow minor physical alter-
ations of reality without proper magic use, such as
allowing martial artists in the East to leap further
than they might in the West. This section offers
some guidelines for changes in the rules that one
might wish to include in a regional paradigm.

Acolytes: A large proportion of the inhabitants
of a town or nation whose culture is strongly sup-
portive of the paradigm of a mage’s Tradition might
automatically be treated as acolytes for magical
purposes. This would mean that they did not count
as Sleeper witnesses and that having more than 100
of them present would potentially allow vulgar
effects that fit within their beliefs to be considered
coincidental. Better yet, if properly taught what to
do, they might even be able to help perform magic
by “acting in concert” or rendering aid in rituals.
Additionally, a mage might discover that people
possess the mundane knowledge she requires to be
able to enact magic that demands information or
skills she does not possess. Perhaps one of the best
benefits is the fact that citizens of a region that
supports a mage’s paradigm may not be of any help
to his enemies. Technocrats chasing Euthanatos
mages into Calcutta may be rudely surprised at the
sheer power of cults they consider archaic and
backward in thinking. Storytellers should be care-
ful to consider that some regions might not
specifically help any of the main Traditions, or
might even surprise mages who expect their aid. A
Celestial Chorister driving into Amish country with
his gun, radio, cell phone and electronic copy of the
Bible may discover that the beliefs of those around
him are different enough from his that they are of
little help beyond their mundane friendliness. On
the other hand, the Amish spirituality might prove
beneficial to a Dreamspeaker with a fairly strong
belief in the ultimate dominion of Gaia.

Resonance: Regions are as filled with Reso-
nance as particular events or objects are; one might
consider them even more so. Magic meshing with
the Resonance of a place may gain a –1 bonus to the
difficulty number for success, while that which
defies the natural order of the area may gain a +1
penalty to the roll necessary. When using regional
paradigm rules in her game, a Storyteller should
consider the Resonance of the place separately from
that of the mage and have both of them modify the
difficulty of Arete rolls. Thus it is possible that an
area may aid a mage who is of like Resonance and
hinder a mage who is not. Holy miracles performed
by Chorister magic in Rome that fit with its Catho-
lic heritage are more likely to succeed. Rites held in
the imperial city tapping into the sacrificial magic
of Mithraism are probably going to be more power-
ful as well. A Nephandus defiler trying to destroy a
devout soul within St. Peter’s Basilica isn’t likely to
have much luck, however, while a thuggee assassin
of the Euthanatos might be walking death in the
streets of Calcutta.

The proposed changes up to this point have been
very subtle and unlikely to change a game severely
but do add a strong regional flavor to the mix. Some
Storytellers might wish to stop there. Others may
wish to venture further and truly explore the idea
that other cultures aren’t just different in thought —
in a dynamic world, they could alter the very fabric
of reality around them, seeming extraordinary to
outsiders. Even Storytellers who do not wish to adopt
the following rules as part of their regional paradigms
may include them in their games as examples of
things that could be achieved with magic rather than
natural results of a localized reality.

Gauntlet: The Gauntlet stands as the divider of
the spirit realm from the physical world. Its presence
predates the Technocracy by far, but certainly the
Union has seen to it that the Gauntlet has grown
thicker than ever. The connections of mankind to
the spiritual grow tenuously weak in modern times,
to the point that we often fear those who still main-
tain them or are jarred with terror at accidentally
rediscovering them for ourselves. True believers are
often seen as madmen and zealots by Western soci-
ety, sometimes even by organizations that purport to
represent the divine. Tools that might open the
pathways to the spiritual are tainted by propaganda
so thick that their real dangers become obscured by
the lies and their value lost in the rhetoric. Vision-
aries who might once have briefly touched heaven
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instead are consumed with angst so strong it turns
the fanciful utopia of hallucinogens into therapy
sessions in hell, while DEA agents hammer down
doors and harass the innocent with increasing impu-
nity as they wage a war for our souls. Nevertheless,
the spirit world in Mage is there, it is real and it is
powerful. Spirits beyond count slumber fitfully in
everything around us, and it takes only the whiff of
the proper magic to at least cause them to turn in
their sleep.

The Gauntlet can be affected two different
ways by regional paradigm rules. The simplest and
most common way is for it to be raised or lowered by
the inherent belief or disbelief in the spiritual by
the populace. Downtown New York City may have
a Gauntlet of 8 or 9, while downtown Port-au-
Prince, Haiti is likely to have a Gauntlet rating of
6 or 7. In nations like Japan it is possible that the
continuing religious beliefs are balanced enough
with the intense industrialization that the Gauntlet
ratings remain those normally stated on page 209 of
Mage: The Ascension. If a region has a stronger
degree of belief in spirituality, the Storyteller might
universally decide that all Gauntlet ratings within
that region are one point lower, while a heavily
technological area might cause all Gauntlet ratings
to be one point higher. Given that the chart already
takes the relative population density and wilder-
ness of an area into account, and is probably already
slanted toward an American point of view, a Story-
teller might choose to consider the chart the United
States standard. This might mean comparing the
relative spiritual beliefs of other regions to that
standard. Beware making judgment calls like this
without considering the feelings of your players and
the biases you may bring to the table. Such rules
considerations should not be turned into excuses to
practice racism or nationalism and should only be
used to improve the unique flavor of an area as befits
its role in your stories.

Another, somewhat more complicated, way to
handle the Gauntlet with respect to regional para-
digm is to have it fluctuate according to certain
variables. If a paradigm is very established as domi-
nant within an area, it might influence the Gauntlet
beyond simply being thick or thin. Perhaps spirits
who are supportive of the reality of the paradigm are
given easier access while those who are disruptive
are further dissuaded from participation in the physi-
cal realm. It might seem that this is already covered
by Resonance, but it goes beyond that. A Hermetic

mage trying to summon a lightning spirit in China
might find the Gauntlet is thinner overall. Imagine,
however, if that mage attempted to summon the
ghost of a dead person. He is surrounded by a culture
with a long history of belief in ancestor spirits.
While it might still be easier to summon a lightning
spirit in the more mythic realm of the East, sum-
moning ancestor spirits could be almost trivially
easy for those who have the skill. In order to put this
rule to work, a Storyteller should apply an increase
or deduction to the Gauntlet rating of either one or
two points based upon whether the Gauntlet of that
area would commonly be tested in that manner. In
a sense the Gauntlet has weakened due to the
repetitive moving of certain types of ephemera
through its veil; it is likely to remain stronger in
areas in which it is rarely tested.

Time: While perhaps more confusing to con-
sider it is also possible that a regional paradigm could
affect the way that time flows or is viewed. In the
timeless tracks of the deserts of the Middle East one
might more easily peer beneath the sands into the
past. Perhaps this was an inspiration to early Ecstatics,
or maybe their long presence encouraged the desert’s
memory. In the humid forests of India a mage might
discover that the frenetic pursuit of life is quick and
his spells fade away faster as they are soaked into the
living landscape. The lesson of the cycle is laid so
bare here that one can imagine Euthanatos Masters
bringing their students to immerse themselves in it.
Standing upon the newest piece of rock in the world,
just cast out of the volcanoes of Hawaii and cooled by
the sea, a mage might find his spells more enduring,
fil led with the energies of creation. What
Dreamspeaker could not watch the spirits of fire and
water dance forever? The Storyteller can easily rep-
resent these sorts of regional paradigm changes by
requiring one or two fewer or more successes for
duration or by moving up or down one time span on
the Time Lines chart.

Correspondence: A strong paradigm might alter
the way that connections and distances work for
magic. In India, even the shadow of an Untouchable
is said to carry uncleanliness, and it is not hard to
imagine Euthanatos extending their touch to in-
clude their shadows. In the mountains of Asia, each
valley can seem like its own little world of peace.
Akashics find it easy to strengthen the natural barri-
ers against intrusion, perhaps even coincidentally
differentiating between the raucous who stir ava-
lanches into motion and the meek who may safely
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pass into their secluded realms. In game terms, a
Storyteller may alter the range, difficulty or connec-
tions of Correspondence effects to represent the
physical and cultural aspects of a regional paradigm.
It might be easier or more difficult to establish connec-
tions with subjects who are assumed to have certain
properties or defenses. In Haiti, dolls might server as
stronger connections than elsewhere, while Mecca
might radiate a holy centrifuge so powerful that the
devout can sense its direction from anywhere in the
world. Some Middle Eastern areas might naturally
associate a picture of a person with his soul, provid-
ing a stronger connection than normal, while a
photograph found in the camera-filled city of Los
Angeles could contain nary a bit of essence of the
vacuous face of the shining starlet it shows. Trans-
porting from one valley in the Himalayas to another
may prove far more difficult than teleportation be-
tween Manhattan high-rises equally distant apart. In
general Storytellers should alter the number of suc-
cesses required, range rank or connection category
by only one or two lines on the Correspondence
Ranges chart on page 209 of the Mage rulebook.

Paradox: Possibly no part of Mage is more open
to customization than the forces of Paradox. By its
very nature it is both ironclad in its perpetual vigi-
lance and seemingly somewhat fickle in its specific
manifestation. Certainly it is easy to imagine any
Paradox that is enforced by a spirit being shaped by
the nature of the punishing creature, but even
nonsentient forces have a special feel or taste to
them. Additionally, some regions may accept certain
actions as coincidental while others treat them as
vulgar in the extreme. Storytellers should not hesi-
tate to personify the regions they are trying to portray
through the manners in which Paradox is displayed.

The first thing a Storyteller should probably
consider is whether a regional paradigm might be
more forgiving of a magical action than the theoreti-
cal standard reality might be. If the people of Mecca
expect to be blessed by traversing the distance around
the Dome of the Rock, then a Chorister spontane-
ously healing a tragic, but genetic, defect will be
coincidental. In the streets of Asia, shattering even
a very thick brick wall with a punch could be ignored
as an example of incredible martial arts skill. Dancers
of certain tribal areas are routinely expected to walk
across hot coals without damage. Causing an entire
ship to vanish in the Bermuda Triangle would only
add to the reputation of the place.

Storytellers wishing to put this rule to full use
should feel free to research the traditions and super-
stitions of the areas they are trying to define.
Thousands of beliefs, some strong and still supported,
others vague and barely remembered, will come bub-
bling to the surface and empower innumerable
mysterious events without invoking the attention of
the forces of Paradox. Obviously this favors a mage
whose Tradition normally resides in the area of
focus. His entire paradigm will have evolved within
a society which shares the same, or at least similar,
beliefs as his own. Outsiders may not understand why
his magic does not call down retribution; even if they
understand, they may not be able to duplicate his
results. This is not limited merely to supernatural
beliefs. Cars in real life do not commonly explode in
gigantic fireballs with every impact, but a mage
surrounded by Americans fed on years of television
depicting that very “fact” will likely find even the
most ridiculous conflagration possible to create with-
out raising the ire of Paradox.

Alternatively, Paradox may be less forgiving of
magical actions that defy its regional paradigm. In-
voking magic to find one’s way during a storm in the
Bermuda Triangle might be considered paradoxical
in those mysterious waters. Trying to bring good luck
through Entropy while wearing a color that locals
consider decidedly unlucky may bring even worse
misfortune to the mage trying to flaunt what they see
as natural law. Failure to apologize to the spirit of a
bison caught coincidentally using magic to hunt
might bring retribution from a tribal land that still
respects the ancient ways.

In addition to making Paradox more or less
forgiving in its idea of what is coincidental and what
is vulgar, a Storyteller can have the form taken by the
Paradox resonate with the regional paradigm. Some-
times this can be as simple as giving an almost
coincidental feel to the appearance of Paradox.
Botched efforts to use Forces to get more power out
of the engine of a Jeep fleeing across the Sahara
Desert could manifest as sand in the gas tank, intake
valves and sensitive joints and bearings. Dangerous
botches with Life effects in Calcutta might cause the
mage to become terribly ill with one of the diseases
that rage through the overcrowded city. The
Himalayas might punish a mage whose hubris causes
him to launch fireballs at the nearby villagers by
raining an avalanche upon his head. These sorts of
Paradox manifestations add to the feel of a locale
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without solidly assuming the air of the impossible
that some other Paradox creates.

Sometimes Paradox strikes a mage in ways that
are unmistakably wrong to the eyes of the typical
modern Westerner. In the default game this can be
devastating but perhaps a bit nonsensical and non
sequitur. Given the flavor of a region, it is easy to
turn these tragic and overbearing events into epic
demonstrations of the myths that form the origins of
the Traditions. If a Hermetic mage botches horribly
in the Lands of Faith, have a rain of boiling blood fall
upon him, causing those unsoakable aggravated points
of damage the rules say he is supposed to take. If your
Dreamspeaker loses control over her Spirit effect
while visiting Haiti, have her soul wrenched out of
her body into the trap of an enemy boccor or have her
Paradox spirit ride her like the most nightmarish of
loa. The Traditions which naturally inhabit a region
are more likely to expect such disasters and may be
better prepared. Outsiders are probably going to be
horribly surprised and stunned by indecision and
confusion in the face of the worst that their hubris
can bring upon them in a new place.

Worse Yet: Bold and adventurous Storytellers
may wish to try even bigger changes to the game. It
is possible to assume that even the most supernatural
or high-science ideas of a region are reasonable
accomplishments within its boundaries. Storytellers
might assume that minor cures of a miraculous nature
are possible simply by gaining enough successes on a
Charisma + Expression roll and fervent prayer within
the Holy City. A high Strength + Athletics roll
might be sufficient to leap onto buildings or into
trees in a village in China. Perhaps negative effects
might become commonplace as well. In Asia speak-
ing ill of an ancestor might cause some curse to befall
the bad-mouthing mage. It might actually require
magic to be able to leave Las Vegas with more money
than you had when you came. There may be places in
the Empty Quarter where a technological device’s
mere presence is paradoxical, as the djinn are of-
fended by mankind’s pride.

Storytellers should be careful if they decide to
introduce such grand changes as these. Widespread
and common events of a mystical or normally unex-
plained nature can reduce the sense of wonder that
normally attends magic. Further, it may cause players
to feel as though their abilities are entirely unde-
pendable and they may wonder why they worked so
hard to make sure they were capable of certain

actions that apparently any farmer from Utah can do
in his sleep. If something this fantastic appeals to the
Storyteller and would add to the feel of the region’s
paradigm, it is probably best to introduce it in a very
small area with a special explanation. Perhaps a tiny
village in Asia is a training ground for Akashic
Brothers; they have woven magic into the air that
allows magnificent leaps only within their temple’s
walls. Maybe the curing prayers must occur while
touching a specific saint’s relics. Certainly there is
nothing wrong with introducing powerful magic into
the game — it is Mage, after all — but making sure
that effects do not seem senseless or overly common
helps preserve the majesty of the game.

Sleepytown:
Sample Regional/Local Paradigm

There is a small town in Idaho, or Illinois, or one
of those “I-states,” which does not appear on any
normal map. Toward the end of World War II,
Department X of the newly forming National Mili-
tary Establishment gained permission from the State
Department’s Assistant Secretary of European and
Canadian Affairs to secretly relocate suspicious citi-
zens of German descent. The United States had
formed camps for Asians who were deemed poten-
tially threatening to national security during fighting
with Japan but had stopped short of actually detain-
ing masses of European immigrants. Nevertheless,
Department X successfully argued for access to those
deemed dangerous by military intelligence. Within a
month relatively unknown Germanic people through-
out the US disappeared. They were relocated to
Sleepytown.

At first prisoners faced metal fences and heavy
security and were subject to long interrogations and
propaganda sessions. They were also put to work
changing the camp into something different. By
1947 the camp was ready to reveal its new face. The
metal fences came down to be replaced by white
picket fences. The military vehicles disappeared to
be replaced with sleek new Fords and Chevrolets.
The barracks were torn down and exchanged for
friendly, whitewashed houses. A school replaced the
mess hall and the town courthouse covered the
ground where the commander’s barracks once had
stood. A person randomly driving down Highway
832 would find what seemed to be a typical all-
American small Midwestern town. Except that
Highway 832 didn’t go anywhere.
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None of the citizens of Sleepytown has left its
cozy streets or returned to tell about it since 1947.
Signs leading out of town always seem to promise
nothing but the misery of missing their perfect homes,
and every child born since the town’s beginning has
lived its entire life here. The tall corn is cut every
year and sold to a manufacturer who sends trucks as
regularly as clockwork. The hay is never in short
supply and the cows are fat and profitable when the
trucks come for them as well. The local supermarket
is always well-stocked with everything a growing boy
might want to eat and everything a busy housewife
could possibly desire to aid in her domestic chores.
Any man who doesn’t work on his own farm works in
the town factory, helping produce asphalt and high
reflective paints, which ship out presumably to re-
pair roads around the country. (Come on, you know
you’ve always wanted to know where asphalt comes
from.)

