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“Witless turncoats! Petulant children!
Treacherous simpletons!”

Ignatius Canticori paced briskly

1 about the small office, his face nearly as

dark as his robes, his bristling eyebrows

{ pumping up and down like a seagull’s

¥l wings. His mouth chewed as-of-yet un-

4] formed words into shape, face clenching

at their bitter taste. He whirled, a sleeve

flowing and flapping along outstretched arm, and

thundered, “Fools! Fools, all of you!”

Thewoman behind thedesksighed. “Yes,of course
we are — yet you remind us so often, it becomes diffi-
culttokeeptrack ofeveryinfraction. Whatisthelatest
indication of our mental deficiency?”

His eyes flared wider. “Constance, do you mock
me?”

“Of course not, I¢natius.” She adjusted her dark
¢lasses and pointed to the empty spot at the table.
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“Nowpleasecontinueyourmosteloquenttiradefrom
the comfort of your chair.”

Hestiffened. “This plan carries with it the stench
of desperation. The drowning man clings to every-
thing he can, even drag¢ing saviors to the depths in
his blind panic. I, however, refuse to be company to
your misery. I shan’t condone nor consent to this
course of action.”

Constancetilted her head. “Idon't recall request-
ing either from you.”

Meghan tried clapping both hands over her own
mouth, butcouldn’t hide her chortle. Hugh suddenly
seemed interested in the intricacy of the ceiling tile.
Sunil simply ¢lared at him.

“Ishall notstand for this,” I¢natius murmured in
alow tone.

“Then sit down, asshole,” muttered Sunil.

I¢natius quivered. “What did the witch utter?




“Itold you to ¢et back into your damn seat so we
can get this meeting over with, you pompous cock.”

“Sunil,” warned Constance.

“Comeon, Connie, it'snot liketherestof usaren’t
thinking it. He's like this every time we want to do
anything: always talking to hear the sound of his
voice, trying to carve out alliances, drive wedges be-
tween us.... He plays politics like Hugh plays women,
which is to say he’s only ¢ood at making enemies.”

Hugh frowned. “That's rather harsh of —"

Sunil'smouthtightened. “Look, hemixes with this
srouplikeabullettotheback of thehead. He wantsto

‘return to Horizon? Fine, I say we let him try his luck
with the Storm. With any luck he’ll dash himself to

_pieces and nobody will have to put up with his —”

“Silence,” whispered Constance, and all sound in
the room ceased to be. Sunil's mouth kept moving, but
almostimmediatelythe angerintheman’sfaceturned
tosurpriseand he paused mid-sentence.I¢natiusnoted
with alarm that he couldn’t even hear the sound of his
own heartbeat, or the rush of breath into his lungs.

Calm. Be calm, pulsed a voice at the core of his
mind,and heknewitwasnothisownthoug¢ht. Hesaw
Constancenod andsomehowheknewitwashermind
speakinginsidehim.Soundreturned withadullroar,
and he heard himself ¢asp, reassured at the noise of
his own breath.

“It is quite obvious that this dlscussmn has be-

come unproducnve, Constance murmured. “I think

thatallofus obeelsewhereforawhile. Takethe
ff. We'll meet again, same time to-
morrow.lexpectournextmeetingtog¢osmoothlyand
without unnecessary conflict. There is a difference
between speaking your mind and mindin¢ what you
speak.I encourage all of you to determine the differ-
ence between the two.” She stood and ¢rasped the
harness on Clay, her German Shepard, who helped
her navigate out of the room.

Sunil ¢lanced at Hugh and Meghan. “T1l be at the
range. Need towork offalittlesteam,” hemuttered, stand-
ingabruptlyand passingI¢natiuswithoutlookingathim.

“I'm off to a singles’ bar to buy alcohol for unin-
terested women,” Hugh called after him. “Truthfully,
I'll beatmy laboratory analyzing all sorts of transfer
methods for a ¢lucose substitute that will either help
speed the healing process or make a delightful cereal
topping. We'll see by the morrow.” He winked and

lipped out the door.

‘I...I have to ¢o...um, I have to...” stumbled
Meghan, before sighing and heading to the door. “I

can'tevencomeupwithalameexcuse.Factisthatthis

isawkward and youneed to bealoneforabit,soI'll $o
somewhere else.” She paused at the door and turned
abruptly in a flash of red hair. “We don't hate you,
I¢natius.” The smile she wore was an honest one.
Then she was ¢one, and he was alone.
[ I BN

I¢natius wasenjoying thewarm Virginiani¢htin
thefield behind thechantrywhen Meg¢hanfound him.

“You're lucky we don’t cut the ¢rass at night,” she
laughed, squatting beside him. He stiffened and be-
$an to rise, but she put her hand on his chest and
pushed firmly down. “Stay,” she said, and the hard
edge to her eyes convinced him not to argue. He lay
back, hoping she wouldn't bother him for long.

“T'vebeen wandermc.,S "shebegan, her voicefull of
caution, “and attempting to divine where [ was most
needed.The Wheel stopped its turn whenIstepped o
your elbow,soI'm ¢oing tostay whether you likeitor
not.” The smile reached her eyes. He i¢gnored it and
looked beyond her to the stars.

“Ornot, itwouldseem.” Shefrowned and looked
up. “Cloud-busting at night, huh?”

I¢natius felt her lay beside him, a presence of
warmth just to his left. He shifted awkwardly and
brushed a bug¢ from his hair.

“Whatdo yousee?”she asked. “Up there,Imean.”

