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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

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 youwant 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.

INTREDUCTI®ON: X/ EAVING THE TAPESTRY 5
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THE GOLDEN RULE

The pages you hold in your hands are full
of rules, clarifications, suggestions and ad-
vice. Indeed, there are hundreds of pages of
i 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 arule 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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TR Th A T TR S R

P TN

LD, SPINDLE AND ITIUTILATEL

All right, we’ve tossed the Golden Rule out there
and told you to mess around with rules that make the
game fun. “Sowhy,” you ask, “am [ paying forabook 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 FERIT...

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.

\X/HAT'S IN T FoR [TIE?

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
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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 avillain 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

WCHYEYEL N T YT
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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.

INTREDUCTI®ON: X/ EAVING THE TAPESTRY 7
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THE CRAFT
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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. [t may not seem like
3 | much at first, but it’s a lot to juggle. Do
A your Storyteller characters have the right
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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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Visitors to the White Wolf website will
7| recognize questions from the Mage
{ game’s Frequently Asked Questions
herein. In some cases they’ve been ex-
i || 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

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

04 Loom of Fate release the entire amount? The descriptions seem

05 Progenitors contradictory.

06 Digital Web Paradox is a fickle force. Sometimes it back-

07 Book of Shadows lashes; sometimes it waits. Sometimes it’s a hammer

08 Chaos Factor and sometimes it’s like sandpaper against your skin.

09 Iteration X Paradox usually ignites as it’s garnered but not

10 Book of Madness always. Figure about a one-in-ten chance that Para-

11 New World Order 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
anatural 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.

[f 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
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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. [t’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?

Asimplied 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,
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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 13™ 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.
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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; amage 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

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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Magic is arather indefinable thing in many ways.
[t 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.

PRIMTE 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
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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 STEORITT 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.

CormBAT 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.

TNt 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 &F [TIINITUIT DATTAGE

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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Neo “Is” 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.

DANGER®US DATAGE

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.

[Tloaks

In high-action games, you always have them: the
hordes of knife-wielding cultists/ robed mystics/
trained baboons/ gun-toting thugs. They have no
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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.

SYNCHR®NOUS 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
asa—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.
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Finally, the playerrolls 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 anet —2. She
rolls four dice (Intelligence 3 + Medicine 1) and
scores all successes. Her experience as an explorer
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helps to bring her friend through despite her defi-
cient medical knowledge.

CINEMIATIC ITIAGIC

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
(orextraordinary 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 ITIAGIC IS HARD @R EASY T® 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.

Neo Feci

"It’s supermage!” Foci help to add a lot of flavor
tomages — 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?)

N SUCCESS CasT

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,
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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.

D@UBLE SUCCESSESI

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).

ECH®ES:
AN ALTERNATIVE SYSTEI
®F PARADDX AND RES®ONANCE

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 O to 10. Mages with
Echoes beyond 10 points are removed from the game.

ECHOES OF AUTUITIN 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 Dream:s.

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.

ECH®ES ©F \X/INTER AND SUITITIER

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.
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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.

ECHeES ®F 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.

2 points

3 points

4 points

5 points

You're a bit distant from the rest of
humanity. You're notanunfeelingmon-
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.

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.
You are completely heartless, except
that religious symbols from the more
pious faiths put you off. You can’t cross
aline of saltsprinkled 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 fora -3
reaction modifier.

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
infantoranyone who’sjust beenshriven,
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.
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 fiendyouare, fora-5 reaction modifier.
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.

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.

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.

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

2 points

You're a truly kind and caring
individual. Animals can sense this
and come up to you. Dogs wag their
l tails, cats purr, and horses hit you

3 points

up for carrots. You exude good cheer
and as such get a +1 reaction modifier.
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.

4 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
youmay purchase the True Faith Merit.

5 points

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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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. Youdon’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.

THETIUSIC
®F THE SPHERES

e~ The sheer breadth of Mage’s magic sys-
JW tem can be adaunting 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 PONYVER

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
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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 t