The people of Sleepytown might seem almost
normal to a visitor. Except they don’t get visitors,
other than the men who drive the trucks that pick up
and deliver the town’s needs and production. Except
that children have never seen the Smurfs or talking
Care Bears or heard about Puff the Magic Dragon.
Except that no one from Sleepytown ever heard
about the Korean War, much less fought in it, nor the
Vietnamese Conflict, nor the Cuban Missile Crisis.
Instead children learn about the Internet, though
their content is tightly controlled by a special filter-
ing system. Their newspapers reported the election
of Richard Nixon to replace a young Kennedy, who
retired to be with his family. Their local TV station
broadcasts Star Trek, ER, Dark Angel, the world news
(sanitized for safety), technical learning programs
and network television premieres of movies like
Gattaca and 12 Monkeys. The school library doesn’t
have a single book on mythology but contains the
biography of Alfred Nobel, the complete Hitchhiker’s
Guide to the Galaxy trilogy, Babylon 5 episode videos
and the works of Louis L’Amour.

Sleepytown is the place that magic and mysti-
cism forgot. For almost 60 years its citizens have
eaten, breathed and lived nothing but small-town
America. This was the experiment the Technocracy
had in mind. Department X set out to create the
Supersleeper, a normal person without even the
memory of the mythic garbage the Union has spent
so long trying to stamp out of reality. Here are found
people of such plainly logical bent that the very idea

of magic is foreign to their mind in the extreme.
Mages and magical creatures venturing into such an
area are likely to be in dire trouble.

Unfortunately for the Technocracy, their ex-
periment is not perfect. They have managed perhaps
to cause the common citizen of Sleepytown to view
the divine as a human invention, but the town does
still have a single church built at its conception by its
original inhabitants. The aged reverend died a few
years ago of a sudden heart attack, and certainly the
sermons of his replacement seem less heartfelt and
more formulaic in their rhythm than the inspiring
speeches of the old preacher. Nevertheless, the town’s
elders still taught their children to say prayers before
bedtime and ask grace at dinnertime, and such habits
have been hard for the Technocracy to remove sub-
tly without destroying the precious free will they feel
their experiment must retain. Furthermore, even
such technologically marvelous works as science fic-
tion still occasionally inspire a wanderlust that
Department X cannot quell. In those who do leave,
the New World Order operatives assigned to the
project replace their memories of Sleepytown with
those of some other small town, ensuring their test
subjects do not return to pollute the experiment.

In game terms, Sleepytown is a regional para-
digm. Within the town, every single person counts as
a Sleeper for the purposes of any remotely mystical
event. Even normally coincidental events are likely
to become vulgar without warning, whether there
are witnesses to the event or not. Trying to disguise
Time magic as fortune telling, for example, will
backfire in the face of a populace which doesn’t
contain even the slightest superstition suggesting
that such might be possible. Martial arts feats just
won’t seem plausible, nor will anything — not even
black cats — cause bad luck. Mystic events are
generally treated as vulgar, or vulgar with witnesses
if any of the town’s citizens are present.

Furthermore, the town’s Gauntlet rating rivals
that of a secure Technocratic Lab, giving a difficulty
9 to Spirit effects and requiring at least five successes
in order to pull them off. Every Correspondence
effect that reaches beyond the boundaries of the
town in any way requires two additional successes to
enact, unless it uses a technological communication
system in its operation. Even then it is subject to
tapping or tracing at the hands of Department X.
Paradox might appear as odd interference in the line,
or possibly as powerful weather disturbances such as
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tornadoes. Time effects are extremely difficult when
used in any effort to pierce backward beyond 1947.
Treat any effort that involves target dates prior to
1947 as two categories more difficult.

Worse yet, Bygones and other supernatural be-
ings are completely beyond the ken of the Sleepytown
citizens. Even a werewolf or a vampire will suffer
Paradox as though he were a mage should he exhibit
any magical capabilities in front of a Sleepytown
resident. It is possible that even the representation of
a mythic creature would suffer — T-shirts bearing
pictures of dragons might inexplicably begin to fade,
while pentagrams slowly transform into World War
II war medals. Whether this last defense is part of the
paradigm or an effect engineered by powerful
technomagic is up to the individual Storyteller.

The Technocrats of Department X have high
hopes for the project, expectantly awaiting the slow
death of the first generation of citizens and contin-

ued mental evolution of their subjects. The mishaps
that confronted the single Virtual Adept-led Tradi-
tion attack that discovered and attempted to breach
the town’s outer security seemed to satisfy superiors
who read the reports. Nevertheless, operators of the
experiment are concerned that future difficulties to
face the project may prove insurmountable. Should
the world population continue to grow at too rapid a
pace they may lose the ability to isolate the town and
have to end the project prematurely. Even should the
project last until completion, psychological techni-
cians are unsure how they will preserve their work
when the citizens of Sleepytown are faced with a
world that defies the history they have been spoon-
fed. So far the only proposed solution is the resident
Void Engineer’s suggestion that perhaps Sleepytown
citizens could be transplanted to new colonies when
the space program advances to that stage, thus left
disconnected with any evidence of their duping.
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Suspension of Disbelief:
movie characters as the base for your supporting cast
is that you don’t have to go to great lengths to evoke
the image in the minds of the players. Indeed, if you
describe the Hermetic contact the characters must
get in touch with as the Archangel Gabriel as chill-
ingly portrayed by Christopher Walken in The
Prophecy, the players will know that the guy is creepy.

The disadvantage is that, for this evocation to
work, everyone must have seen the movie you’re
talking about. It doesn’t matter that Tony Leung’s
troubled cop fits the New World Order defector you
want to introduce to the story, the players will not
be able to recognize him if they haven’t watched
Hard Boiled (a grave mistake you should correct as
soon as possible).

You need a common frame of reference with
your players to pull off the recognition trick, but it
doesn’t mean that you can’t use movie characters to
populate your chronicles. You may not want to
reveal your source of inspiration, but by having the
character clearly depicted in your mind, it will be
much easier describing her yourself. Don’t abuse
this; there are only so many mages who look like
Sean Connery in the world.

The best you can get from characters in film is
mannerisms. You may be far from looking like
Franka Potente in Run, Lola, Run, but if you try to
mimic her frantic gestures you can act convinc-
ingly like the street junkie the characters decided
to question out of the blue and for whom you had
not planned anything.

Looking at the better half of world film, you can
also fish for motivations for the antagonists. As has
been stressed in many Storyteller games, the bad
guys need a reason for opposing the characters
beyond being evil evildoers of evil. A Nephandus
who was pushed into the Caul by his wife’s suicide
is a plot waiting to happen, like Sam Neill’s charac-
ter in Event Horizon. Don’t be afraid to take from
characters that don’t seem to have anything to do
with your chronicle, or even with Mage; fashioning
a villain from an unlikely source gives him a greater
depth that will keep your players guessing. Push the
main characters of Eyes Wide Shut a little further
into the spiral, and you can have two very real and
disturbing Barabbi Cultists of Ecstasy. Since you
can always refer to the movie, it’s easier to keep
track of the little details.

How to Use Films
to Enhance Your Game
Movies trust the audience to put some of
their assumptions of reality aside so that
they can tell their story, pretty much in
the way a Storyteller expects her players
to get into the concepts behind Mage, a
game where “suspension of disbelief” can
take more than one meaning, for players

and their characters alike. In a game where belief
shapes reality, suspension of disbelief can have tan-
gible results and, in response, reality can come up
with the most amazing surprises. (Note: The usual
term is “suspension of belief,” but we prefer “suspen-
sion of disbelief,” since what you’re really trying to do
is turn off the internal critic that’s always saying,
“No, it can’t happen that way. I don’t believe it.”)

A Storyteller and a movie have a lot in common
in that respect. They are each telling a lie, and know
that their audience knows in return that it is a lie. All
participants accept this in order to get to the meat of
the story, taking in the new ways things work — in
short, accepting a new paradigm.

Films are great as references in a game session;
whether you are ripping off plots (a long and honored
tradition in roleplaying) or simply borrowing ele-
ments from a favorite movie, they can be tools for
creating or enriching your chronicles. Even if you’re
only quoting a cool line or describing a Hermetic
NPC as “just like Christopher Walken in that evil
angel flick,” the presence of movies at the gaming
table is undeniable.

You can milk your movie experiences for more
than quotes and comparisons. You can model NPCs
around movie characters, presenting a delusional
Virtual Adept based on Neo from The Matrix, or
make a young Hermetic prodigy look and act like
Harry Potter. You can also play a chronicle in the
movie’s world, throwing the player characters into a
bizarre Horizon Realm modeled after Dark City. There
are several things you can take from the movies, and
not all of them have to do with the story itself.

Casting Call
As mentioned above, movies are very useful for

coming up with nonplayer characters in any chronicle,
either if you plan it beforehand or must come up with
material on the fly. The bigger advantage of using
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Playing Protagonists
Movies, as well as roleplaying games, are about

characters struggling against something happening
to them. It can range from a couple trying to keep a
relationship working to a group of soldiers in search
of fellow soldier lost behind enemy lines, or an
unsuspecting woman saving humanity from the threat
of robots from the future. In movies, characters are
always doing something, and so should the characters
in your game.

The problem in giving characters things to do,
using cinema’s example, is that there are very few
movies about a group of characters like a Mage cabal;
most of them focus on two or three protagonists who
carry most of the plot on their shoulders. Aliens is not
about a team of space marines on a bug hunt, it’s
about Ripley confronting the aliens for the second
time; Reservoir Dogs and Ronin come close to being
ensemble movies, but sooner or later the focus shifts
to two or three characters.

Choosing a character in your game as a protago-
nist is unfair to the other players, but it’s not
unthinkable if you plan a series of short chronicles,
each based around one or two characters with the
rest as supporting cast. All in the group must agree to
this and respect each other’s turn in the spotlight.

This approach doesn’t require as much planning
as it needs cooperation. A normal chronicle shifts
focus from character to character, following the model
of a TV series instead of a movie, which flows around
a single character’s growth. After all, there is a limit
to what can be explored in a two-hour movie, as
opposed to a whole season on TV.

Playing a protagonist chronicle means that the
main character will get most of the game time and
the best hooks while the others hang in the back-
ground, providing support for the story and waiting
for their chances at center stage. This gives you a
chance to focus on the Backgrounds, Merits and
Flaws the player bought at character creation and
thought would seldom come into play.

The Plot Thickens
Unlike many films, the story in a roleplaying

game is character-driven, not as much carried for-
ward by the necessities of the plot. You also don’t
have the same control over the protagonists’ actions
as a scriptwriter has. The characters are not your
creations, they are the players’, and what you thought
could be an excellent plot hook for a character could
be totally overlooked by the player in question.

This doesn’t mean that you can’t use movies to
plan the flow of a Mage chronicle. In the case of
particularly cinematic stories, the basic film struc-
ture fits like a glove, because that is more or less what
everyone is expecting.

The Theme
One of the techniques of scriptwriting is to start

from the core and go outward. You must first decide
what your chronicle is about, not so much in terms of
plot but of a central theme. Some examples are the
fulfillment of a prophecy (Dune), love triumphs above
all (Ladyhawke), friendship and sacrifice (Lord of the
Rings: Fellowship of the Ring), etc. The central theme
is the point that you, as a Storyteller, want to get
across; it shows up in the characters’ goals, in the
actions of the supporting cast and in the symbolism
you throw around. When you have a core concept
firmly in mind, you can come up with plot elements
in the middle of a session and still have it look like
you planned for them beforehand.

In The Insider’s Guide to Writing for Screen and
Television, author Ron Tobias proposes the following
themes as the most common in film and television:

1. Quest or Search
2. Adventure
3. Chase or Persecution
4. Rescue
5. Escape
6. Revenge
7. Riddle or Enigma
8. Rivalry
9. The Disdained
10. Temptation
11. Metamorphosis
12. Transformation
13. Maturity
14. Love
15. Forbidden Love
16. Sacrifice
17. Discovery
18. Excess
19. Ascension
20. A Fall

The Plot
Of course, you may not want to sound preachy to

your players and may prefer to run a more event-
driven story, in which case you skip the theme and go
directly to the next phase: the plot. If the theme is
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what the story is about, the plot is what happens in
the story. Check the synopsis in a cable guide or the
back of a DVD box; you can find good examples of
what coming up with a plot looks like, except that
the copy writers for TV guides and video boxes have
an eye toward baiting people to watch or buy the
movie. You only have to write in a short sentence or
paragraph what you want to happen in your chronicle
in broad strokes.

“Drama” is a word that is mistakenly used to
describe psychologically charged stories, where the
affairs of the heart are the stars of the movie. Men
often refer to these as “chick flicks.” “Drama” means
conflict, and it is the basis of any story worth telling:
Conflict and struggle are the fuel for any narration,
whether it is a struggle with outside or internal
forces. In 1868, Georges Polti came up with a list of
36 basic dramatic situations that repeated them-
selves in the literary works of his time. Ironically,
there have been little to no changes to his list in the
present, when other media have joined literature in
the business of telling stories:

1. Supplication
2. Deliverance
3. Vengeance of a crime
4. Vengeance taken for kindred upon kindred

(and we’re not talking vampires here)
5. Pursuit
6. Disaster
7. Falling prey to cruelty or misfortune
8. Revolt
9. Daring enterprise
10. Abduction
11. The Enigma
12. Obtaining
13. Enmity of kinsmen
14. Rivalry of kinsmen
15. Murderous adultery
16. Madness
17. Fatal imprudence
18. Involuntary crimes of love
19. Slaying of a kinsman unrecognized
20. Self-sacrifice for an ideal
21. Self-sacrifice for kindred
22. All sacrificed for a passion
23. Necessity of sacrificing loved ones
24. Rivalry of superior and inferior
25. Adultery
26. Crimes of love

27. Discovery of the dishonor of a loved one
28. Obstacles to love
29. An enemy loved
30. Ambition
31. Conflict with a god
32. Mistaken jealousy
33. Erroneous judgment
34. Remorse
35. Recovery of a lost one
36. Loss of loved ones
Polti came up with several complications for

each of these basic plotlines, but it would take its
own essay to talk about each one in detail, so use this
list as a basic guide when you’re stumped for ideas.

Fleshing It Out
The next step in writing a script is the treatment

or proposal, which may or may not be useful to
charting out the story for a roleplaying chronicle.
The treatment is a more fleshed-out account of the
events in the story, usually around one page of text so
that a reader has a better idea of what is going to
happen in the story. Since the sequence of events in
a Mage chronicle tends to be a rather chaotic affair,
it’s hard to foresee what will happen in the course of
a single game session, especially if you are the kind of
Storyteller who likes to use the characters’ actions in
later plot twists.

Whatever the case may be, writing a treatment
for your chronicle can be helpful in keeping track of
a story.

A tool that’s equally useful in writing for film and
planning a chronicle is the plot point, a single event
that is supposed to happen and pushes the story
forward, or even in another direction. In 2001: A
Space Odyssey, the discovery of the monolith on the
Moon is a plot point, as it gives the story a reason to
send people to Jupiter. Plot points are signposts in
the story, and they can come from any level in the
narration: A character may reveal a secret from his
past that gives new direction to the cabal’s actions,
an ancient book reveals that all the characters’ as-
sumptions were wrong, the antagonist does something
that forces the heroes to change their plans, etc.

Anything can happen between plot points, so
you can write a number of them and trust that,
whatever the direction the characters take, the points
will remain the same. Plot points are your friends,
since you can drop them on the cabal when it looks
like they are taking the wrong way for the story to
flow as you had planned, and it won’t feel like you are
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railroading them into a preset path. Do plan for
alternative plot points, in case the mages acciden-
tally kill the contact who would have revealed the
little secret they needed.

The Language of Film
(and Games)

Film, as all media, has a language all its own that
has nothing to do with words; the pacing of the
action has its own meaning, as well as how the
camera is placed and what the lighting suggests. A
Mage chronicle and a movie have the same canvas
on which they tell their story: time. Audience and
players sit back and watch as the story unfolds before
them; the difference is that roleplayers have a say in
what happens, and they use their imagination ac-
tively instead of just being witness to the doings of
the protagonists.

You can run a game by adapting film language; it
takes some ingenuity to adapt some of the more
visual elements, but it is entirely possible and can
tighten your narrative skills and help the players
immerse themselves in the story both as spectators
and participants.

Pacing the Action
Storyteller games have the scene as a narrative

unit, and they share this with movies as well as with
theatrical plays and television dramas. Narrative
units are then edited into a coherent whole. Films
like Oliver Stone’s JFK are perfect examples of the
power of a good editor over film: the ability to put
assorted imagery in a linear narrative to convey a
message. Storytellers are both directors and editors
of their chronicles, and they don’t have the advan-
tage of having all the pieces of the story strewn along
the editing table, already finished and ready to as-
semble. As a Storyteller, you must pace your chronicle
as it happens, but this doesn’t mean that you can’t
use the concepts of film pacing to your advantage. In
terms of film language, action can be broken into the
basic units of shot, scenes and sequences.