“Truth,” hesaid, his voice ¢uarded. “I see the pat-
tern ofthe universelaid outlike a surg¢eon’smap.Isee
the veins of ¢ods, pumping light rather than blood.I
see all answers and know that I need only find the
proper questions.”

She whistled, long and low. “That’s beautiful.”

They both fell quiet. Only the night sounds and
thefaintroarofthehi¢ghwaybrokethesilence.“What .
do you see?” he asked, awkwardly.

“Lies,” she whispered. "I see a warm delusion to
keeptheSleepersquiescentand wrappedinablanket
of superstition.”

I¢natius looked at her, aghast. “How can you —"

“It's what I think, that's all,” she cut him off.
“Maybe I'm wrong, butI won't know that until I have
a ¢reater perspective. That's the whole point of the
plan, I¢natius. We need to broaden our perspective.
That's the strength of the Traditions: nine factions,
each with opposing viewpoints, all joined together to
createsomething better than the sum of the parts.On
paper, we're a bucketful of ¢asoline looking for a
match. In practice, we've lasted for centuries.”

“Itis impossible to simplify —"
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“Sharing perspectivesisourstrength. Look at me:
aEuthanatostaking ordersfrom an Akashic.History
says we're supposed to literally be at each other’s
throatsnightand day, yet Connie and I ¢etalong fine
because we're both working toward the same ¢oal.
We choose to keep that in perspective, rather than
fighting to the death over the sins of ancestors hun-
dreds of ¢enerations past.

“I¢natius, things have changed and we must
adapt. We don’t know how long before we hear from
anybody beyond the Veil. How lon¢ do we carry out
the wishes of the absentee parent before we realize
that we've been abandoned? When do we make our
own decisions?”

I¢natius sighed. “You're correct. We don 't know.
TheStormcouldend nextweek ornextcentury.lagree

.thatacertaindegreeofautonomyisprudent, buthow

uch is too much? What comes to pass when the

Storm ceases and ourestranged leadersreturntofind
us in bed with the Technocracy?”

‘Meg¢han smiled. “Ours is not to question why
I¢natius.labsolutelyhatesoundingliketheperfectlittle
soldier here,buttheDeacon hasasked thisbedone,and
now we have to carry out the chantry’s wishes.”

“Then why not use the others?”

Meghan arched her eyebrow. “Hugh is better in
the [ab than the field. We found that out last year
when he nearly lost his le¢ below the knee. Sunil? He
getstrig¢ger-happywhen he’snervous, whichwedon't
wanthere.Conniewouldn’t¢o withoutClay,and that
do¢ isn’t exactly capable of knowing a thing about
covert operations.”

“Quinn would never have allowed this.”

“Quinn’s ¢one,” Meghan murmured. “Constance
is acting Deacon until we hear from him or can con-
firm his death. I know he was a friend, and I think it’s

- adamnshameyouwereherewhentheStorm hit. And
~ don't ¢ive me that look; I meant that it's obvious you
wanttobebackinHorizon,notstuck with fourstrang-
ersin a world you left behind years ago.”

“You seem to have omniscient insig¢ht in regards
to my life.”

“No, but I'm ¢ood at recognizing irrationality.
How'sthisforinsi¢ht: Youtaketheroleoftheoutsider
because you're afraid to get close to any of us. You
havethefoolishidea thatkeeping your thoughtsand
hopes wrapped up with Horizon will help youreturn
that much sooner. Through perseverance and devo-
tion, you'll be rewarded with a trip home.”

His silence was damning.
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“Lucky guess,” she whispered. He felt her hand
clasp hisown, fingers locking with hisin a warm em-
brace.Heturned tolook at her. He could barely make
out herfreckled face in the darkness, buthe could see
the sadness in her ¢aze. He swallowed thickly and
cleared histhroat. “Please reiterate the specifics.”

Meghan smiled faintly. “All right. The $uy’s name
is Carl Tyler. He lives beyond Manassas, out in the
boonies. His houseisisolated on a large plotof wooded
land — we don't need to worry about nei¢hbors spot-
ting us. He’s reportedly out of town until next Monday.
Thisleavesathree-daywindow.lhaveentryandegress
plansworked out,sofollowmylead, keepalow profile, -
use your mastery of the arcane to keep us unobserved;
you know the drill. Oh, and wear your black robes.”

I¢natius nodded absently. Meghan frowned and |
squeezed his hand. “What's wrong?”

Hesoug¢hthard for words. “It’sjust... why werewe
selected for this petty thievery? Why us?”

Meghan laughed. “Me? I belon$ to the Lhaksmist
sect of the Euthanatos. You mi¢ht say I was typecast
for breaking and entering. You?” She stared at him.
“You're here at my request.”

“Your pardon?”

“You're more competent than you would like to

admit, and I'd be much more comfortable with you
watchingmybackthan¢oingitalone. Watergateduty
might bebeneathyou, but keeping mealiveshouldn’t
be. Are we clear?”

ing, you need to remember that this Sleeper is dirtier
than a pi¢ in shit. When you steal from a thief, you're
notbreaking anylaws.None of theimportantones, at
anyrate.Now, let's ¢etoutof this ¢rass before the bugs
nestin ourears.”

Meghan drag¢ged I¢natius to his feet and led him
back to the chantry.

“Was it absolutely necessary to kill the do¢?” he
hissed.

“It was just an animal.”

Iénatius shook his head angrily. “It was a living
creature.

Meg¢han cocked herhead.“Itwasalivingcreature
thatwould havetornyourthroatouthadInotstopped
its heart. Shut up and toss the study, all right?”