Shot: In a film, the take is the smallest unit of
narration; it is the time in which the camera focuses
on a subject before it changes to another point of
view. In game terms, you can use the concept of the
shot as the time a Storyteller spends interacting with
a single player, before another player takes her atten-
tion. You can pace these game shots as you will to
create different effects. If you want to inject urgency,
switch between players fast and don’t give them any

time to think about what they characters do or say.
You can interrupt your interaction with a player and
leave him hanging, waiting for his turn under the
“camera.” During combat situations the shot is the
same as the turn, and you can pace them with equal
ease. You can pace the action more slowly, even if in
the middle of a shoot-out, by spending a couple of
minutes with a single character’s actions, creating a
slow-flowing rhythm. This is the way to create the
John Woo effect: The hero sails through the air in
slow motion, showering the bad guys in a rain of lead-
riddled death.

Use description when you want to lengthen a
game shot. By giving detailed description of a given
location, you simulate a slow panning shot of the
camera around the stage. Equally, giving short de-
scriptions of objects and actions is the same as the
camera spending only a couple of seconds focused on
those subjects.

Scene: As mentioned above, Storyteller games
already consider the scene as a unit in the building of
a chronicle. In Understanding Movies, Louis Gianetti
defines the scene as “an imprecise unit of film, com-
posed of a number of interrelated shots, unified
usually by a central concern — a location, an inci-
dent or a minor dramatic climax.” The Mage rulebook
already gives guidelines to the use of scenes, since it’s
a fairly simple concept, so we will focus on the pacing
of scenes in a game session. As with managing a game
shot, you can shorten or lengthen the duration of a
scene to create mood and rhythm. A film editor can
arrange scenes around with complete liberty, since
they’ve been already shot, but a Storyteller must plan
them more carefully and improvise. The point in the
story in which scenes unfold is as important as the
time it takes them to finish: The death scene of a
nonplayer character doesn’t have the same power if
it happens early in the session or the story, but it can
have tremendous impact if there are previous scenes
with her interacting with the protagonists, especially
if there is emotional involvement. There are no set
rules about pacing scenes; it’s an art that editors and
Storytellers develop with experience.

Using the treatment method described earlier,
you can make a run-down of the scenes you want to
include in the chronicle. The plot-point approach is
particularly useful in this, since it allows you to plan
their introduction as scenes, and you can start setting
them up once you know what they will be about.

Sequence: In their Mexican-published book
Práxis Cinematográfica, Raúl Martínez Merling and



182 Mage Storytellers Handbook

Francisco A. Gomezjara define the sequence as “a
collection of various scenes bound together by a
common dramatic link.” A single game session can
be composed of one or more sequences, depending on
their complexity. While a movie can be composed of
a short number of sequences, a game’s story can have
as many as needed. Using again the examples in
2001: A Space Odyssey, you can make out four dis-
tinct sequences, some of them even pointed out by
the director himself: The Dawn of Man, the Moon
Finding, Jupiter Mission and Jupiter and Beyond
Infinity. Each of them is a small story in and of itself,
and they link together to form the larger epic.

You can use the plot-planning techniques de-
scribed earlier to delineate a sequence, applying
them on a smaller scale. Decide what a sequence will
be about, what will happen in it and the scenes you
need to pull it all off.

Looking at the big picture, a simpler structure is
the classic beginning-middle-end model. According
to Woody Allen, the only thing lacking a beginning,
middle and end is the circle, but as he mentions later,
circles are not quite as interesting. Syd Field gave
scriptwriting one of its first theories: the three-act
structure. This model can be applied to games as
well, whether you’re planning your whole chronicle
or just tonight’s game session.

First Act: In this phase, you begin the story and
set up all its elements and themes; you present impor-
tant NPCs and, as the characters begin to get
comfortable, introduce the first plot point that will
propel their actions forward. Use an appropriately
placed action scene to spice things up and lead to the
following part.

Second Act: In the midpoint, you have the
confrontation: The characters realize who their en-
emy is or what they have to do to solve the story’s
problem. This is the longer phase, as the characters
work out the problem and gather the clues and
elements to solve it. You can use another action
scene, but you can vary it with more personal kinds
of conflict. Use this phase for character development
by introducing conflict with a secondary character or
among the player characters themselves, though you
need the players’ cooperation with this.

Third Act: Launch the last phase with another
plot point. This one should provide the final clue to
the story’s resolution or mark the beginning of the
final confrontation. Kidnapping an important NPC
is a tried-and-true method to get the heroes to the
villain’s headquarters, having already figured out

where it is during the Second Act. The climax plays
out in this part of the story, as does the resolution;
the characters go home, having saved the world (or
doomed it, depending on the results).

As you can see, planning the pacing of a chronicle
is like drafting a series of movies that link together.
You only need to go down the scale of Chronicle,
Story, Chapter/Game session, Sequence, Scene and
Shot, planning and improvising as necessary.

Roll Cameras!
Film is primarily a visual medium, depending on

the subtle manipulation of what the eye can see. A
cinematographer aptly described his craft as “paint-
ing with light,” for the subtle changes in illumination
are among the thesaurus of film language.

A roleplaying game is anything but a visual me-
dium. A Storyteller can’t paint with light, but he has
a more powerful canvas than film: the players’ imagi-
nations. No special effects crew will ever be able to
match what happens inside a person’s mind, and this
is the tool that you can learn to use.

The secret for doing this lies in one of the oldest
adages of traditional storytelling: Show me, don’t
tell me. In this case, “tell” is like saying, “The
Nephandus uses an Entropy rote, he rolls…four
successes! Your weapon rots.” Description is the
way to use cinematic imagery in a game. Instead of
the dry description above, say instead, “The
Nephandus utters an incantation in an obscene and
forgotten language; you feel fate twist and scream
and the fabric of your weapon begins to unravel
under the assault of his unholy spell.”

Lighting
Try for visuals, too. Description is not limited to

adjectives and flowery language: “A black mist rises
from the Nephandus’ hands and swells like boiled tar
as it surrounds him; you see the barrel of your shotgun
start to boil in unison.”

If the room you play allows you to change the
lightning, like having some table lamps plus a main
light bulb in the ceiling, do it. Check out the room
beforehand and decide how and when to switch the
different sources of light on and off. A table lamp
behind you will underscore anything you do or say
with an added sense of menace; a light that only
illuminates the table but little else it will make the
players worry about the unknown that lies outside
their control. The reverse effect, with lights around
but not on the table, will give a sense that the
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characters don’t know the implications of what they
have in their hands. In general terms, light is the
focus of what the characters can control, and dark-
ness is all that they don’t know.

Mise en Scène
This term refers to the way elements are ar-

ranged inside the camera’s frame; it encompasses
composition of the scenery and characters as well as
the camera’s position. This part of film language is
virtually untranslatable to a gaming situation, so
the best you can do is adapt it. Again consider
yourself as the camera, as in the example of shots
and sequences. You are the filter through which
your players interpret the story, and you can use
that to your advantage. Stand up when narrating a
menacing scene or portraying a regal and powerful
character, crouch on the table to appear sneaky.
Use your game books to frame your actions: If you
pile up enough at each side of your place in the
table, you can give the sense of closed space to the
description that comes from your mouth.

Sound and Music
Several Storyteller books recommend the use of

music, and this cannot be stressed enough. Most
people pay little attention to what their ears tell
them, provided their eyes are distracted. Soundtracks
are the obvious choice for cinematic storytelling;
after all, the music was specifically composed to
complement a narration. Other composers may churn
a song that fits just right into your story, however.
You’re the best judge as to what kind of music will fit
your style of storytelling, but a good trick is to keep
an open ear for the song you want for a specific scene
in the CD you’re playing and quickly press “back” in
the player until you reach it, then use “repeat” to
cycle the track until you’re done with it.

If you have access to a CD burner, you can make
your own collection of music for each story or you
can use any of the alternatives that the entertain-
ment industry offers you to customize your music:
from mp3 handheld players, programmable multi-
CD racks and even sound files from a laptop and a
couple of good speakers. Background music at the
click of a mouse.
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From Screen
to Gaming Table

If you can’t think of anything for a gaming
session, movies provide you with enough plot twists,
characters, concepts and situations to help you. The
fantastic genre is particularly well-tailored for this,
with horror and science fiction taking the fore, but
you can get ideas from anywhere, and these are but a
few examples of how to twist existing movies to your
needs. This is by no means a complete list; the history
of cinema is huge, especially taking foreign produc-
tions into account, but these titles lend themselves
easily to adaptation into Mage chronicles. Visit your
video rental store for inspiration.

General Themes
Brazil

Synopsis: In a dystopian future, a bureaucrat
dreams of a better life and defies the system with the
power of his dreams.

Mood and Theme: Hope, the absurdity of mod-
ern life.

Mage Chronicle: A Technocrat decides to de-
fect after suffering an episode of Quiet; the cabal
must help him, but they become trapped in the
Technocrat’s delusions.

Dark City
Synopsis: A man discovers that he lives in a

simulated world where strange aliens toy with reality
to learn from humanity. With this knowledge he
learns to manipulate the false reality with the power
of his will.

Mood and Theme: Enigma, entrapment, libera-
tion and ascension.

Mage Chronicle: Characters are trapped in a
Horizon realm where Umbrood change the param-
eters of reality.

eXistenZ
Synopsis: A virtual reality game’s programming

becomes corrupted and immerses the players in a new
level of reality.

Mood and Theme: Confusion.
Mage Chronicle: While on a mission in the

Digital Web, the characters are unsuspectingly
dumped into reality, and they are not sure what is
real and what is part of the game anymore.

Highlander
Synopsis: A group of immortals fights through

the ages, and the final battle is now.
Mood and Theme: Persecution, trusting normal

people.
Mage Chronicle: The cabal discovers that cer-

tain Avatars are destined to fight each other, with
the winner absorbing the loser and thus giving its
mage greater power. One of the characters could
possess such an Avatar.

In the Mouth of Madness
Synopsis: The works of a writer look as though

they affect reality, and they intend to summon hor-
rors from outside human reckoning.

Mood and Theme: Paranoia, horror.
Mage Chronicle: A person known to one of the

characters is committed to an asylum after reading a
horror novel from a successful novelist, who turns
out to be a Nephandus. The novel, when read by
enough people, will open a way for the Malfeans to
enter the world.

Lost Highway
Synopsis: A musician’s wife is murdered and he

is the prime suspect. He embarks on a journey where
he turns into someone else and uncovers some mys-
teries about the murder. Or something like that….

Mood and Theme: Persecution, questions of
identity, all-around weirdness.

Mage Chronicle: The characters are waylaid
while using a magical means of travel, and they end
a few days in the past, though they don’t realize it and
become the cause of the reason why they had to
travel in the first place.

Videodrome
Synopsis: A porn-video distributor discovers a

disturbing cable channel that slowly warps his mind.
Mood and Theme: Conspiracy, corruption.
Mage Chronicle: A New World Order operative

is corrupted by the Nephandi and distributes porno-
graphic videos that turn people mad, enforcing the
Nephandic paradigm.

Akashic Brotherhood
Crouching Tiger, Hidden Dragon

Synopsis: A talented girl steals a legendary
warrior’s sword, stirring up a conflict of emotion and
duty among some martial artists.
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Mood and Theme: Love, duty, sacrifice.
Mage Chronicle: An upstart apprentice steals a

Wonder, and it falls to the cabal to recover it even
when the apprentice is, in some personal and close
way, related to them.

Silk and Steel
Synopsis: An American travels to China to learn,

at all costs, the secrets of a martial arts master, learn-
ing to appreciate Chinese culture in the process.

Mood and Theme: Discovery, wonder, clash of
cultures.

Mage Chronicle: A young mage wants to study
with the Akashic characters, and they must learn to
accept each other.

Celestial Chorus
Lost Souls

Synopsis: A young woman tries to save the
world by convincing a skeptic that he is indeed the
Antichrist and that he must kill himself before ful-
filling his destiny.

Mood and Theme: Conspiracy, madness.
Mage Chronicle: A young Chorister known to

have suffered Quiet has received a vision and tries to
convince the cabal that a Sleeper is a powerful
Widderslainte who can open the way for the Malfeans.

The Prophecy
Synopsis: A child holds the soul of a mortal

general that an archangel needs to win the third war
in Heaven.

Mood and Theme: Persecution, menace, battle
against an overwhelming power.

Mage Chronicle: A group of powerful Umbrood
cross the Avatar Storm to take the soul of a mortal
that will lead them to victory. The cabal must keep
them from achieving this.

Stigmata
Synopsis: A young woman (there are a lot of

young women in here, right?) suffers from stigmata
and spouts prophecy, urging the Church to investi-
gate and uncover a dark secret.

Mood and Theme: Enigma, conspiracy, revela-
tions.

Mage Chronicle: A Sleeper channels the Avatar
of an old Chorister, manifesting in miracles.

Cult of Ecstasy
The Adventures of Baron Munchausen

Synopsis: An aging baronet saves a city from
siege with tales of his extraordinary adventures, which
keep him forever young.

Mood and Theme: Wonder, madness, creativity.
Mage Chronicle: A mage must go through a

Seeking to try to find the common elements of his
past that strengthen his personality.

Dangerous Liaisons
Synopsis: Carefully planned snubs, social en-

counters and sex determine the state of grace — or
fall therefrom — for the cream of society of the
Renaissance.

Mood and Theme: Conspiracy, sensuality, lust.
Mage Chronicle: The cabal must unweave a

web of personal deceits, private letters and hidden
agendas to expose an influential mage who abuses
her position and charm to manipulate enemies into
disgrace.

Lord of Illusions
Synopsis: A private eye uncovers the reality

behind a cult’s leader.
Mood and Theme: Investigation, mystery, fight-

ing against overwhelming odds.
Mage Chronicle: A cabal tracks down the survi-

vor of a Nephandic cult and helps him fight the evil
leader about to resurrect.

Dreamspeakers
Altered States

Synopsis: A scientist uses drugs and sensory
deprivation to reach back into humanity’s primal
past.

Mood and Theme: Discovery, degradation.
Mage Chronicle: The characters must discover a

way to save a mentor who has fallen prey to ancestor
spirits.

Final Fantasy: The Spirits Within
Synopsis: A woman gathers Earth’s spirit wave-

length to fight off an invasion of alien ghosts.
Mood and Theme: Discovery, hope, the power

of life.
Mage Chronicle: Dreamspeakers and Void Engi-

neers join forces to combat invading Umbrood from
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the Dark Umbra, but they must find the way to
summon the spirit of Gaia.

Thunderheart
Synopsis: A half-American Indian FBI agent

finds himself embroiled in a government plot to
overtake valuable land on a reservation and must
embrace his heritage to understand the truth.

Mood and Theme: Confusion, self-discovery,
conspiracy.

Mage Chronicle: A Technocratic operation sub-
orns a Tradition mage into helping steal a valuable
hidden Node. The cabal — some of whom have
relatives or friends among the Technocracy enemies
— must find a way to stop it but balance it with their
duties to Traditions and family.

Euthanatos
The Crow

Synopsis: A musician returns from the grave to
avenge his murder and that of his wife.

Mood and Theme: Revenge.
Mage Chronicle: The mages must track down a

recently Awakened mage and stop his murder spree.

The Professional/Leon
Synopsis: An assassin takes a young girl whose

family has been murdered under his wing.
Mood and Theme: Mercy, conspiracy.
Mage Chronicle: The mages save a promising

young Euthanatos but must learn to kill for the right
reasons.

The Sixth Sense
Synopsis: A psychologist tries to help a child

who sees ghosts. Beware plot twist.
Mood and Theme: Fear, helplessness, mercy.
Mage Chronicle: The cabal must help a Sleeper

child able to look into the Shadowlands and put to
rest the wraiths that plague him. Beware plot twist.

Order of Hermes
π: Faith in Chaos

Synopsis: A mathematician discovers the key to
the universe within the number π.

Mood and Theme: Discovery, persecution, mad-
ness.

Mage Chronicle: Hermetics and the Syndicate
lock in battle to win the alliance of a man who has
discovered the secret of the Tenth Sphere.

Harry Potter and the Sorcerer’s Stone
Synopsis: A child is destined to become a pow-

erful wizard and is sent to study in a prestigious
wizarding school.

Mood and Theme: Wonder, conspiracy.
Mage Chronicle: The characters search for a

child hosting a powerful Hermetic Avatar and must
teach him the ways of magic in order to fight off a
powerful enemy.

Sons of Ether
Atlantis: The Lost Empire

Synopsis: A young man discovers the location of
legendary Atlantis but must defend it from the group
of mercenaries he traveled with.

Mood and Theme: Adventure, discovery, duty.
Mage Chronicle: Etherites discover a safe way to

an ancient Horizon realm, and the characters must
protect its ancient technology from being plundered.

The Rocketeer
Synopsis: A young pilot discovers a wonderful

invention that allows him to fly and must protect its
secret from Nazi spies.

Mood and Theme: Wonder, adventure.
Mage Chronicle: The characters must protect a

powerful Etheric Wonder from falling into the wrong
hands while learning how it works.

Verbena
Practical Magic

Synopsis: Two sisters from a line of witches must
break the curse over their family while overcoming
their community’s prejudice.

Mood and Theme: Love, hope, fight against
prejudice, tradition.

Mage Chronicle: A Verbena cabal must break
the curse over their chantry and protect it from the
eyes of the Sleepers.

The Witches of Eastwick
Synopsis: Three women are tempted by a demon

into a life of magic and debauchery, but they find the
strength to free themselves.

Mood and Theme: Fall and ascension.
Mage Chronicle: A mage cabal must track down

the source of magical phenomena in a little town and
save the mages responsible from Nephandic influence.
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Virtual Adepts
Ghost in the Shell

Synopsis: A cyborg policewoman unravels the
mystery behind a hacker AI that roams the network.

Mood and Theme: Conspiracy, discovery.
Mage Chronicle: The characters must track down

an entity in the Digital Web that alters the memories
of Sleepers using the Internet.

The Matrix
Synopsis: A resistance group fights machines in

a simulated world, recruiting a man it believes to be
the key to victory.

Mood and Theme: Ascension, rebellion.
Mage Chronicle: The cabal must search within

a realm in the Digital Web for a lost Avatar.

Iteration X
Blade Runner

Synopsis: A bounty hunter must track down and
destroy a group of rogue cyborgs while fighting his
feelings for one of these cyborgs, who didn’t know
she is one.

Mood and Theme: Persecution, questioning.
Mage Chronicle: The amalgam must track and

destroy rogue agents, with hints that they might be
next.

The Terminator
Synopsis: A cyborg and a future resistance fighter

travel to the present to fight over the future of a great
human warrior.

Mood and Theme: Persecution.
Mage Chronicle: A team of HITMarks travels to

the past to destroy a powerful Tradition mage before
he Awakens.

New World Order
Art of War

Synopsis: A special-agent trainer for the UN
goes rogue when he discovers that his superiors are
using his organization to hit world leaders who don’t
fall in line with policy.

Mood and Theme: Paranoia, dawning realiza-
tion, tension, action.
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Mage Chronicle: An agent wants to defect from
the Technocracy after he discovers too much evi-
dence of corruption. The cabal members must help
him defeat its special tracking devices, counteragents
and contingency plans so that he can make a new
identity.

La Femme Nikita
Synopsis: A young woman is trained as an assas-

sin but frees herself to enjoy the normal life she never
had.

Mood and Theme: Liberation, innocence, cor-
ruption.

Mage Chronicle: An extremely capable Woman
in Black is gone and it falls to the amalgam to track
her down and bring her back for reprogramming.

Mission: Impossible
Synopsis: A group of special ops is framed and

must clear their names and capture the real culprit.
Mood and Theme: Paranoia, revenge.
Mage Chronicle: The amalgam has been sold

out and must prove its innocence before the Ivory
Tower.

The Truman Show
Synopsis: A man discovers that his life is just a

TV show and that everything in his world is fabri-
cated.

Mood and Theme: Paranoia, discovery, libera-
tion.

Mage Chronicle: A group of Men in Black try to
escape their programming.

Progenitors
Alien: Resurrection

Synopsis: A woman must fight the alien menace
loose in a ship bound for Earth while fighting her
own genetic legacy.

Mood and Theme: Persecution, salvation.
Mage Chronicle: A group of clones is trapped in

a research facility with dangerous Progenitor-cre-
ated beasts.

Gattaca
Synopsis: A man tries to find a better life in a

society where genetics determine career and social
position.

Mood and Theme: Rebellion.

Mage Chronicle: Young Progenitor agents must
prove their worth in a rigid Construct.

Syndicate
Jackie Brown

Synopsis: A woman commits a clever heist by
playing parties against each other.

Mood and Theme: Cleverness, trickery.
Mage Chronicle: The characters must hunt down

and capture a rogue Syndicate known to steal Quin-
tessence with help from her victims.

The Boiler Room
Synopsis: A young professional uncovers a fraud

in the stockbroker firm he works with.
Mood and Theme: Conspiracy, fighting against

overwhelming odds.
Mage Chronicle: The amalgam members discov-

ers that their superiors are corrupted and must find a
way to report it.

Void Engineers
2001: A Space Odyssey

Synopsis: A mysterious monolith sends a signal
from the Moon to Jupiter and a team is assembled to
find out what lies beyond.

Mood and Theme: Wonder, discovery, paranoia.
Mage Chronicle: A lone Void exploration ship

discovers a Wonder in the Deep Umbra that might
have had an effect on humanity.

Event Horizon
Synopsis: A rescue team discovers the terrible

secret behind the disappearance of a prototype hy-
perspace ship.

Mood and Theme: Horror, survival.
Mage Chronicle: A group of Void Engineers

finds that one of its ships traveled through Malfeas
and it is now possessed by an evil entity.

The Wings of Honneamise:
Royal Space Force

Synopsis: In a parallel world, a young man dis-
covers his purpose and becomes the first astronaut.

Mood and Theme: Wonder, ascension.
Mage Chronicle: In an alternate setting, the

characters must lobby the Technocratic Union for
support in space exploration and launch the first
manned mission to orbit.
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Directors to
Watch Out For

The works of the following directors sometimes
belong to the fantastic genre, sometimes they don’t,
but their mindsets reflect the concepts behind Mage
pretty well — questioning reality and breaking bar-
riers — or their imagery fits the game perfectly. Like
the previous listing of movies, this is not a compre-
hensive list, and you may find directors whose work
you like better or that the ones mentioned below just
don’t belong here.

David Cronenberg: A master of the strange, he
often touches themes relevant to Mage, and his
imagery is as disturbing as it is innovative. eXistenZ
(1999), Naked Lunch (1991), The Fly (1986), The
Dead Zone (1983), Videodrome (1983), Scanners
(1981).

David Lynch: This man is just plain weird, with
a lot of reality plays and brain candy. Recommended
filmography: Lost Highway (1997), Twin Peaks: Fire
Walk with Me (1992), Wild at Heart (1990), Dune
(1984).

Darren Aronofsky: Intelligent scripts and like-
wise intelligent editing and imagery. Watch for the
pacing of his narrative. Requiem for a Dream (2000),
p: Faith in Chaos (1998), Protozoa (1993).

Jean-Pierre Jeunet: Another director with haunt-
ing and beautiful imagery, you can keep his images in
mind for bizarre locales, as well as rip off characters

and themes. Alien: Resurrection (1997), La Cité des
enfants perdus (AKA The City of Lost Children, 1995),
Delicatessen (1991).

John Woo: The master of action movies, he
brings a refreshing perspective to scenes with lots of
guns, with beautiful imagery and choreography in an
otherwise dull and standardized genre. Mission: Im-
possible II (2000), Face/Off (1997), Lashou shentan
(AKA Hard-Boiled, 1992), Die xue shuang xiong (AKA
The Killer,1989), Ying huang boon sik (AKA A Better
Tomorrow, 1986).

Ridley Scott: An underappreciated director, his
genre works are classics. Gladiator (2000), 1492:
Conquest of Paradise (1992), Legend (1985), Blade
Runner (1982), Alien (1979).

Stanley Kubrick: There is no film this director
has touched that is not a masterpiece. Watch for his
sense of timing as well. Eyes Wide Shut (1999), Full
Metal Jacket (1987), The Shining (1980), A Clockwork
Orange (1971), 2001: A Space Odyssey (1968), Dr.
Strangelove, or: How I Learned to Stop Worrying and
Love the Bomb (1964).

Wim Wenders: His composition as well as re-
flective pacing make his movies, even the more
commercial ones, little jewels in cinematic narra-
tive. The End of Violence (1997), In weiter Ferne, so
nah! (AKA Faraway, So Close!, 1993), Arisha, der
Bär und der steinerne Ring (AKA Arisha, the Bear and
the Stone Ring, 1992), Der Himmel über Berlin (AKA
Wings of Desire, 1988).
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Chapter Six:
A World of

Magic

Brother Michael watched as Master Joreau
drew a crimson circle that carefully intersected
the four corners of the ceremonial cloth upon
which he lay. The stories of demonic sacrifice
began to swirl through his head again, and he
grew afraid. Perhaps Joreau meant to render
him up to the darker forces in exchange for some
dark payment Michael could not even compre-
hend, though the price seemed eerily obvious.

The Master intoned the phrases that called for the Lords
of the Four Quarters to take their positions of protection, yet
Brother Michael’s thin grasp of the lore at least let him hear
the subtle differences: The patrons of the four directions in
this ritual did not respond from any sense of duty, and they
hungered for payment. He paused for a moment when he
saw them take sudden shape from out of the heavy incense
smoke before he realized that they were but cultist thugs,
likely complete buffoons, taking symbolic part in the ritual.

Each of them grasped a corner of the black shroud of
sackcloth upon which he rested. The smoke swirled and
gnarled hands cast strange glistening globs in his direction.
Great slimy pieces of some sort of fleshy substance began to
gather around him in the bowl-like depression formed by the
protectors of the compass points holding up the shroud upon
which he rested. Cold gelatinous fluid began to cling to

Michael’s naked flesh, and as he realized was being buried in
dead afterbirth, he screamed.

The four corners swept across the sky and he was
engulfed in wet, meaty darkness. The cold afterbirth stifled
his breathing and he began to drown. Vague chanting still
pierced his consciousness. Then a thick white explosion of
pain racked his entire frame as a blow akin to some vicious
kick struck him. Brother Michael was roused from the oddly
comforting complacency that had begun to creep into his
being as he swallowed plasmic fluid. He struggled for free-
dom. Time seemed to extend forever, and he thought for a
moment that his life passed before his eyes. Just before he tore
through the shroud he realized that something dark and
sinister fought for freedom even as he did. Something pow-
erful seemed to be tearing its way out of the shroud even as
he fought to do so. As the flickering light of the torches set
around the smoky circle broke through his vision, Michael
saw for a brief moment that his rebirth from a dead womb
created by dark magic had born more than a newfound cultist
like himself. Indeed, something had come out with him,
within him, and was a part of him.

“Greetings, Brother,” he heard. But the voice intoned
only deep in his skull. “I am the guardian spirit about whom
your brethren spoke to you. Trust in me, for I am of you, and
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we shall ascend to the heights of power. The world is your
oyster now, and I am your hammer.”

I suppose this is the second ascension I have heard so
much about, thought Michael. I guess this is lucky; nobody
else gets two guides down the road. I really was beginning to
think this was all bullshit and that the Master was just
personifying my essence in a different way. But, no, there
really are two of them.

“Who you going to listen to, Michael, some strange
figment of your imagination or your good old survival
instinct? Remember me, remember when I told you to run
that time in Paris? Remember that other time I told you it
would be better if you brought the knife, just in case? Came
in handy, didn’t it?”

Breaking Barriers
The World of Darkness is home to entirely
too many strange and supernatural beings
to allow humanity to exist in peace. Story-
tellers and players alike may be fascinated
by the idea of blood-sucking predators treat-
ing the dark, smoggy cities as their own
feeding grounds and mankind as a hapless
herd. Others may be drawn to the savage
glory of a dying breed of shape changing

warrior-shamans struggling to save the world from a
grim death in a desperate conflict fought with their own
bestial rage. Some may instead prefer to explore the
gritty condition of mortals trapped in a world filled with
such deadly horrors. Mages are more human than any
other supernatural in the World of Darkness, excepting
perhaps the new hunters who arise among mankind, yet
ironically they are perhaps the most likely to encounter
other beings for long enough to form any lasting rela-
tion. It is a rare mage indeed who is not possessed of a
mystical awareness that allows her to discover other
magical beings hidden among the teeming masses, along
with the curiosity to try to learn more about them. Most
chronicles involving extensive contact between differ-
ing supernaturals are known as “crossover chronicles.”
It is worth noting that the information here is also useful
to those who do not wish to run true crossover games but
desire to bring as much clarity and detail as possible to
those rare interactions between supernatural forces.

Storytellers and players who wish to explore
chronicles wherein mages interact regularly with other
supernatural creatures should seriously consider what
might be gained and lost through mixing the genres.
This is not to imply that anything is wrong with cross-
over, only that Storytellers and players alike should
understand what they are doing before making the
plunge. It is best to adopt the motto of the Boy Scouts
and try to “be prepared.”

The first issue likely to present itself is one of personal
preferences. Each of the White Wolf core games is
presented as a complete setting, with its own internal
villains and its own themes. Players who naturally prefer

one game to another have their reasons, and no amount
of preaching is going to change their minds. Introducing
mages into a Vampire: The Masquerade game may seem
to such players to pollute the setting to the point it no
longer resembles whatever it is they like about it so much.
Bringing werewolves into a Mage game may change the
tone of the stories to something other than what your
Mage players want. Extreme cases of mixing everything
together may reduce the entire set of themes to a strange
gruel that ultimately satisfies no one.

If all of you agree that crossover would be fun to try,
then this phase of discussion is not a problem for your
group. On the other hand, if you or some of your players
want crossover but not everyone does, it is an issue and it
is time to find out more. As Storyteller, it is your job to
make the game fun for your players, as long as in doing so
you can also enjoy it yourself. Ask what your players want
in a game. Remember that there’s nothing wrong with
preferring one game to another. It is human nature to have
favorites. If more of your players than not would prefer not
to try crossover it is probably better that you wait until
another time. Subjecting the entire group to an unwanted
crossover game at the behest of one or two players, or
perhaps even just your own desires, is not likely to be a
successful and fun venture. If, however, the majority of
players are excited by the idea but one or two are obviously
not happy with it, you should probably focus on finding a
compromise that satisfies the majority without unduly
disturbing the fun of those who object. You might start by
trying to find the source of their objections.

Some players and Storytellers will be absolutely
horrified by the idea of crossover for a different reason
— bad experiences. Perhaps one of them, or maybe even
all of them, participated in a previous crossover game
which failed horribly and ended disastrously, leaving
everyone who left the game bitter toward the whole
idea. Maybe the Storyteller carefully built an adventure
meant to challenge a party of mages, only to have the
HITMark completely shredded in three seconds by the
werewolf character he let into the game on short notice.
Players may recall the vampire who spiked their com-
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munal chantry well and bound them all to his service
and gleefully cackled about how they were all his slaves
now. If you have never been in a bad game, congratula-
tions, but most of us have not been so lucky. Consider
the worst game you remember and keep in mind that
others will have similar experiences that color their
views of various game elements. If crossover was a
tremendous source of disappointment to their previous
gaming, you have to accept that their views will color
their judgment of your game.

Getting past hard feelings toward a game is not so
easy. One solution is to avoid whichever game elements
led to negative experiences. If your friend Brent played
with a guy who ruined the very concept of werewolves for
him, then don’t allow werewolves in crossover. If you are
determined to choose Werewolf: The Apocalypse as a
crossover opportunity, at least consider what Brent expe-
rienced while planning your game. If he had the most
trouble because this other person played a bloodthirsty
Red Talon werewolf who killed everybody who used
technology, don’t let anybody play a Red Talon werewolf.
If one of your players was the victim of the vampire well-
spiking story, warn vampire characters that selfish acts
like this will not be tolerated, or perhaps ensure that the
chantry has defenses against such duplicities.

Some players or Storytellers will simply avoid cross-
over with some games due to lack of knowledge about
them. Such individuals haven’t necessarily had a nega-
tive experience, they just don’t know anything about the
other game or games. People can act pretty funny when
they don’t understand something; some will react with
fear, while others will belittle and deride that which they
do not know. Anyone who has spent any time in online
gaming forums can readily see this behavior. People who
don’t even know what a “Hunter” really is will launch
into tirades completely bashing the Hunter: The Reck-
oning game as “twinky” because it threatens their character
in another game. Others will subject Changeling: The
Dreaming players to sexually derogative or mentally
insulting comments, inferring it is somehow a game for
children or people with alternative lifestyles. “Fear is the
mind killer,” as Paul says in Dune.