I¢natius took the closets and piles of paper wh:
Meghan stuck to the two desks. Meghan snapped pi




tures of the desk’s contents with her digital camera.
I¢$natius letthe power of thestars burn all hesawinto
thecoreof hismind.Theyfinished theirsearch before
the pit bull's corpse had fully stiffened.

“Only thing left is the computer. You'd think a
rich bastard like this would have something better
than this relic,” Meg¢han smirked, waiting patiently
as Windows for Workéroups booted on the ancient
machine.

“Maybethat'swhyhekeepsit,” pondered I¢natius.
“He’s ¢rown familiar with it, and knows that others
~won'thavethepatienceortheknowledgetodeal with

-somethingsooutof date.Itdoes whatheneedsittodo,
so hesticks with it.”

, “Or maybe he’s just cheap. For a collector, he
“doesn't know anything about class. It looks like he
picked upthisfurnitureataflea market. Probably —
ah, shit,” she frowned.

“What?”

“Ithink I found the files, but he’s §ot them locked
downprettytight. Weneed tocrack'emtoseeifthey’re
the right dirt. Impossible for a run-of-the-mill thief.
Enough to keep your average NSA mouthbreather
decrypting for a decade. Me? I get to cheat.”

Meghan took a pale, tear-shaped object from her
pocket. Made of cheap plastic and as bi¢ as her hand,
a hole the size of a half-dollar pierced the thin face.

“What'sthat?”

“Ouija, she s;rmned

“Weej:

“Forget the name. I need your help. I'm going to
place this over the keyboard. It will move of its own
accord, stopping over the keys that spell out his pass-
word. You need to look through the hole and press
those keys.”

“That'sit?”

“Yep. Make sure you remember what it spells so
wedon’t have to o through this again,” she warned.

“Understood.”

Meghan ¢rasped the planchette with both hands
moved itabove the keyboard. Her eyes fluttered shut
and her teeth clenched. I¢natius moved next to her,
close enough that he could hear the soft whisper of
~ her breath. He forced himself to focus, leaning for-
ward to [ine his eye up with the hole. Slowly at first,
then with more assurance, her hands began to move.

¢ o0

complained

, Thls suit is uncomfortable,”
$natius.

“You look nice,” Meghan murmured.

It impedes the circulation of blood to my chest
and ¢roin.”

Meghan [aughed. “Let’s hope this ¢oes quickly so
you can ¢et back into your robes.”

The door opened and two men entered the office.
Thetall black man with the ¢raysuitand ¢lasses took
a seat behind the desk and flipped through the con-
tents of a manila folder. The short white man filled
his tan security uniform rather completely, his hat
unable to fully conceal wispy brown hair combed
over a balding head. I¢natius noted with alarm that
the man’s hand hovered near the butt of the pistol
slung at his waist.

“Chad?Pleasesecuretheroom,” said the man be-
hind the desk, his eyes 5till on the file.

The security officer nodded and locked the door,
removing whatlooked like a cell phone from his belt
Hepushedsomebuttons,studied thereadoutand gave
asatisfied nod when the object chirped twice.

~ Theman behind the desk closed the file and took a
longlook atthe two peoplesitting before him. “I'm Spe-
cial A¢entCedricGreenwiththeCriminalInvestigation
Division of the IRS.I'm also an Associate with the Syn-
dicate. I understand you sought to speak with us
through the proper channels. Though somewhat un-
orthodox, I have been assi¢ned to hear your concerns.

“As per the Syndicate’s Fairness In Reporting Act
of October 1999, I must inform you that this con-
versation will be recorded for internal use. ‘Internal
use’includes, butis notlimited to, voice/stress analy-
sis, data corroboration, vocal patterning, full
etymatic reconstruction, and storage for aminimum
of 30 calendar years. Also note that Chad’s job is to
ensure that [ leave this room in the same condition
thatIentered Heismuch morecapablethan hisphysi
cal appearance would lead you to believe.”

Meghan nodded. “Understood,” said I¢natius.

“Good.” Cedricrelaxedslightly.“Whatbringsyou
folksto DC?”

“We would like to report a massive amount of
fraud, possession of stolen artifacts,and corruption,”
Meghan began.

“Is this a confession?” Cedric asked, arching an
eyebrow.

I¢natius snorted. “Hardly, Associate Green. Ms.
Gibson and I wish to speak of amatter affecnng" your
or¢anization, not our own.’

Cedricstiffened. “Thatisn't —”

“Possible, Associate Green? I assure you that not
only can we expose possibility, but also that we can




verifiably demonstrateunarg¢uablefact. Weonly ask
for your time and an open mind.”

After a pause, Cedric ¢ave a slight nod. Meg¢han
shifted uncomfortablyin herchairandshotI¢natius
alookofconcern. Hewinked and turned to Cedric,the
faint play of a smile on his lips.

“Allowmetopresentyouwithatheory.Fouryears
prior, when our organizations were more directly
engaged in their disagreements, an operator sympa-
thetictoourcausemanagedtoinfiltratethisbuilding
and departwithalar¢eamountofinformationsensi-
tive to certain elements of the Syndicate.”

“TheSt.Patrick's Day break-in.I remember that.”

“Correct. Much of the data was seemingly worth-
less, but it was retained and distributed throughout
ourorganization. Theinformation wasimmediately

ted foranalysisusing automated methodsand was
iled away for later use. Five weeks ago the process
reached completion and cametoourattention. Much
was, of course, woefully out of date or inaccurate fol-
lowing the events of the past four years.”

“Does this story have a point?” Cedric snapped.
“Sofarlonly hear ¢loating.”