This one can be tough to solve as well. People who
are mindlessly prejudiced against something are diffi-
cult to reach. Your best option is to try to teach them
about the game they don’t understand. Perhaps rather
than crossing Mage with Werewolf: The Apocalypse,
you should run a few sessions of Werewolf to let your
players get the feel for the game by itself. After seeing
the game in action players who thoughtlessly feared
werewolves in concept might feel more comfortable
with the idea. Those who belittled the game out of lack

of knowledge will suddenly find that they now have an
attachment to the game and that few, if any, of their
insults toward the game were true. If you cannot get
anyone even to try the game, it is probably best to
exclude it from crossover, but it is worth trying to
introduce players to a new game. You never know — the
introductory chronicle may prove to be as much fun as
whatever you had planned.

Assuming that a group gets past any barriers of
objections raised by its members, the Storyteller should
still carefully consider what he and the group hope to
gain from the exploration. Some focus is still good, and
limiting crossover to Mage and one other game is the
best idea. The supplement Blood Treachery is a good
example of this, as it focuses upon struggles between
vampires and mages. Introducing more than one type of
supernatural into a Mage chronicle at the same time
only multiplies the potential problems. Suddenly a
Storyteller must not only focus upon any potential
problems created by including vampires alongside mages,
but he must consider the problems created by including
werewolves alongside mages, and worse still that of
werewolves alongside vampires. Chronicles that hap-
pily include any supernatural that strikes a player’s fancy
are in danger of becoming a World of Darkness version
of the Superfriends. This may be precisely the effect
desired by some groups, and if that is what you enjoy
then have at it. We suspect that most groups are not
aiming for that type of game, however, even if they wish
to explore a crossover storyline.

It is with this assumption in mind that most of these
crossover rules and suggestions are presented. Storytellers
wishing to cross over multiple elements of the World of
Darkness on a regular basis should consult the crossover
suggestions of the respective games they intend to mix as
well as those included here. It is not within the scope of
Mage to define the entirety of the World of Darkness
universe and its interactions. To attempt to do so would
surely be an act of great hubris, bringing its own paradoxi-
cal forces to bear and resulting ultimately in failure.

One more important point to consider is the fact
that each White Wolf core game is presented as an
independent entity. The core books present their chief
figures of the game as the dominant forces in their
sphere of storytelling. When one reads Werewolf: The
Apocalypse, the tribes that compose werewolf society
are delineated, but vampires are presented primarily as
lone villains without allegiance to anything other than
the evil force that werewolves call the Wyrm. In Vam-
pire: The Masquerade, we are given the idea that
werewolves are rampaging beasts of the forest without
mention of their intricate culture. In part this is an effort
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by game designers to keep the themes of each game line
relatively pure. From an in-character perspective, how-
ever, it makes a lot of sense. Werewolves are not great
students of vampire society and generally will try to kill
a vampire without bothering to learn to understand it.
Vampires are too busy with their nightly affairs in the
cities of the world to go tromping off into the forest.
These are gross generalizations, but there is truth in
them nonetheless. Mage: The Ascension tells stories
about humans who aspire to ascend above their normal
human state through the mastery of magic. It is not a
game about sucking blood to live or about channeling
bestial rage into territorial defense of the earth.

Because it can be as much of a struggle to mix themes
successfully as it can be to mix rules smoothly, good
Storytellers will look for common features to tie their
choices of crossover games together. Using the example
of Blood Treachery, the writers of that supplement
tapped into the rich history of the Tremere, a clan of
vampires who were once mages of the Order of Hermes.
According to the history presented in Vampire, the magi
of House Tremere abandoned their mortal magic in order
to gain immortality. The Order of Hermes fought an
extended battle called the Massassa War to purge itself of
the vampires hidden within its ranks. Blood Treachery
picks up the story centuries later, when memories have
faded and passions died down. It demonstrates some very
important ideas, however. It is absolutely imperative for
successful crossover games to find some point of com-
monality between the disparate elements that the
Storyteller and players hope to throw together.

This link does not have to bear the weight of ages,
as the feud between the Tremere and their mortal
antagonists does, but it does need some strength of
purpose. A Storyteller desiring to blend the themes of
Mummy: The Resurrection with those of Mage might
take any of a number of routes. Mummy explores some
strongly religious aspects, and players creating mages for
crossover might play Celestial Chorus or Ahl-i-Batin
characters with an interest in the moral aspects of the
mummies who are to act as their coconspirators in
search of good gaming fun. Alternatively, a Storyteller
wishing to combine vampiric characters with mages
might ask that players contrast the deathless existences
of Vampire characters with the reverent respect that
the Euthanatos bear for the cycle of life and death. Both
of these ideas present a sort of unified theme and can
serve as a starting point for any player who is trying to
create characters for one game or the other with plans
to participate in the crossover chronicle. Experienced
Storytellers will already understand the value of having
every player on the same page thematically during

character creation. Inexperienced Storytellers should
take our advice to that effect found in previous chapters
to heart until they learn for themselves.

Once the decision to combine two or more games has
been reached, and suitable themes have blended to create
a strong unity between the potential characters, the game
may begin with suitable preludes and the opening of the
main story. At this point Storytellers are likely to con-
front the final, and perhaps most confusing, potential
problem with crossover — the rules. Even experienced
Storytellers are often frustrated trying to combine games
focusing on entirely divergent character types.

It is worth noting that each game’s setting generally
takes precedence when it is the primary game being run;
crossover rules in a Vampire sourcebook will generally
favor vampires, those in a Changeling book will favor
changelings and so forth. This is a natural extension of
the Storyteller system’s treatment of players as the main
protagonists (or antiheroes sometimes) in a fascinating
story. While they may not be the mightiest, wisest or
most influential beings in the world, it is vital that they
be the most important characters in the stories that you,
as a troupe, are playing. This is not to say that Brent’s
character Olof should be more powerful than the Rus-
sian crime boss Nikolai, but our game “camera” should
certainly be more fascinated by the exploits of Olof than
the background actions of Nikolai.

The following sections provide general discussions of
some of the issues that might arise with crossover between
the game at hand and Mage: The Ascension, followed by
rules to reflect the interaction between the two games.
Sometimes alternatives are presented, allowing Story-
tellers to tweak the contact between supernatural creatures
in their games to fit their own personal visions more
closely. As always, Storytellers are encouraged to adopt
those suggestions they find helpful and ignore those that
seem useless for their purposes.

Quick and Dirty
Crossover

Some crossover issues are common to any attempt
to mix two games. Immediate questions arise, such as
what happens when Power X is used against Power Y.
What do I do if Power X requires a Trait not included in
the other game?

Storytellers who want a quick and dirty answer for
what happens when one character uses a supernatural
power against another and the two powers contest can use
the following guideline. In such a case, compare the
vampire’s Discipline level, werewolf’s Gift rank, mage’s
Sphere level, wraith’s Arcanos rating, changeling’s Art



195Chapter Six: A World of Magic

level or hunter’s Edge level. The supernatural with the
highest score wins; ties are resolved with a resisted roll, and
ties on this roll go to the defender. This method uses the
highest level of power the character has achieved with the
power in question. For example, if a mage is using a Forces
1 effect but has Forces 3, then he would compare his Sphere
rating of 3 against the level 2 Obtenebration his opponent
is trying to use to block his sight. Note that both parties
must still succeed with the power in question. Thus, the
mage would still have to score at least one success with his
Forces effect to overcome the Obtenebration and the
vampire in question would have to score at least one
success with Obtenebration for it to have any effect.

If the rating levels of the powers in question are tied,
a straightforward comparison of successes determines the
winner. This is where an important difference between
Mage and other systems becomes extremely evident.
Mages on average will be rolling half or less dice, because
their Arete rating will almost never equal the combined
Attribute + Ability roll that most other supernaturals
gain when performing checks to see if their powers work.
To balance this, it is recommended that mage successes
each count as two for the purposes of comparison.

Difficulties
A lot of game rules, especially those from other White

Wolf games that are likely to cross over with Mage, focus
on using specific Traits as difficulty numbers or resistance
values. For example, some vampire Disciplines use Hu-
manity as a difficulty number. What happens when one
game doesn’t use a Trait that another requires for rules
purposes? You have a few options as Storyteller. If nothing
else looks like a good answer, you should probably assume
that the default difficulty is always 6. If the target is actively
resisting the power, you might instead choose Willpower,
as it is a Trait common to all White Wolf games. For some
powers you might decide to focus on an Attribute + Ability
roll the same as that being used, or one which makes sense
to oppose it. Try to pick a difficulty number that makes
sense at the time without bringing the entire game to a halt.
You can always revisit the ruling at a later date and make
a more permanent decision.

Success-based Crossover
Mage isn’t really like other games because its pro-

tagonists’ powers owe as much to creativity as to magical
potency. Storytellers who wish to dabble in crossover
may choose to focus on easy, universal answers that
compare the maximum power level of the characters
involved, such as noted above. Alternatively, some Sto-
rytellers may wish to bring the dynamic spirit of Mage
more fully into their games. Doing so may require a bit

more work, but is likely to pay off with a stronger sense of
the real differences between the games being mixed.

Using this method means that Storytellers and
players must directly consider whether a mage might be
able to oppose an enemy’s effect or not, even with much
lower Spheres. For example, many practitioners of Mind
1 can create an effect that shields their minds from
outside interference. Since most Obfuscate powers rely
upon tricking the mind of a victim, a mage with even a
single dot in the Mind Sphere might avoid or at least
reduce the effectiveness of that vampire Discipline.

If a mage is defending against an opposing power,
her successes reduce her opponent’s successes. In the
example given above, the successes obtained by the
Mind mage are compared with those of the vampire
using Obfuscate. If the vampire’s Obfuscate roll is re-
duced to less than one success, her power fails to trick
the mage. In cases where a power does not require a roll,
and therefore gives no point of comparison, assume that
the user gained one automatic success per rating of the
power. Thus a vampire possessing only the first level of
Obfuscate would gain a single automatic success against
mages trying to resist her power. It is important to
remember that in many cases a mage may have defenses
applied to her person far ahead of the actual encounter,
and even when such safeguards are general in nature
they may apply to very specific events.

If the mage is the aggressor, trying to force her will
upon another supernatural, subtract the successes achieved
by the opposing power’s roll from the mage’s Arete roll.
Remember that an opponent can invoke supernatural
powers to oppose a mage’s effects only if he can actually
sense the incoming attack. A Tremere might be able to
block a bolt of fire using Thaumaturgical Countermagic,
but a Forces effect creating an invisible laser would
wound the Tremere before he could react. It is worth
noting that mages may have dangerous assault spells set
to trigger automatically upon certain events should they
possess appropriate Spheres, potentially unleashing ter-
rible punishment defensively against an attacker.

When using the “success-based crossover” options, do
not double the successes of a mage for purposes of compari-
son in the manner that you should when using the quick
and dirty method. The lower dice pool in this case is
balanced by the fact that a mage can succeed with effects
even when terribly outmatched in power. While it might
be difficult for a mage with Mind 1 to defend against
Presence 5, Storytellers and players should never forget
that the mage might spend hours reinforcing an extended
ritual casting, backed by acolyte helpers, expending Quin-
tessence and operating from within a mystic sanctum. She
might come to face her vampire opponent with 10 or 20
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Mind protection successes valid for days on end. Even elder
vampires and werewolves can have trouble contesting
with a well-prepared mage on magical grounds, though
certainly a few lightning-quick sword or klaive blows with
supernatural strength may suddenly turn the scales.

When considering possible counters to various pow-
ers, the possibilities are nearly infinite. Mages have,
after all, managed to encompass nearly every idea that
might have occurred to anyone for centuries into Nine
Spheres. The chart above presents some possible Sphere
counters for effects created by other supernaturals, but
they should by no means be considered comprehensive
nor should every sample Sphere necessarily apply to
every attack that falls into an example category.

Ablative Successes
Many magical effects create barriers that provide

defense against attack. A Mind effect might build a wall
against telepathic or mental control attacks, while a
Forces shield might produce a sphere that keeps kinetic
attacks at bay. Such effects will generally initially be quite
effective but will reduce in value as they are battered away
by a determined attacker. Typically such defenses will
pile up a number of successes equal to the mage’s Arete
roll, potentially significantly boosted by extended rituals
or aid from acolytes. As attackers hammer away at the
defenses, however, they will gradually erode and finally
disappear, leaving the mage without protection. It is up to
the Storyteller to determine which effects she feels should
fall under this category, but regardless of the exact magi-
cal effect the general rules for ablative defenses are the
same. Record the successes obtained by the mage during
her defensive casting. Each attack will subtract its indi-
vidual successes from the total remaining defensive
successes in the mage’s protective effect. If the attack
exceeds the defensive successes at any point, it brings

down the defense and affects the targeted mage. Until
that time, each attack removes defensive successes equal
to the attack’s results and fails to affect the mage.

Static Successes
Not all magical effects wear off due to attacks. Espe-

cially in the case of sensory magic, certain effects operate
at a set level until the duration expires. In cases where the
Storyteller feels the effect should operate at a static level of
success, resistances or attacks by an opponent do not
reduce the overall effectiveness of the mage’s effect. A
mage may garner four successes to a Forces roll, granting
her infrared vision. The fact that a vampire rolls seven
successes on an Obfuscate roll will allow the vampire to
hide from the mage but will not cancel out the magical
sight she has generated with her spells. It is up to Storytell-
ers to determine whether individual magical effects should
operate via the ablative or static success rules.

In case it need be said…
Some players will happily try to combine mage

Spheres with their vampiric Abomination nagah
fae who, oh yeah, died and became mummy-wraiths.
Storytellers who wish to run uber-powerful games
exploring such themes are welcome to do so, of
course; it is after all your game. Storytellers who are
not so thrilled about the idea should not be afraid to
squash the idea before it even occurs to their
players, however. As years of antidrug commercials
have preached, “Just say no.” If you give in to player
pressure against your better judgment you will prob-
ably never be satisfied with the results and the game
will suffer. If you aren’t happy running your stories,
your players aren’t likely to be happy either.

Sphere Power
Mind Mind-control powers (Dominate, Fuddle, Presence, Puppetry)
Mind, Time Mind erasing (such as Thieving Talons of the Magpie or Dominate 3)
Correspondence, Forces Scrying, detections
Time, Entropy Prediction, prophecy
Mind, Forces, Correspondence, etc. Invisibility
Forces, Matter Physical magical attack (Lure of Flames, Wasp Talons)
Entropy Curses, Bad Luck
Time, Entropy, Life Aging
Life, Prime Aggravated damage
Spirit, possibly Mind Soul attacks (such as possession)
Life Body warping, life draining (Usury, Vicissitude)
Prime (plus Quintessence) Other magical attack



197Chapter Six: A World of Magic

Vampire: Blood and Magic
Vampire: The Masquerade is one of White
Wolf’s most popular games ever and thus it is
not surprising that players and Storytellers
often are drawn to the idea of combining it
with other games. One of its great strengths
is the compelling nature of its antiheroes, at
once incredibly powerful yet damned by one
of the most terrible curses imaginable. Un-
fortunately, the singular nature of this curse

does not always match well with the dynamic nature of
mages. Storytellers may have to work very hard to keep the
game flowing well if they don’t attempt to prepare players
to work together before the game even starts.

Probably the first problem encountered by players in
a hurry to throw their vampire and mage characters
together and begin immediately is ignoring the lack of
common knowledge that the two share. Mages are not
privy to the secrets of the various vampire clans and the
inner workings of vampire sects such as the Camarilla and
Sabbat. Neither do most mages have any real idea what
vampires can do beyond the often-inaccurate words of
occult fable. Similarly, most vampires are clueless with
regard to Awakened magic and mage Traditions.

Storytellers with no time or inclination to encour-
age any realistic examination of crossover interaction
may simply dispense with all consideration of this factor
and allow players to assume that their characters know
whatever crossover information the players possess.
Those who are interested in roleplaying characters with
more traditional limited or nonexistent knowledge of
other supernatural creatures should consider the follow-
ing two Knowledge Ability rules offerings:

Vampire Lore
• Student: You know for sure that vampires

exist and are just beginning to learn the basic
fallacies of normal occult lore regarding
vampires. Crosses and garlic often don’t work,
for example.

•• College: You know that many vampires call
themselves “Kindred,” and that they have
societies of the undead known as the
Camarilla and the Sabbat. You may even
know the names of some of the clans.

••• Masters: You are well-versed in vampire lore,
including understanding the stereotypes
associated with all of the clans, possibly even
minor knowledge of their different common
powers.

•••• Doctorate: You know as much as most of your
subjects. Your knowledge of vampires is
comparable to that of an ancilla.

••••• Scholar: You know your subjects better than
many of them know themselves. Your
knowledge of vampires is comparable to that
of an elder. Should this come to the
attention of certain elders, your life might be
in danger.