“Far fromit,”I¢natius cautioned. “Mostinteresting
to us were a few anomalies that presented themselves
uponcorroboration withinformationofourown.One
such anomaly we wish to bring to your attention con-
cerns a Manager named Alfred Trenton.”

I¢natius watched Cedric¢row verystill ashecon-
tinued, “It seems that Trenton has held a close
friendship with a Sleeper named Carl Tyler for many
of his fifty years. Trenton’s inculcation with the Syn-
dicate in 1987 has not affected this friendship, for
Trenton and Tyler remain in contact to this day. Not

[togetheruncommon amongstthoseof ourkind, but
ou will find most interesting the len¢ths to which
dear friends ¢o to protect each other.

“Ispeak ofactivities perpetrated by Tyler,including
theftofartandartifactsmostvaluable thelaunderingof
funds and the failure to report his illegal property as
taxable assets. It seems Tyler has such an appreciation
for works of art that he has taken to hoarding them for
his own personal use. This predilection doesn’t limit it-
self to paintings or fine vases, for Tyler has authorized
thelarcenyof museum pieces, itemsof historicalsi¢nifi-
cance, and even ¢one so far as to fund — through
intermediaries—the1997 theftofrelicsfromtheVatican.
Current marketvalueof Tyler’s known acquisitions ex-
ceeds $700 million in US. currency.

“Trenton knows of Tyler's questionable habits
and doesall within his power to keepthem concealed

from the IRS and the Syndicate. We are not clear
whether Trenton is behind any extortion of his own,

but we have irrefutable proof of his invei¢lement

within yourorganization. He has ‘worked the books,’
sotospeak.He has keptyou blind from theinsidetoa
flagrant violator of your own precepts.”

Cedric removed his ¢lasses. He pulled a hand-
kerchief from his pocket and slowly wiped his
¢lasses clean. His expression remained blank as he
polished the lenses with ¢reat care. “Why are you
telling me this?”

“Another one of those pesky anomalies,” Meghan
piped up. “Five years ago, an Associate Cedric Jerold
Green was assi¢ned to look through Manager Alfred
Trenton’slaundryandseeifanyofitcameoutdirty.He
failed tofind anything valid and afterwardssuffereda -
series of setbacks in his career. Though we could only
extrapolate, the setbacks seemed to come at the behest
of somebody in upper management. It almost seemed
asthough somebody was punishing Associate Green.”

“What do you want?” snapped Cedric.

_ Ig¢natiuscleared histhroat. “Our wantsaremany,
but we ask nothing. We are prepared to hand over
enough evidence to damn Tyler and Trenton. What
youdo with it weleave up to you, for thisis clearly an
internal matter that doesn’t require our attention.”

Cedric replaced his ¢lasses and stared at him.
“What'sthecatch?”

“Nocatch,AssociateGreen.Byallaccounts— par-
ticularly those of your superiors, as we learned from
thefiles—youareamoralman.Thecynic withinsays
suchathingisimpossibleamidsteithertheSyndicate
or the Union, but we are hard-pressed to find any
mention of you that excises a reference of your ten-
dency to — well, to be quaint: ‘to do what you feel is
right’ We would onlyfeel confidentleavingourfind-
ings in the hands of one such as yourself.”

“Bullshit. You wantsomething.” .

“And I maintain that we shan't force you into a
position of chasing a carrot on a stick. Meghan? The
evidence.”

Meghan removed a thick manila folder from her
briefcase, five thick rubber bands barely able to keep
it closed. Various shades of paper poked from the
sides, and multiple bulges betrayed the presence of
computer storage media. It fell to the desk with a sat-
isfying thump. She smiled at Cedric and leaned bacﬁ(
in her chair.

“All yours,” she said. “No blackmail, no br
Concerned citizens bringing this to your attention.”

“Right,” mumbled Cedric. “Isthat all?”




I¢natius turned to Meghan. “Our business here s
complete,I believe.”

“Thar’sit,” she nodded.

“Where's the violin?” mumbled Cedric.

“Your pardon?”

Cedricleaned forward, handsclasped, eyesbitter.
“If this is all for my benefit, why do1feel likeI've just
made a deal with the devil?”

I¢natius bristled. He bit back the first three com-
ments that came to mind, and the fourth for ¢ood
measure. When he spoke, it was with the measured

‘intensity of a frustrated parent.

“Ihavebeentotimesand placesyoucould neither
imagine nor comprehend. I have seen things you
would never believe plausible: sin ¢iven form, unre-
quited love, the brilliant sadness of a star bisected at
the whim of dancing ¢ods. I slew the spawn of a
Nephandicsiltwhore and watched the Umbral land-
scape brighten noticeably as their death rattles filled
the air. I spent thirty of this world’s years fighting
against the widespread standardization perpetrated
bytheTechnocracy,allto haveefforts — my efforts —
proven for naught in the span of months.

“Now you sit here in a ¢ray suit, filed away in a
g¢ray building at the heart of this ¢ray city, and after
swallowthirty yearsof wounded prideto presentyou
withagestureof peaceand cooperation, you presume
to liken me to a vile creature of darkness intent on
taking your advantage and offering nothing more
than empty deception in return.l assure you, Associ-
ateGreen,thatourfeelingsinthismatteraremutual.”

Iénatius watched Cedricflinch and felt Meghan's
alarmed stare. He heard Chad move behind him and
wasreasonably certaintheman’shand nowrestedon
the pistol. He forced his body torelax.

“Icanalsoassureyou,” hecontinued calmly, “that
neither of us is correct. We simply can't conceive a
world withoutattemptsatreciprocaldestruction. We
receive an olive branch and spend weeks looking for
thorns. By the time we conclude it’s simply an olive
branch, thespri¢ haslon¢since grown dryand desic-
cated. Qur paranoia leads us to believe the gesture
wasadiversion,intended todistractusfromsecretive
manipulations. Soon there comes preemptive retali-
ation and fighting be¢ins anew.

“Thisisthefoundation of our history, buthistory
isnot why Meghan and I sit before you. We came here

to lay the ¢roundwork to our future. We came with
sureintentions, playing by the rules youset, working
withinasystem you helped develop.Takethisbranch,
Cedric. It bears no thorns and we intend no distrac-

tion. We want you to ¢ive us a chance, but we will not
ask. We leave everything in your hands.”

Cedric’s eyes fell from I¢natius to the large stack
of folders before him. He satimmobile for a lon¢ mo-
ment, staring at the bulge of papers and disks.
Meghan’squietcoughandtheclickingoftheold-fash-
ioned wallclock weretheonlysoundsintheroom.He
slowly unclenched his hands and reached forward,
quakingslightly, brow beading with asmallamount
of sweat. He hesitantly placed them on the manila
bundle, nearly flinchin¢ at the touch, before he
¢rasped the packagefirmlyand pulledittoward him.
Then he removed the rubber band, flipped open the

top folder and beg¢an to read.
5‘ kkosk

Theyslipped into the rear of the Metro car, backs
pressed to orange plastic seats. Meg¢han socked
I¢natius in the arm, her smile contagious. “Great jo
in there. You really caug¢ht me by surprise. I had no
idea where you were going."

“I offer contrition.”

“Don’t apoloélze I¢natius. You knew what you
were doing, and more importantly, it worked. I'm
impressed.”

“Oursisnottoquestionwhy,” hestammered,and
was rewarded with the warm sound of her laugh.

“Sonow we wait,” shesaid, sobering rapidly. “We
wait for federal agents to kick down Tyler'sdoor and
confiscate his collection, or for Cedric’s body to wind
up in a ditch by early next week.”

“Or for Cedric to blackmail Trenton,” I¢natius
added, “and leapfro¢ his own career.”

“Unlikely, but two of three options work to his
advantage and to ours.”

“We have no assurances that he will find us fa-
vorable,” cautioned I¢natius. “No matter what
happens, no matter that we presented this informa-
tion as a $ift with no strings attached, he is a moral
man. He already feels indebted to us. It will eat away
athimuntilguiltovertakeshissuspicion,leaving him
to provide a favor in return, thinking that will dis-
charge his perceived oblig¢ation to us.”

Meghanstudied him.“And howdo youfeel about
doing that to the guy?”

I¢$natius frowned. “It's a shame he'll think we're
trying to manipulate him, but if we meet each favor
repaid with another favor of our own, perhaps he
will eventually come around to understanding that
we were entirely truthful with him today.”

Meghan’ssmilewasslowincoming.“Ithink you're
getting the hang of things,” she murmured.
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I¢natiusslipped hishand around hers. “Thavean
excellent teacher.”

Shestaredinmocksurprise.“Oh,soI'mtheteacher
now? Whatever happened to the ¢reat Iénatius, who
deigned cometoearthtotellusall whatweweredoing
wrong?” The soft squeeze of her hand drained the
. venom from her words.

“He stopped staring at the stars,” said I¢natius.
“Hefinally took a Iook around and noticed where he
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was, rather than stumbling blindly about with his
nosein the clouds.”

“Wonderful,” she ¢rinned. “We've civilized you.
Any chance you'll start wearing pants on a regular
basis?”

“Not bloody likely,” he snorted. “You can teach
me new tricks, but you'd damn well better stay away
from my wardrobe.”

They shared a moment of introspection as the
train pulled away from the station.
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YoU HAVE ALWAYS BEEN READY

Do you remember? Because somewhere, down inside of you, there’s a

Do youremember the sense of wonder ~ part of you that still yearns for them. It’s the part that
at the vibrant colors of your early youth, shivers with anticipation when you just know that
when discovery still meant dabbing your ~something will never happen, yet you expect it anyway.
| fingers in the paint and spreading your It’s the bit that gazes in wonder when you see something
| vision across lines and pictures? new and magnificent for the first time. [t’s where you go

Do you remember the depth of your Whenstark terror takes away your breath and makes you
first love, the one you'd love forever, the  look inside yourself at the truth, too.
one you'd always go back to? It’s not always comfortable or nice. Sometimes it’s
Do you remember the fascination of the first movie ~downright scary. But it's something bigger, something

you saw! The first faerie tale you heard while being you can’t ignore; it touches something primal. It’s in
o tucked into bed? everyone, and that’s why we’re all part of it. "

i e

L i e

Do you remember all of these things?

i
. B
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You probably go to a regular job, drive a some-
what used car and watch recycled sitcoms on TV.
You eat at fast-food restaurants or occasionally grab
something at the grocery store. Maybe you play some
computer games, and you pay your taxes and have a
driver’s license.

All in all, a very normal life. Normal. Boring.
Mundane.

So what's the point? Are you content to live as a
slave to the same culture and technology that’s perpetu-
ated itself for a thousand years now? Do you really find
satisfaction in following all the laws, filling out all the
forms, paying the same bills month to month and
drowning in the stifling conformity and bureaucracy?

Oh. You rooted for the underdog on Survivor. You
watched Babylon 5. You read a couple Tolkien books.
Good for you.