Possessed by: Blood Dolls, Ghouls, Massassa War
Fanatics, Paranormal Scholars, Vampires, Witch-hunt-
ers

Specialties: the Camarilla, the Sabbat, Vampire
Magic, Vampire Weaknesses, a particular clan

Special Note: Vampires will often possess an alter-
nate Knowledge called Kindred Lore. Assume that
Kindred Lore is a somewhat superior form of Vampire
Lore, bolstered by the fact that the scholar is seeking to
understand his own kind rather than learn the secrets of
outsiders. Storytellers can represent this by offering
lower difficulty numbers to recall the same facts or by
treating a level of skill as one rank higher.

Mage Lore
• Student: You know for sure that mages exist

and are just beginning to separate the truth
from basic fallacies found in normal occult
lore about mages. Not all mages cast spells
from books, for example.

•• College: You know that mages divide
themselves according to types of magical
skill. You may even know the names of the
Traditions, or of the Conventions of the
Technocracy.

••• Masters: You are well versed in mage lore,
including understanding that science and
mystic powers can both be magical in nature.
You may even understand the difference
between static and dynamic magic.

•••• Doctorate: You know as much as most of your
subjects. Your knowledge of mages is
comparable to that of a powerful long-term
chantry member.

••••• Scholar: You know your subjects better than
many of them know themselves. Your
 knowledge of mages is comparable to that of
the lost Masters. Should one of the Masters
who remains on Earth discover this, your life
might be in danger.
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Possessed by: Kolduns, Mages, Thaumaturges,
Tremere, Witch-hunters

Specialties: Sorcerers, the Technocracy, the Tradi-
tions, specific Convention, a particular Tradition

Special Note: Mages will often possess an alternate
Knowledge called True Mage Lore. Assume that True
Mage Lore is a somewhat superior form of Mage Lore,
bolstered by the fact that the scholar is seeking to
understand his own kind rather than learn the secrets of
outsiders. Storytellers can represent this by offering
lower difficulty numbers to recall the same facts or by
treating a level of skill as one rank higher.

Knowledge and Understanding
Lack of knowledge about one’s counterparts in

the World of Darkness is not limited to understand-
ing the generalities of other Awakened creatures. It
is all well and good to know what a vampire is and
what she can do, if you don’t see them beyond the
one or two who taught you their secrets. Storytell-
ers desiring to create a logical crossover will likely
want to consider what contact points between vam-
pires and mages are likely to create a larger-scale
meeting or conflict, in order that the players not be
the only factors in the story. As mentioned before,
Blood Treachery does a good job of this by tapping
into the ancient rivalry between the Order of Hermes
and the lost House of Tremere. With a conflict of
such epic size and long-running hatred it is simple
to craft stories from the easily imaginable feud,
conflict and forbidden tome to a reconnaissance-
style quest for information on the enemy. Some
Storytellers may wish to explore lesser-known links
between vampire and mage society, however, or
perhaps even create a new one.

Older Vampire supplements vaguely mentioned
a mage order called the Circle of Red, for example.
Hints suggested that the Circle might be somehow
related to House Tytalus of the Order, and other
phrases suggested that the Tzimisce vampires had
unholy connections with certain Tytalus mages.
Clever Storytellers might see the shared interests of
Koldunic sorcerers and Circle mages. Slowly a plot
involving mystic elements within the fiendish
Sabbat and renegade mages from the Hermetic or-
der might take shape. What terrible tasks they have
set for themselves might be the mission of a band of
Tremere and Hermetic mages to discover, or their
horrible rites might be the acts of the player charac-
ters, who wish to keep their activities hidden from
their respective sects.

Other Storytellers might wish to combine ideal-
istic Brujah with rebellious Virtual Adepts, deadly
Euthanatos killers with Assamite assassins or greedy
Ventrue with money-grubbing Syndicate financiers.
Look for some aspect which one faction or subgroup
of vampire society shares with some subgroup of
mage society and encourage players to create charac-
ters who are at least related to one of those parties.
The fit may not be perfect; indeed it is likely to be far
from it. Nevertheless, some unified theme that ties
the characters together will strengthen the game
before it even begins. To encourage interaction give
the characters reasonable cause to be aware of each
other’s existence and something in common.

More than just a lack of knowledge separates the
supernatural beings of the World of Darkness. One of
the most obvious problems, yet for some reason often
overlooked in haste, is the fact that vampires cannot
be active in the daytime and must feed. Too many
chronicles fall prey to the limited routines of vam-
pire existence not meshing with the freedom of
mortal mages. This goes beyond merely keeping dif-
ferent schedules than their mage counterparts, as a
vampire also invests a great deal of its time hunting
for food while trying not to draw the attention of the
sentient herd upon which it feeds. Many Mage char-
acters will grow anxious or bored if forced day after
day to wait for their partners first to wake and then
to spend hours hunting for blood.

Unfortunately, this is one case where the
vampiric side of the equation is not subject to much
compromise. Certainly a Storyteller can adopt the
quick hunting system from Vampire, but vampires
cannot simply ignore daylight without severely
changing their natural themes. Realistically, even
adhering to the quick and simple hunting dice roll
proposed for use in Vampire when a Storyteller
wants to keep the game’s pace moving quickly
detracts strongly from the themes of the game. If a
vampire’s thirst for fresh blood and nightly contests
to obtain it are constantly reduced to mere dice
rolls, all sense of the theme is reduced to numbers
on a plastic polyhedron. On the other hand, spend-
ing too much time focused upon vampire characters’
nightly hunts will bury the magic and wonder which
makes Mage what it is.

The impact of the fact that vampires cannot be
active during the day may be somewhat alleviated
by encouraging mages to adopt nocturnal lifestyles.
It is not particularly unreasonable for mortals who
inhabit the World of Darkness to be stuck working
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dreary night shifts for faceless corporations that
barely recognize them beyond their employee IDs
and Social Security numbers. This is not a perfect
solution, of course, as the nightly labors of mage
characters who might continue to work will still
draw them away from their vampire partners. If
mage characters choose professions tying them to
places vampires might more commonly congregate
this can ease the situation somewhat. Mages who
work at nightclubs where vampires find ready prey
can help their partners find quick meals for the
evening or simply take advantage of the opportu-
nity to meet regularly. Physicians or coroners might
have access to resources that especially interest
vampires, and certainly are renowned for keeping
odd hours.

Once a Storyteller and her players have settled
any issues involving the mage and vampire charac-
ters knowing of each other, meeting and choosing to
work together, she may still find a few difficulties in
integrating the two. The general Quick and Dirty
Crossover or Success-based Crossover options may
be used to settle general problems integrating oppos-
ing supernatural powers, and alternate difficulties for
difficulty numbers have also been discussed.

Magic versus Vampires
The power that can be brought to bear by a

potent mage is far more versatile than that wielded
by vampires. With this in mind, many of the rules
included here focus on mages who use magic to affect
vampires somehow. Cocky mages should not forget
the bloody empowered brute force that a vampire can
tap at a moment’s notice, however, and therefore
some discussion of vampire attacks against mages is
also warranted.

Sensory Effects
Mages commonly invoke mystical senses to de-

tect foes, hoping to be in time to avoid them or
prepare a defense appropriately. Vampires are often
possessed of innate supernatural senses in the form
of special Disciplines. In cases where the sensory
powers of one supernatural conflict with some magi-
cal means of escaping detection, the Storyteller
should rely upon her choice of the Quick and Dirty
Crossover or the Success-based Crossover systems
described previously in this chapter. Generally,
such contests will involve Auspex versus illusion or
invisibility rotes, or Obfuscate or Chimerstry versus
sensory effects.

A few special notes bear mention regarding
special interactions between vampire and mage

powers. Vampire Auspex at level two offers the
power known as Aura Perception, and many players
misuse this power. Aura Perception can detect magic
as myriad sparkles within the aura of the mage in
question, but it can only do so while that magic is in
use. Thus a vampire sensing a mage who is currently
not doing anything magical will register nothing
out of the ordinary, while a mage who is currently
using her own magical senses will shimmer with
mystical glints in her aura. This is not a foolproof
system, as even a normal mortal protected by a
mage’s effects may be surrounded by glittering
sparkles, causing a vampire to mistake her for a
mage. Storytellers may wish to allow vampires who
roll five or more successes to differentiate between
someone enacting magic and someone who benefits
from another’s spells.

Vampires, on the other hand, show up very
differently from normal mortals under many dif-
ferent kinds of scans. A mage who is not familiar
with Kindred may not understand what she is
seeing, but she will not mistake the fact that
whatever she is detecting is not normal. Vampires
subject to Time perceptions will seem out of sync
with the time that flows around them due to the
fact that they are ageless, and use of Celerity may
further show itself as sudden time distortions.
Unless he is an elder with the Soul Mask power, a
vampire will show up as mysteriously pale to a
Spirit or Mind scan that examines his aura. Prop-
erly defined Forces senses may note that the
vampire is the same temperature as his surround-
ings, which should capture the attention of a
suspicious-minded mage. Even Entropy effects
might detect the curse that causes vampirism or
the walking drain upon the world that a vampire
represents. Matter or Life scans can both possibly
indicate that a vampire is just not what one should
expect to see if he were mortal. Similarly, a mage
who understands what she seeks may detect the
mystical properties of a vampire using a Prime
sensory effect. It is worth noting that certain vam-
pire merits such as Blush of Health may raise the
difficulty number for a mage attempting to detect
the vampire in question. Furthermore, certain ad-
vanced elder Disciplines or powerful Thaumaturgy
rituals may provide nasty surprises for mages who
expect common sensory scans to discover nearby
vampire foes.

Countermagic
Disciplines such as Animalism, Dominate, Pres-

ence and Thaumaturgy may generally be countered
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directly by mages through use of their Spheres. In
order to do so a mage must usually have at least one
dot in the Mind Sphere. Other Disciplines, or their
specific effects, may be countered at the Storyteller’s
option. For example, a mage might use Time 3 to
counter Celerity. The mage rolls her normal Arete
roll, usually at coincidental magic difficulty numbers
since it is preventing a supernatural effect, though
some Storytellers may prefer to use a standard diffi-
culty number of 8. Each success cancels one of the
vampire’s successes.

Vampires may attempt to use Thaumaturgy to
counter a mage’s effects. The difficulty of such rolls
is the mage’s Willpower, and every two successes
cancel one of the mage’s successes. If a vampire has
Thaumaturgical Countermagic, each dot adds one
die to the character’s Thaumaturgy roll for the pur-
poses of this roll.

It is important to remember that effects cannot
be countered at all unless they have been specifically
prepared defensively ahead of time or can somehow
be detected as they occur. A vampire may invoke
Thaumaturgy against a bolt of lightning being cast at
her by an opposing mage but cannot instantly protect

herself against a subtle Mind trick the mage might
play. Similarly, a mage who is unfamiliar with Domi-
nate cannot stop a vampire from controlling his
mind unless he has erected mental defenses previ-
ously or knows to do so immediately when faced with
a vampire trying to stare him in the eye.

Vampires, Life and Matter
Vampires are undead creatures. As such, they are

neither fully alive nor entirely dead matter. Some
Storytellers may wish to adopt the rules from the
Vampire Storytellers Handbook that state that vam-
pires may be affected by Matter effects as though they
were Life effects. Other Storytellers may prefer the
brief vampire rules from the core Mage book that
declare that mages must use Life and Matter con-
junctionally to affect a vampire. This section offers a
third, and we hope more useful, option to Storytell-
ers who wish to represent better the fact that at any
moment various parts of a vampire are probably
subject to one Sphere or the other.

Mages targeting vampires with conjunctional
Matter/ Life effects cause changes or damage as
normal. Healing a vampire, however, requires Prime
magic, while healing aggravated wounds is vulgar as



201Chapter Six: A World of Magic

normal. Mages who target a vampire with only Life
or only Matter magic still can achieve limited re-
sults. Parts of a vampire may be close enough to
inanimate matter that mere Matter magic is suffi-
cient, while parts may be flush with life-giving
blood. To represent this, any effect that uses only
Matter or Life Spheres, and not both, automatically
gains only half the total successes the mage rolls.
Thus a mage attempting to rot a vampire’s flesh
away with Matter magic who gains four successes on
his Arete roll will ultimately only manage to turn
two successes against his foe.

Aggravated Damage
As a general rule of thumb, any damaging effect

powered by Prime inflicts aggravated damage on a
vampire. Similarly, any effect using Prime 4 or fire-
or sunlight-based Forces attacks is aggravated. Cre-
ating true sunlight requires Prime 2 in addition to
Forces 3 (or alternatively Correspondence 5), how-
ever, and summoning it at night is always vulgar.

Blood and Wizards
Vampires drink blood to sustain their existence.

For most purposes a mage’s blood is the same as that
of any other mortal. Mages who are filled with the
energies of Quintessence, however, provide addi-
tional sustenance to Kindred. Count the number of
blood points drained from the mage and apply it as a
fraction of the total 10 that mortals possess. A vam-
pire will steal a number of points of Quintessence
from a mage equal to her total multiplied by the
fraction of blood which the vampire took. This
Quintessence does not actually occupy any space in
the vampire’s blood pool but can be spent as blood
points. Indeed it is spent first in all cases, as the
vampire’s magical nature draws upon the pure Quin-
tessence before it burns the physical blood it has
consumed. For example, if a hungry vampire drains
five points of blood from a mage with 10 Quintes-
sence points, he gains five normal blood points and
five Quintessential blood points, while the mage
being drained loses five blood points and half of her
Quintessence. Of course she is in bad shape due to
the physical damage caused by blood loss, but she is
also likely to be frightened by the sudden loss of
mystical energy as well.

Unfortunately for vampires, the blood of mages
is as much a part of the Awakened existence that
allows them to perform magic as any other portion
of their being. Vampires burning the blood of
mages will often discover that strange effects ac-
company their use of the mystical vitae. To

represent the uncontrolled energies that vampires
release while burning the potent blood of mages,
give a vampire one Paradox point per blood point
or Quintessential blood point which he spends.
Barring perhaps some very potent Prime effect, a
realm with different mystical laws or strange Ma-
rauder Talisman, there is not likely to be any other
way that a vampire could gain Paradox, since
normal physical reality has mostly accepted their
existence, if only secretly. Vampires gaining Para-
dox points are subject to all normal Paradox rules
from Mage: The Ascension, including odd effects
and potential damage. Storytellers inflicting Para-
dox upon vampires for drinking the blood of a
mage should do their best to make sure the Para-
dox reflects the Spheres normally possessed by the
mage at the time the blood was drawn. Daring
Storytellers may wish to use these rules when
vampires feed upon sorcerers who use static magic
as well, or they may decide that vampires are used
to dealing with static mystical energies.

Vampire blood can be put to use by mages, too.
Each point of vampire blood is equivalent to one
point of Tass (yes, that’s one full point despite what
the Vampire Storytellers Handbook says to the
contrary). Mages who understand the risks of vam-
pire blood will usually keep it safe within a suitable
container until they use it for their magic, but it is
possible to consume it instead. Those who consume
vampire blood become ghouls with all of the normal
bonuses and penalties for doing so, including gaining
a temporary point of the Potence Discipline and a
step toward the blood bond. The dangers inherent in
this should discourage mages, but many of them are
not aware of the risk, and most vampires are all too
happy to make sure it stays that way. After all, what
vampire doesn’t desire a potent magical slave?

The Embrace
Mages can be Embraced as any other mortal.

Unfortunately, the Embrace severs the mage’s Ava-
tar (as normal death does), making him a normal
vampire. Some mages who undergo this horror man-
age to commit suicide within a short time.

Storytellers faced with a mage who is Embraced
may choose to completely ignore previous Spheres
learned by the mage in question, or they might
choose to somehow reflect them in the Disciplines
gained by a new vampire. Every new vampire rela-
tively quickly develops three points of Disciplines,
which of course almost always consist of those which
are natural to the blood of the vampire sire’s clan.
Storytellers may choose to allow mages who are
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Embraced to choose one or more points of
Thaumaturgy with a suitable path that closely re-
sembles those Spheres they knew in life in place of
normal Discipline choices. Alternatively, some might
even be allowed to take other Disciplines that closely
resemble their Spheres, such as Temporis for a pow-
erful Time mage.

Similarly, some Storytellers will be frustrated by
the fact that the Mage game does not use Humanity
and Virtues. One optional system is to assume that
the typical mage has Courage 5 and five points to
divide between Self-Control and Conscience, ac-
cording to her personality. This system takes into
account the general aloofness many mages exhibit in
conjunction with their prodigious standard Will-
power rating. Storytellers might wish to adjust these
ratings, raising Conscience to better reflect mages
who are more humane, lowering Courage for mages
who have generally shown cowardice or even signifi-
cantly dropping Humanity for Euthanatos who have
made a career of killing.

Screw This, I Want to be Mortal Again
Enterprising or desperate mages may decide to

experiment with putting their magic to work over-
turning blood bonds or even the curse of vampirism
itself. This is not a task to be taken lightly — the
Curse of Caine is said to have come from God, and
it should come as no surprise that even those who
do not believe this still face great resistance in
their efforts.