What happened to the faerie tales and ghost sto-
ries? Where did the sense of wonder go? Did you ever
even bother to look back and think, “Fuck, why is my life
so goddamn pathetic? How come there’s nothing spe-
cial? Why aren’t there any heroes any more?” Or do you
even care enough to think about it? Are you so content
that you'll sit on your ass and not even wonder about it?

Because there is something more. Those people out
there who believe in aliens, crystals, God, reincarna-
tion, spirits, spells and spooks may be whacked, but they
aren’t necessarily wrong. What's something you be-
lieved that you never told anyone? Did you think you
saw something not quite human out of the corner of
your eye once! Could you swear that sometimes you
dream things and they happen later? Do you ever get
that chill that just runs down your spine for no reason
and turn around to see someone watching you? Ever
listen to some people talking and think how odd that
they have voices just like your friends? Did you look up
at the stars and swear you saw something moving that
wasn’t just a plane? Yeah, everyone’s done it. And you
never tell anyone, because you're afraid that it’'ll sound
stupid or crazy. But it’s not. It’s all true.

AN/ IDER W/ @©RLD

It's time to break out of that shell of mediocrity.
The world bombards you with messages telling you
about the horrors of starvation and barbarism, instruct-
ing you in how good your life is and how much better
this modern age of technology is than the so-called
“Dark Ages.” What's the point in a boring, semi-
comfortable life of bleary oblivion?

Yes, there are risks. There really are terrible things
waiting in the shadows, ready to eat you and turn your
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world on its head. You also take a risk every time you
cross the street, or get on an airplane, or go to the bank
where a whacko with a gun might shoot you. So what
would you rather do — live and die in mediocrity, or
take charge of your own life, make your own decisions,
decide on the risks you want, and see what the world
really has to offer?

You never took that trip to Europe because you
were afraid you couldn’t afford it. You didn’t ask out
that sweet little number at the bar, because you were
afraid of rejection. You never tried that joint your
friends were passing around because you were afraid of
getting caught or hooked. Are you gonna go to your
grave with the comment “Here lies a boring person who
was afraid to live?” Maybe you will.

But maybe you won’t. Maybe, just maybe, you will
find the courage to take that plunge and to do some-
thing a little differently. Break a few rules. Walk on the
edge. Believe in something better than this gray ho-
mogenous crap that the world — and the Technocracy
— keeps trying to shovel at you.

That’s why we’re here. We've taken that step, and
we'll help you to take it, too. We don’t promise that it
will be safe, comfortable or easy. But if you make the
most of it, it will be more than worth it. Together with
us, you can make the world something better.

A LIFE oF W ®NDER

Hundreds of years of patience, reverence, mysti-
cism and wisdom — but for what? The Traditions are
desperate remnants of other ages, barely confident of
their own crusade. Hiding among the cracks of hu-
manity they strive for truth, imagination, expression
and power.

To the average person, the mages of the Traditions
might seem incomprehensible. Why would anyone
want to live in a world with demons and horrors,
walking nightmares and fell curses? Why go back to an
age of eccentric wizards in crumbling towers when
shining skyscrapers and glamorous entertainers beckon?
Truly, the Traditionalists are outcasts and threats to the
common man. And vet....

At heart, some spark cries out for wonder. “Isn’t
there more to the world than this?” the working man
asks as he goes about his banal job and his mundane life.
“Don’t my dreams mean anything?” questions the woman
who imagines a brighter, more vibrant world. The
Traditions answer that spark. For every strange, bizarre
or fantastic possibility, the Traditions open a door. Yes,
the Traditions say, there is more to the world than this.
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So it is that nine Traditions come together in
common cause. While these mages may be outcasts
and rogues hunted by mankind’s self-appointed de-
fenders who risk humanity in their quest for
enlightenment, they also set aside ages of differences,
gather collected ideologies and dream of making a
world together where all of the participants bring
something of value. Just as the Traditions form a
greater council that owes its strength to the diversity
of the members, so too do they hope to awaken the
imaginations of every human and to turn those diver-
gent dreams into a brighter combined world.

This, then, is the Guide to the Traditions.
[TleeD: CONTENTION AND CONSTRUCTIGN

The Traditions will never accomplish anything
meaningful, some nay-sayers claim. The War is
over. The Technocracy’s too strong. People don’t
give a damn.

Except, of course, the mages of the Traditions.
Regardless of what the Sleepers have thought, these
visionaries have always gone their own way. The Tra-
ditions may well be scattered and bruised, but each
individual mage still has potential to effect great change.
This isn’t simply a matter of world-crashing spells —it’s
a battle of ideology and education, as well. Great
leaders and thinkers don’t have to be Awakened to
change the world. Mages have an extra advantage,
because not only can they too be revolutionaries and
visionaries, but because they have the weight of magic
backing them up.

Sadly, just as everyday people rarely agree one
hundred percent on issues of politics, religion or moral-
ity, so too do most mages dispute and debate over the
proper course of the world. Some small groups may work
together for unified goals, but they quickly turn on one
another once a problem rears its head or the goal nears
completion. Ideological gulfs give rise to the schisms
between Technocracy and Tradition, but what about
the problems between the Traditions themselves?

For now, the Traditions remain together. Cer-
tainly, the world’s too dangerous for them to go it alone
— by sharing their strengths, they forge a greater
chance at guiding a better tomorrow. So who decides
what makes a “better” tomorrow? Who's in charge of
the committee that tells which plan to use and which
goals are most valid? Of such debates have come tears
in the fabric of the Traditions.

Even so, the Traditions hold strong. Perhaps their
unified purpose is so strong that it defies the vagaries of
individual members — each time one mage tries to tear

b

something down, three others shore it up. The Council
as a whole has a momentum that won’t stop, even with
the loss of important members, the failure of major goals
and the continued pressures of a world that doesn’t
accept it. While Tradition mages still bicker and fight
over their perceived goals, they're also out there getting
things done — especially now that the pressures of
recent losses have forced new alliances, dashed old
politics and made mages take a stand. Tradition mages
may be scattered and desperate, but there’s also hope for
a better future. There’s room to clear away debris and
carve out new niches.

THEITE: HOPE AITID THE RUINS

With the Traditions in their reorganizing position,
many of their old ways come under scrutiny. Is it really
worthwhile to expend effort to brand someone magi-
cally because he said something insulting to an older
mage? Is there really a point to establishing Umbral
bases and hoarding magical resources while everyday
people suffer under the problems of very real poverty,
warfare and hatred? Perhaps — but, for the first time in
a long time, the Traditions are looking around and
seeing not only how they can advance themselves, but
what they can do to help other people as well.

Despite the many setbacks thrown against the
Traditions, hope remains. Mages still might not agree
on what’s the right thing to do or how to do it, but they
entertain the notion that everyone has a say and that
these issues should be explored. Instead of automati-
cally learning set responses to the Technocracy,
inherited strictures and enforced structures, the mages
of the modern Traditions have flexibility. They can
decide that the Traditions just aren’t working for them,
or that important issues merit their attention first.
Where before this might have garnered scorn or ostra-
cism, the younger Traditionalists recognize the validity
of personal agendas. After all, if the Traditions wanted
to allow all people to express their own magical beliefs,
how could they hypocritically label some goals or meth-
ods as “more correct” than others?

While the Traditions may still have problems, their
long-time adversaries aren’t all entering the new mil-
lennium painlessly, either. The self-same apathy that
dulls humanity and the frenetic destruction levied by
the Reckoning have kept the Technocratic Union
fighting internal problems. While Technocrats may
still rain down destruction on unsubtle Traditionalists,
they're apt to leave low-key cabals alone. Without the
threat of imminent hunting over their heads, Tradition
mages have a better chance to fit in to local communi-
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ties and organizations, there to spread hope and heal-
ing, or just to promote their own agendas. The pressure
of the prophesied Armageddon even brings long-time
enemies together for reconciliation or just for a mo-
ment of peaceful coexistence. The Traditions have
re-embraced their ideological roots, opening the doors
to diversity and to cooperation.

Some Tradition mages still fight against the Tech-
nocracy or stake out valuable territory in the Umbra.
These pursuits remain as valid as ever. Now, though,
the Traditions recognize more than before the validity
of other forms of service — of working in communities,
trading knowledge, forging peace and bridging the gulfs
between different ideas. Where before an old mage
might count his success by the Nodes he could control,
the Chantries he numbered as allies and the Umbral
Realms he’d explored, a modern Traditionalist may
eschew such magical heights entirely for the more
concrete rewards of making a difference to the things
that mattered to him even before he ever Awakened.

There’s still hope for a better future. The Tradition
mages have come to realize that fighting to own pieces
of that better future isn’t the same as making the future
come to pass. '

Of course, the Traditions have many hurdles to
clear if they're to prosper — or even to survive another
century.

Hew To Usg THIS Beak

The Guide to the Traditions offers an explora-
tion of why the Traditions do what they do, how they
remain together and how they manage to communi-
cate when they're really nine disparate groups of
magical practices with divergent philosophies. This
isn’t to say that the Traditions are wholly unified and
lockstep, but with this resource, you should have a
better understanding of what motivates the Tradi-
tions— or how to rebuild the assumptions that underlie
the Council in order to make the Traditions reflect
what you want in your game of Mage.

While the Technocracy might use fact-sheets and
no-nonsense presentations of objective data, the Tra-
ditions are an organization of fantasy, whimsy, legend
and myth. As such, many of the lessons to be learned
here are told from the perspective of Traditionalists or
passed on as cautionary tales. Some may be biased,
others a little inaccurate — but in the interests of
giving you useful information, you'll also find com-
mentary to help Storytellers and players alike in the
integration of this new material.
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Instead of seeing the Traditions as a bunch of
esoteric and loosely allied groups, you'll see how to fuse
Tradition cabals into smoothly-integrated units — or
not! Just because some Tradition mages might be able to
get along together and cooperate with their magical
skills doesn’t mean thatall of them do. From stereotypes
to shattered lenses you'll see the wondrous variety that
the Traditions embrace in their attempts to broaden
the horizons of all humanity.

Chapter One: Heritage presents a brief exami-
nation of the Tradition stance. Here you’ll see why
Tradition mages bother fighting at all. You'll also
start to learn about why the Traditions are even
worthwhile, and why they must remain together.
Plus, you’ll find a glossary of terminology often used
by modern Traditionalists.

Chapter Two: Mysticism pulls apart the Tradition
way of looking at things. Instead of cataloguing and
categorizing the whole world, Tradition mages see it as
a combination of intuition, divine grace and marvelous
splendor. Here you'll find comments and stories from
Tradition mages explaining how they see a magical
world and reconcile it with the science with which they
grew up. You'll also discover a look at Paradox, a
discussion of metaphysics and an examination of the
many tools that the Traditions have fostered among
one another. Plus, a few hints at things to come: The
ways that the Traditions change to adapt to the modern
age, and the proto-Traditions that form when science
and magic fuse into something new.