Before describing the actual magic necessary to
perform such feats, it is important to note that most
mages are utterly clueless when faced with the idea
of having even to try such magic. Attempting to
remove the blood bond requires at least Vampire
Lore 3 or Occult 4, while knowing how one might
begin to remove the Embrace demands at least
Vampire Lore 4 or Occult 5. Mages searching for

those who might teach them are in for a long search.
Even the Euthanatos have learned only so much
about vampires, and the Progenitors, Sons of Ether
and Verbena who have studied the undead are even
rarer. Those seeking Nephandi who understand the
creatures of the night are begging to fall prey to all
sorts of sinister lies.

Removing the Embrace (i.e., returning a vam-
pire to mortal state) is a Holy Grail of sorts,
something vampires themselves have sought for
millennia. It should not come as a mere matter of
mixing Spheres; without understanding the secret
behind the Curse, it cannot be overturned. And
who but the legendary Antediluvians know the true
origins of the Curse? Even if such a powerful cure
were discovered, certain centuries-old Cainites
would not want such knowledge in the world and
might not rest until all who knew it were dead.
Finally, should such a wondrous miracle be achieved,
there is no guarantee that a cured vampire’s Avatar
will return (if it was Awake before the Embrace) —
or that the “cure” doesn’t entail a final release from
the body (i.e., final death).

Removing the blood bond is possible, but ex-
tremely difficult and time consuming. For details, see
pp. 78-79 of Blood Treachery.

Working Together
Many crossover rules are presented with the idea

that mages and vampires will be contesting. It is
possible that some groups of players may wish to have
their vampires and mages work closely in conjunc-
tion with each other. In most cases this will have no
effect beyond that normally gained for ganging up on
the competition. If a practitioner of Thaumaturgy
and a mage work together they may use the rules from
Mage for Acting in Concert. Thus a mage might help
a thaumaturge gain more successes or vice versa.

Werewolf: Claws and Shamans
Many of the same problems confronting
players trying to combine werewolves
with mages face those combining vam-
pires with mages, and Storytellers should
consult the previous sections for general
advice that can easily apply to both
genres. Naturally, werewolves present
their own unique challenges for cross-
over as well. Many of these revolve

around the immense collection of standard abilities
werewolves bring to the game, though others have to
do with lack of common goals and even downright
prejudiced behavior.

As in the case of vampires, the first barrier in
mage/ werewolf relations is likely to be a lack of
knowledge. Storytellers may wish to bring a bit of
order to the amount of knowledge characters possess
about their counterparts by using the Lore Abilities.
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Werewolf Lore
• Student: You know for sure that werewolves

exist and are just beginning to learn the basic
fallacies of normal occult lore regarding them.
Werewolves don’t only change shape during
the full moon, for example.

•• College: You know that many werewolves
call themselves “Garou” and that they fight
an entropic force they call the Wyrm. You
may even know the names of all 13 tribes.

••• Masters: You are well versed in Garou lore,
including understanding the stereotypes
associated with all of the tribes, possibly
even minor knowledge of their different
common Gifts.

•••• Doctorate: You know as much as most of your
subjects. Your knowledge of Garou is
comparable to that of an Adren. Wow, you
even know what an Adren is.

••••• Scholar: You know your subjects better than
many of them know themselves. Your
knowledge of Garou is comparable to that of
an elder. Should this come to the attention
of certain elders, your life might be in danger.

Possessed by:  Eco-terrorists,  Kinfolk,
Werewolves, Witch-hunters

Specialties: Werewolf Gifts, Werewolf Weak-
nesses, the Wyrm-tainted, a particular Tribe

Special Note: Werewolves will often possess an
alternate Knowledge called Garou Lore. Assume
that Garou Lore is a somewhat superior form of
Werewolf Lore, bolstered by the fact that the scholar
is seeking to understand his own kind rather than
learn the secrets of outsiders. Storytellers can repre-
sent this by offering lower difficulty numbers to
recall the same facts or by treating a level of skill as
one rank higher.

Mage Lore
Werewolves might also learn appropriate knowl-

edge about mages with whom they interact or with
whom they anticipate conflict. See “Mage Lore,” pp
197-198.

Knowledge and Understanding
Werewolves who are familiar with mages often

have a very dim view of them. For one thing, they
have a reputation for stealing the magical energies
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the Garou hold holy. Among Garou who are aware of
mages, common epithets for them include “caern-
reaver” and “weaver-spawn.” Not too many mages
who have met werewolves are very pleased by the
experience either. The terror inspired by nine-foot
swirling masses of fur and claws generally results in
negative feelings and possibly even deadly hatred.
Threatened mages may further increase the distrust
werewolves already feel for them by arming them-
selves with silver weapons, “just in case.” Creatures
who commonly feel a bit of resentment should their
own packmates carry silver armaments are certainly
not likely to embrace potentially hostile human
beings who do so.

Worse yet, Garou may be offended by the very
audacity of mages who dare to bend the will of Gaia
as though she were a toy for their amusement. Mages
may resent the apparent ability of werewolves to slip
through the Gauntlet unscathed by the Avatar Storm.
Garou may take mages’ inability to do so as a further
sign of Gaia’s displeasure with her lost children. So
the misunderstandings and negative views weave
back and forth, winding ever more dangerously close
to conflict.

Yet some mages and Garou may share common
goals. Dreamspeakers and other mages of shamanic
bent are likely at least to understand a bit of the
tribal culture that pervades Garou society. Mages
who fight against Nephandi may recognize a cer-
tain similarity between their foe and the entropic
forces the werewolves call “the Wyrm.” Storytell-
ers may build chronicles around joint efforts to
combat Bane-infested areas or creatures. They
might also encourage quests with Garou serving as
guides to mages with specific goals in the Umbra.
Storytellers might wish to explore more likely
combinations such as might be found when Uktena
Garou meet with open-minded Dreamspeakers, or
they may wish to allow less probable joint ventures
between Glass Walker mafiosos and their Syndi-
cate counterparts. Whatever the characters have
in common, the Storyteller should make sure to
capitalize upon their mutual characteristics and
enemies when crafting stories.

One of the biggest problems running werewolf/
mage crossovers is the completely different combat
capabilities of the two. Not even your most cyber-
netically enhanced mage is likely to survive even two
rounds against an enraged werewolf if he goes toe to
toe. Mages are used to acting more subtly, preparing
defenses ahead of time and enacting attacks from a
distance or with the aid of rituals. Werewolves can

easily tear a man in half with a single inhumanly
powerful swipe of their claws. Storytellers will have
to keep in mind the relative fragility of mages when
finding foes that can physically challenge a werewolf.
Storytellers crossing Mage and Werewolf should
strongly consider allowing mages to soak aggravated
damage at difficulty 8 as suggested under the cin-
ematic damage rules in Mage.

Another common problem is the fact that any
Garou worth his salt can leap into the Umbra with
a simple roll of the dice. This can completely
divide parties who are not prepared to deal with it,
leaving mages stranded in the physical realm while
werewolves spend weeks questing in the spirit
realms. The Storyteller should probably encourage
mages to invest in the Spirit Sphere and possibly
even Merits such as Stormwarden. If she is plan-
ning to run extensive Umbra adventures, the
Storyteller might even wish to do away with the
Avatar Storm entirely or provide the mages with a
Talisman or fetish that allows all of them to follow
the Garou into the Umbra. Another way to ac-
complish this might be to allow mage characters to
put Ally Background points into the Garou’s to-
tem and give the totem the ability to bring people
with whom it is allied into the spirit world. (See
The Infinite Tapestry for new methods of Umbral
travel for mages.)

Magic and Werewolves
Garou are creatures of equal part spirit and flesh,

gifted with incredible powers by Gaia. They wield
magical Gifts learned directly from spirits. As such,
mages and werewolves may face special difficulties in
dealing with each other in conflict. Werewolves may
find themselves seriously outmatched in a mystical
sense, while mages may suffer from inexplicable fail-
ures when attempting to affect their foes.

In game terms, werewolves take unsoakable ag-
gravated damage from silver weapons but are allowed
to attempt to soak all other damage, regardless of
type. Direct Life attacks against Garou must nor-
mally incorporate both Spirit and Life
conjunctionally to have full effect. A mage who
attacks a werewolf in the physical world with only
Life or only Spirit has all successes rolled reduced by
half. Werewolves who enter the Umbra, however,
are temporarily considered entirely spiritual, and a
Garou staying in the spirit world for too long can
become trapped there. Mages who target a Garou in
the Umbra may employ the Spirit Sphere against
their foe as though the Garou were a spirit.
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Werewolves should beware of being commanded or
entrapped by very powerful mages should they en-
counter them within the Umbra. Of course, mages
resorting to such tactics should be prepared for a
sudden and violent return to the physical realm by
very angry Garou should their mystical assault fail to
stop their enemies.

It bears special mention that an attack combining
Spirit and/ or Life with Matter magic and turning
portions of a werewolf into silver is treated as an
unsoakable aggravated attack once the final damage
dice are determined. Werewolves struck with such an
attack are also likely to suffer the loss of one or more
Gnosis points. Mages with sufficient Werewolf Lore
may even recognize Gnosis as a source of energy and
attempt to affect it using conjunctional Spirit and
Prime effects, or in cases where it flows freely through
a caern may employ Prime by itself. Extra actions
gained through spending Rage might be countered
using Time 3 to slow a Garou down. Spirit Sphere
effects commonly can be used to strengthen or weaken
the Gauntlet as well, which may benefit or harm
Garou who seek to Step Sideways.

Garou and mages may attempt to counter each
other’s powers as per normal Quick and Dirty Cross-
over or Success-based Crossover rules. As always, the
ability to counter requires being able to sense the
attack or power being used or having defenses that
automatically oppose the forces in question. Typi-
cally, Gifts that provide for invisibility or protection
against detection may be countered with Forces or
Mind effects, while enhanced-senses Gifts may pierce
mage illusions. Most effects may be countered with
any Sphere that can generate suitable protection or
an opposite effect, and similarly most mage rotes can
be countered with a Gift of suitable defensive or
opposite effect. As normal, a mage may choose to try
to countermagic any supernatural Gift using the
Prime Sphere, strengthening reality against the ef-
fect via antimagic. Alternatively, mages may attempt
to counter nearly any werewolf Gift with the Spirit
Sphere alone due to the spiritual origins of all Gifts.
Doing so can be draining, as this method works
according to the same rules normally reserved for
Prime Sphere antimagic unless the Gift being coun-
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Hunter
hubris. Mages with less popular paths, such as
Euthanatos, may appear even more predatory when
viewed by a hunter using the Second Sight.

With the very appearance of evil, or at least grave
impurity, cast upon mages of every type, what purpose
might hunters find to work together with their potential
foes? Storytellers should look to Redeemers and Vision-
aries for special usefulness, given those creeds’
predilection for seeking out the enemy and trying to
understand him. A hunter of one of these creeds, or who
trusts a member of one of these creeds, may treat
supernatural creatures, especially comparatively benign
ones such as mages, as potential insights into the world
of monsters that threaten mankind. Visionaries seek
understanding before all else, while Redeemers hope to
turn the forces of darkness from their fateful path. Other
hunters may discover the usefulness of having an inside
connection with the societies they feel must certainly
be feeding upon the innocent.

On the other side of the fence, one might wonder
what possible reason a mage could have to consort with
beings whose vision of her is that of a vile, caricature
witch or blasphemous defiler from the darkest legends of
another time. Mages of a historical bent might fear a
return of the Burning Times and seek to understand
those who rise to hunt them, perhaps hoping to con-

Hunter: The Reckoning is potentially the
most problematic of all crossover games.
While some hunters seek to redeem or
understand the creatures they see as foes,
many are driven almost mad with a desire
to cleanse the world of the horrors they
find hiding among humanity. Storytellers
seeking to combine Hunter with Mage
should be prepared to encourage players to

explore Redeemer, Innocent and Visionary concepts
while saving Avengers, Waywards and Defenders for
use as storyline antagonists. Martyrs, Hermits and Judges
might fall on either side of being useful for crossover or
destructive to it. In the end, every reason must be found
to overcome a hunter’s normal reactions — hatred and
fear — to supernatural forces he cannot understand.

The themes of Hunter can be extremely difficult
to preserve when mixed with other games. It is all too
easy to look across the table at your gaming buddies
with a normal feeling of comfort and friendship and
forget that the Messengers are filtering every Convic-
tion-laden glance you take at the characters these
people play through a lens of harsh judgment and
monstrous appearance. Even the mortals who become
mages are seen by the Messengers as sores upon the face
of reality, filled with unquenchable selfishness and

tered is directly related to Spirit effects, such as
summoning, crossing the Gauntlet, etc.

A number of ideas may deserve special consider-
ation. One of the first concerns that will occur to
many mages is that of detection. Werewolves gener-
ally may detect mages only with Gifts that detect the
use of magic in action while it is occurring. Mages
who resonate with the forces of Quiet are a different
story. The Sense Wyrm gift will register positive for
mages with levels of Jhor, the Sense Weaver gift will
read true for mages with levels of Clarity Quiet, and
the Sense Wyld gift will react to mages with Madness
Quiet. These resonance traits are so strong that most
werewolves will not be able to differentiate the Quiet
from the Trait taint they are attempting to detect.
Especially in the case of Jhor-touched mages, this
can prove very dangerous indeed.

Mages on the other hand will usually find it easy
to sense that a werewolf is not normal, though just
what a specific mage has discovered may evade her
understanding without appropriate Lore Knowledge
to determine that it is a Garou she faces. Life and

Spirit scans both indicate differences between Garou
and typical mortals. Life scans, depending upon the
paradigm of the mage, may find an incredibly vibrant
life force capable of high levels of regenerative heal-
ing, coupled with strange genetics which bear
resemblance to that of both human and wolf yet not
quite either. Spirit scans will usually show some sort of
animal ephemera evidence where a mage expects to
see only a human soul. Prime scans may show a source
of supernatural energy within Garou who currently
possess Gnosis points. Unlike vampires, who are walk-
ing violations of reality, most other scans will not
discover anything out of the ordinary for a Garou in
human form. A Mind effect might raise suspicion
should a Garou in normal wolf form be noticed as a
sentient creature, but the emotional auras of
werewolves will usually appear normal unless they are
currently consumed with Rage. Wyrm-tainted crea-
tures, such as Fomori and Black Spiral Dancers, may
appear odd to Entropy scans, while it is possible that
fetishes with supernatural abilities might appear un-
natural to Matter detections.
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vince those who suddenly threaten them that the Tra-
ditions do not represent any force of evil that demands
a new-age Inquisition. Celestial Choristers and other
crusading mages might try to ally with the new breed of
hunters, joining together against the true enemies of
mankind, including the dangerous Marauders and the
sinister Nephandi. Other mystics with an attachment
to the Mythic Ages, whether that of the Akashic
Record or through the universal consciousness of Dream,
may recognize the hunters as an artifact of past times
returned at the behest of the gods. Such individuals may
hope to find a lightning rod for the divine or a sign of the
mandate of heaven within their new allies.

Whatever the reasons that mages and hunters turn
to aiding each other, a Storyteller will have to be
vigilant in her efforts to make sure they don’t rapidly
fall into internal squabbles that destroy the game.
Certainly this is the World of Darkness, and the
Storyteller should not encourage a sickening cotton-
candy sweet vision of unity, but neither should she
allow the entire game to plunge into ongoing and open
warfare between characters. Permanent conflicts be-
tween characters can easily turn the game into an
ongoing pressure toward real-life argument. Few play-
ers show up to a game with eager anticipation of every
single session spent fighting against the friends with
whom they gather to play, and indeed it is generally
the role of the Storyteller to assume most of the burden
of playing antagonists. This is a natural evolution
based upon real psychological factors, and indeed it is
the fact that online chats often sidestep this model
that leads to the prevalence of player feuds far in excess
of those which occur in tabletop games.

Regardless, Storytellers who keep hunter and mage
players together will find group unity hard to maintain,
but should discover that common foes are not so hard to
create. Black-hearted Nephandi, twisted spirits deter-
mined to abuse mankind and mad Marauders wreaking
havoc upon the bounds of reality without regard for the
innocent all may serve as enemies who draw hunters
and mages together to share resources. Any danger to
humanity that draws the ire of both factions can serve
as a springboard for storylines which prompt hunter and
mage players to join forces against the unified threat, as
befits the saying, “The enemy of my enemy is my friend.”

Of course, as with all crossovers, one of the first
barriers will be lack of understanding those with whom
one interacts. Hunters are a recent phenomenon, not
counting their appearance millennia ago, and therefore
are not very well-known even to the most scholarly of
mages. Similarly, most hunters are recently plunged
into the knowledge that there is such a thing as a

supernatural world and therefore are not well versed in
the habits, society or secrets of mages. The following
Lore Knowledge rules may be instituted by Storytellers
looking for a formalized way of gauging the information
each character might possess about her counterparts.

Note specifically that Hunters don’t even know
much about themselves; other creatures know even less.
While the guideline here may offer a sort of table about
Hunter knowledge, the denizens of the World of Dark-
ness wouldn’t have access to most of this information.
Consider this, rather, a sort of guideline to what’s rela-
tively simple to learn and what’s very unusual knowledge.
Characters probably shouldn’t manage to develop enough
information with certainty to be able to learn actual
“Hunter Lore” as an Ability. Vampires show up in books
and movies, werewolves have been around for centuries,
but there are no authorities on Hunters and thus no way
for mages to “check up on” them. Any of this discovery of
and interaction with Hunters could happen in your Mage
game, but it is not part of the Hunter canon. In that game,
the Imbued simply do not register to many supernatural
beings enough to become “discovered.”

Hunter Lore
• Student: You know for sure that Hunters

exist and are just beginning to learn that
they have their own special powers. Some
Hunters can resist magic, for example.

•• College: You know that some Hunters speak
to something they call the Messengers. You
might even believe there really is such a
thing.

••• Masters: You are well versed in Hunter lore,
including understanding that there are
actually different kinds of Hunters.

•••• Doctorate: You know as much as most of your
subjects. Your knowledge of Hunters is
comparable to that of an Imbued who has
been aware of “monsters” for a few years.

••••• Scholar: You know your subjects better than
many of them know themselves. You have a
good idea just what the Messengers really are.

Possessed by: Bystanders, Hunters, Madmen,
Survivors of Hunter Attacks, Witch-hunters

Specialties: Edges, the Hunt, the Messengers, a
particular creed

Mage Lore
A few Hunters have encountered witches or sorcerers

enough to learn a few details about them. Most Hunters are
very unlikely to have more than a point or two of any kind
of Lore. For the details of Mage Lore, see pp. 197-198.
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Hunters and Magic
Hunters are protected in part by supernatural Edges

which are given to them by the Messengers. In theory,
the Messengers are subject to the same rules as any other
spiritual beings, but their power is such that most mages
will find it difficult to overcome the miracles they
enable hunters to achieve. Interaction between hunter
Edges and mage Sphere effects varies from brutal immu-
nities to virtual defenselessness. Both sides suffer
intensely from the unpredictable nature of their oppo-
nents, not knowing what to expect to have to face.

A lot of hunter/ mage interactions will be sharply
delineated by the use or failure to use Conviction on the
part of a hunter character. Any illusion, mind trick or
mind-control effect can be shut down by the expendi-
ture of a single point of Conviction as per normal
Hunter rules. Immunity granted by use of hunter Con-
viction lasts only for the duration of the current scene,
and the effect therefore may resume should a mage score
successes allowing for a longer duration. On the other

hand, a hunter who does not expend Conviction will
normally have no defense against mental effects outside
of her own Willpower. It is worth noting that a hunter
expending Conviction points will even nullify mind
effects of which she is not aware. Second Sight also may
be used to pierce automatically any false appearance a
mage might present, whether a Life-based change of
form, a hologram of Forces or a mental illusion.

All cases which result in an opposing Edge applied
against a mage effect should be settled using either the
Quick and Dirty Crossover or Success-based Cross-
over rules from earlier in this chapter. This involves
comparing the Sphere total against the Creed Path
rating or the successes garnered against each other. In
any case the aggressor’s effects are reduced by the
defenses of his target and the final results are deter-
mined at that point. It should be remembered that no
one can try to counter an attack unless she can some-
how sense it as it occurs or unless her defenses were
already in place before the attack occurred.
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The specific Edges hunters may bring to bear already
grant specific penalties against their targets. It is even
possible that a hunter with certain Edges might render a
mage entirely unable to use her magic for a period of time.
The ability to use magic is a supernatural ability, and any
Edge whose description states that it prevents the use of
supernatural abilities will block the use of a mage’s powers.
Such Edges will not usually eliminate lesser abilities such
as those provided by the Backgrounds of Arcane, Avatar,
Destiny or Dream, but it is possible that even innate Traits
of this sort may be rendered useless. This is part of why
mages who understand hunters at all fear the danger they
represent. No mage likes to discover that she is without the
magical powers that make her what she is.

Mages with the appropriate Lore to know their foes, or
even just an understanding of the human condition, may
try one particularly dirty trick. A Mind 2 effect can cause
a hunter to expend one Conviction point immediately per
success, though of course the effects of this Conviction will
still override any other mental effects the hunter suffers for
the current scene and likely trigger the hunter’s Second
Sight. Unfortunately, hunters subject to this effect are
usually freed of mental influences, aware of the supernatu-
ral creatures around them and frightened or angry that they
are nearly devoid of further Conviction. Even if a hunter
does not understand how this occurred, which is likely, he
is likely to be hypersensitive to the presence of supernatural
creatures, as surely any one of them could have caused his
current and sudden state.

Hunter Tongues
Hunters possess a mystic ability to communicate

with each other in a written script which each of them
inherently understands and yet which cannot be deci-
phered by anyone else. At least that is the theory behind
it. In truth, of course, this state of affairs is a rather vulgar
magical effect enacted upon a large scale by the Messen-
gers. Storytellers may be faced with mages who rightfully
assume that it is possible for them to break the Messenger’s
code, even if it proves nearly impossible to do so. Mages
perform the impossible before and after breakfast every
day after all, so what is to stop them from cracking the
mystical symbols every hunter instinctively learns?

As far as Spheres go, this is not a particularly difficult
feat. All that is required is Mind 3 to tap into the universal
meaning of the symbols. Alternatively, the Mage may use
Mind 2, Spirit 2 to plumb the depths of the spirit realms and
link to the universal unconsciousness. Unfortunately for a
mage clever enough to try this, she is facing an incredible
wall of countermagic against her prying efforts. Depending
upon the wishes of the Storyteller this may represent a
necessity of gaining 30 or more successes simply to pierce
the Babel-like defenses of the Messengers. Thirty is a fairly

benevolent range — Storytellers who wish to represent the
divine wrath of the Messengers may raise the requirements
to 50, 75, 100 or more, and possibly have vengeful spirits
attack mages who attempt the feat. Experienced mages
may sense a distinct similarity between the forces of
Paradox and those that array against them when they stand
against the power of the Messengers.

Voices in My Head
Devious mages may consider a few other opportuni-

ties when faced with the presence of hunters. Those who
understand that their foes hear voices speaking to them
may seek to deceive their enemies. Speaking to a hunter
via telepathy is of course merely a Mind 3 effect, but this
is not enough to duplicate the distinct sense of the
Messengers. Posing as the mental messages of one of the
Messengers requires Mind 3, Spirit 2 in order to combine
mental communication with spirit speech. Whether a
hunter believes the words he hears in his head is a matter
controlled by the normal roleplay of that hunter and the
successes the mage garners while trying to fool him. The
mage must make a Manipulation + Cosmology or Hunter
Lore roll with a difficulty equal to 6 plus any Patron
Background rating the hunter possesses. Obviously it is
harder to trick someone who hears the real thing on a
regular basis. Unfortunately for most hunters the idea of
listening to odd voices in their heads has become almost
normal, and should the mage succeed, her demands are
not likely to be ignored, though they may be treated with
whatever normal lack of cooperation a hunter throws at
his real Messenger patrons.

Some mages try a different tack and wish to under-
stand the Messengers themselves. Such individuals are
likely to try Spirit or Mind effects to communicate with
the Messengers through the hunters who act as their
mouthpieces and champions. This might be accom-
plished through Mind 3 or Spirit 2 effects, but mages
who succeed are not likely to appreciate their efforts.
Successfully contacting a Messenger only brings the
mage to its attention directly. If the true goals of the
mage happen to fall within those of the Messenger, it
may leave the mage alone to pursue her plans, but this
is not probable. Messengers will generally resent the
intrusion and communicate the presence of the mage to
other hunters in the area with whom they have contact.
It is possible, however, that very spiritual mages who are
in tune with the natural desires of the divine might find
new allies in the Messengers. Spirits of divine justice
gone wrong can be demanding and may force mages
who reach them to serve alongside the hunters they
have turned to their purposes. This might form precisely
the sort of excuse a Storyteller requires to put Hunter
and Mage characters together.
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Mummy
The Sixth Maelstrom, known as the Dja-
akh or Spirit Storm, tore through the
shadowlands, destroying the Egyptian
city of the dead and spurring the god
Osiris to unprecedented activity. Most
mages remain completely unaware of the
events leading to the rise of new mum-
mies, and even those who have
encountered the newest mummies are

sometimes not sure what exactly they are. Ahl-i-
Batin as well as certain Chorister and Hermetic
groups tend to be the most common mage groups to
encounter and understand the Reborn.

To a great degree there is a strong dichotomy
between the lack of knowledge most mages display
toward mummies and the almost intimate lore which
other mage groups possess. Sorcerer groups that have
not been involved in the Egyptian historical para-
digm or the creation rites that brought mummies into
existence generally have little to no information
about them whatsoever. On the other hand, some
mystic groups were important factors in the Resur-
rection ritual that brought the fragmented souls of
Amenti to life once again. These societies benefit
from direct experience and prophetic revelations of
the Reborn and their god Osiris.

Rules for the degree of knowledge a cult may
possess about mummies, or said mummies might
possess about mage society, may be represented by
the following Lore Knowledge abilities.

Mummy Lore
• Student: You know for sure that mummies

exist and are just beginning to learn the basic
fallacies of normal occult lore regarding their
kind. Mummies do not shamble around in
bandages, for example.

•• College: You know that mummies are
created by a powerful ritual that grants serial
immortality. You may even know of the
existence of the Cult of Isis, Children of
Osiris and Ashukhi Corporation.

••• Masters: You are well-versed in mummy lore
and probably even know of the existence of
the Eset-a and the Shemsu-heru. You may
know that Horus is a real being, though it is
doubtful you would know where to find him.

•••• Doctorate: You know as much as most of your
subjects. Your knowledge of mummies is
comparable to that of some of the wiser cults,
including some awareness that the Amenti
are not the only mummies.

••••• Scholar: You know your subjects better than
many of them know themselves. Your
knowledge of mummies is comparable to
that of the Shemsu-heru. Should this come
to the attention of certain Imkhu, your
entire existence might be in danger.

Possessed by: Eastern Avatars, House Shaea,
Mummies, Resurrection Cults, Supernatural
Egyptophiles

Specialties: Mummy Magic, Mummy Weak-
nesses, a particular cult

Special Note: Mummies will often possess an
alternate Knowledge called Amenti Lore. Assume
that Amenti Lore is a somewhat superior form of
Mummy Lore, bolstered by the fact that the scholar
is seeking to understand his own kind rather than
learn the secrets of outsiders. Storytellers can repre-
sent this by offering lower difficulty numbers to
recall the same facts or by treating a level of skill as
one rank higher.

Mage Lore
Mummies are actually more likely to explore

crossover Knowledges than many inhabitants of the
World of Darkness are. Most mummies owe their
very existence to a Resurrection cult that performed
the magical rituals taught to them by Osiris and
potentially even taught them part of their personal
collection of mystic charms. For rules regarding this
knowledge, see Mage Lore, pp. 197-198.

Magic and Mummies
Relations between mummies and mages are usu-

ally extremely antagonistic or deeply mutually
beneficial. Certainly the vast majority of mages have
no interaction with mummies, but those who do are
generally busy actively trying to bring about their
destruction or actively seeking to aid their goals. The
Resurrection cults oftentimes contain mage mem-
bers who seek to improve the position of mummies
and help defeat the forces of Apophis. On the other
hand, sinister Apophis cultists, including the Amkhat
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Kindred of the East
Storytellers who wish to incorporate
Eastern kindred and mages into the same
stories have the advantage of the numer-
ous similarities between this type of
crossover and that of normal vampires.
Issues regarding special immunities and
opposition between Eastern Disciplines
and mage Spheres follow the same rules
as those provided in the Vampire: The

Masquerade portion of this chapter, with some ex-
ceptions which will be noted here.

The cultural differences between Eastern Kin-
dred and Western vampires cannot be ignored. Mages
who possess knowledge of Western vampires and
decide to apply it equally to Eastern Kindred will
likely face many unexpected and deadly surprises.
Many of these will come from the fact that the kuei-
jin are essentially demonic beings who have regained
control over their fallen corpses, while vampires
from the West are bloodthirsty but rather physical
creatures. The differences inherent in these changes
go far beyond cultural reference.

Storytellers should keep in mind at all times that
the various chi energies of kuei-jin spring from differ-
ent sources and therefore usually fall under different
Spheres. Most occurrences of yin and yang energy
fall under the Prime Sphere. P’oh energies are raw
expressions of the demonic spirit and therefore are

affected by the Spirit Sphere. Hun energies, on the
other hand, are an expression of the inner strength
that can be reached only by the Mind Sphere. All
effects seeking to influence the flow of these energies
must use the suitable Spheres.

Kindred of the East Lore
• Student: You know for sure that Eastern

Kindred exist and are just beginning to learn
the basic fallacies of normal occult lore
regarding these exotic vampires. Not all
Eastern Kindred must stop to count rice,
for example.

•• College: You know that Eastern Kindred call
themselves kuei-jin and that they have
societies of the undead based around ancient
courts.

••• Masters: You are well versed in Eastern
Kindred lore, including understanding the
stereotypes associated with all of the
Dharmas, possibly even minor knowledge of
their different common powers.

•••• Doctorate: You know as much as most of your
subjects. Your knowledge of Eastern Kindred
is comparable to that of those who have
gained a fairly high understanding of their
Dharma path.

and certain Egyptian Nephandi, seek nothing short
of the destruction of all of the servants of Osiris and
the end of Ma’at.

Mummy and mage spells and effects which result
in opposite effects are subject to the countering rules
given under the Quick and Dirty Crossover or Suc-
cess-based Crossover rules provided earlier in this
chapter. Of course mummies and mages must still
sense incoming attacks in order to be able to counter
them, or possess outstanding defenses against magical
assault. Ironically, this is one time that even mages
may be outmatched. Mummy hekau is one of the most
defensive types of magic in the World of Darkness,
and the Reborn are likely to bring protective amulets
and effigy creations to bear anytime they are attacked.
Regardless, mages still have access to dynamic effects
granting them flexibility far beyond the capability of
even the most advanced practitioner of hekau.

A couple of important points should be made
regarding crossover. Mages are one of the few super-

natural forces that might bring the knowledge and
power necessary to destroy a mummy to the table.
Destroying a mummy permanently can be accom-
plished with a conjunctional Spirit 5, Prime 5 effect
by a mage who has at least some understanding of
what she is doing. Some older mummies, especially
from the Ishmaelite faction, may even purposefully
seek out mages for the opportunity to gain final
release from their eternal existences.

Another observance is the common occurrence
of mummy and mage rituals that actually seek to aid
rather than contest one another in their efforts.
Storytellers should allow mage and mummy charac-
ters to work together according to the Acting in
Concert rules from the Mage rulebook. Even the
most talented mummy will appreciate the aid of a
mage in performing her hekau spells, and even the
mightiest mage may benefit from the mystical knowl-
edge of a talented hekau practitioner.
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••••• Scholar: You know your subjects better than
many of them know themselves. Your
knowledge of Eastern Kindred is comparable
to that of a mandarin. Should this come to
the attention of certain courts, you may find
yourself living in interesting times.

Possessed by: Eastern Demon Hunters, Eastern
Kindred, San Francisco Vampires, Tremere spies

Specialties: Eastern Kindred Shintai, a particu-
lar Dharma, a specific court

Special Note: Kindred of the East will often
possess an alternate Knowledge called Kuei-jin Lore.
Assume that Kuei-jin Lore is a somewhat superior
form of Kindred of the East Lore, bolstered by the fact

that the scholar is seeking to understand his own
kind rather than learn the secrets of outsiders. Story-
tellers can represent this by offering lower difficulty
numbers to recall the same facts or by treating a level
of skill as one rank higher.

Mage Lore
Eastern Kindred are more in tune with the super-

natural creatures around them than most Western
Kindred. Of Western Kindred, possibly only the
Tremere tend to possess the same level of occult
knowledge. Most kuei-jin who know of mages special-
ize in knowledge of Wu Lung and Akashic Brothers.
For further details, see Mage Lore, pp. 197-198.

Other Games
Using the above examples, it shouldn’t
be hard to devise rules for dealing with
any of the other game settings produced
by White Wolf, such as Wraith, Change-

ling, or even Trinity and Aberrant. Bold Storytell-
ers may even want to use Adventure!, sending their
mages to an alternate Earth history more in line with
a Sons of Ether utopia.
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