Chapter Three: Traditional History presents a
timeline of the major achievements of the Tradition
Council {and some of its forebears). You’ll also find
some of the, er, setbacks that’ve hampered the Coun-
cil. No standardized tests on this one, but you might
learn a few darkly hidden secrets that the Traditions
found too embarrassing (or too well hidden) to re-
veal until now.

Chapter Four: Pathways examines where the Tra-
ditions head for the future. Follow the adventures of
some Tradition mages and see how they get the job
done for the Council. Explore the goals of the Tradi-
tions, their means of execution, and also the standards,
procedures and ranks that the Council uses to recognize
achievement, reward innovation and discipline those
who threaten all magical society.

Chapter Five: The Traditions covers our heroes
themselves. From individual contributions to the mix-
ing of various different elements, the Traditions form
a painting made from a palette of wildly different
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colors. See what combinations you can discover, or
pick out the brilliant brush-strokes that illuminate
individual accomplishment.

Chapter Six: Building Character will help you to
look deeper into your Tradition mage, and also gives
some ideas on how to integrate your mage into the
larger Tradition culture. No mage is an island, so your
mage might very well have influence over a Chantry or
hold a potent Familiar. Plus, the new Adversarial Back-
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grounds: How to turn Backgrounds against your charac-
ter — for points, of course.

Chapter Seven: Storytelling delves into the craft
of weaving a Tradition tale. Here you'll find permuta-
tions like Traditions as bad guys (gasp!) or long-running
games that follow entire lives or lineages of mages.

Chapter Eight: Treasures examines potent rotes,
places of mystery and tools that just might turn the tide
in your mage’s battles.
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-4 Every mage is a unique individual — Tra-

] ditions, Crafts and factions are all simply

#4 ways to put similar people into familiar

i croupings for ease of identity. While some

conservative mages might claim that the

| formalized roots of training in a Tradition

{ place a signature stamp on mages of that

Tradition, exceptions do — and always

will — exist. Indeed, the Traditions them-

selves are not immutable; in time, other societies may

rise up or engulf the Traditions in change. Because

every mage is an individual, no group can claim a total

rigidity of structure and history. Mages must be flexible

enough to accommodate new beliefs and new ways of
doing things.
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With the Final Nights here, the Reckoning come
and Armageddon potentially at hand, the Traditions
are desperate for members. Recruitment brings in old
blood that once scorned the organization and new
mages who don’t quite fit all of the familiar molds. Some
practice magics rather far afield from the Traditions’
original systems. Others have bizarre quirks or manifes-
tations of magic that defy any supernatural
understanding. Most find a home in some Tradition or
another — nobody can afford to turn away allies.

Given the disparity of different mages, strange
characteristics might crop up on any practitioner of the
Art. Some or all of the curious developments included
here mightshow up inyourstory... asa plot twist, a new
arrival or even a curse upon your characters....
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ADDITIGNAL CONCEPTS

A couple of added concepts bear explora-
® tion for Tradition mages. Some mages have

undeniably magical histories that eschew

the mundane realities of most people. While
| these concepts aren’t appropriate for every
| game, they can open the door to unique

characters in high-magic games or
| chronicles with a flair for whimsy.

CONSTRUCT

Your mage is not exactly human... well, sort of.
Somehow, he was created in something other than the
usual birds-and-bees fashion. While he may seem pretty
normal, there’s an undeniable twist of past there... of
which he may or may not be aware.

A construct character can vary widely between
many possible origins. The character is a magical entity
created with the Spheres of Life, Mind, Prime and
Spirit. The form of creation could be just about any-
thing: A clone, a double made from the air, a statue
given life or a sentient computer in a flesh-like body.

Constructs often have specific Flaws relating to
their type of creation. A construct might have a vulner-
ability to beingdispelled or unraveled! Some constructs
might seem a little “more than human” in some ways
(with a Legendary Attribute) or have odd quirks or
problems (such as the Amnesia Flaw). Constructs often
have some level of the Notoriety Background or Enemies
(because people may be out to destroy them, and
artificial beings don’t always have standing in magical
society when compared to “real” people).

[TlAGICAL HERITAGE

No, your character isn’t the Dolly Homemaker of
the Traditions — a magical family isn’t often a normal
one. Rather, this sort of character comes from a family
whose entire lineage, or at least a significant part of it,
has magical characteristics. This doesn’t necessarily
mean that the character has any sort of “genes” for
Awakened potential, but certainly the family has al-
ways had some errant quirks. Perhaps every third son of
a generation winds up Awakened; better hide that trait
from the Technocracy! Or maybe a powerful curse
haunts the entire family and everyone in its line can see
ghosts or has some supernatural catastrophe befall him
or her. Perhaps one of the family’s scions is actually a
vampire or werewolf... and the budding magician had
best step carefully lest Uncle Lester pull him aside for
a few “lessons and favors.”
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Characters from amagical family may have a quirky
history that leads to special knowledge — if Uncle
Lester is a vampire, after all, and decides to take his
budding nephew with special talents under his wing,
your mage might learn a few things about the undead.
Similarly, a magical family might have members who
all share the same sets of Merits and Flaws: perhaps
everyone in the family is a Medium, or all lineal mem-
bers have a Curse. If other members of the family are
full-on mages, then Tradition training may not be a
problem: The character’s relatives will see the mage
through the Awakening and the harrowing magical
studies beyond. Members of such a family will often be
Allies as the Background, and distant relatives or family
connections or servants could be Contacts or Retainers.
On the flip side, some families are dysfunctional and
might serve as Adversarial Backgrounds, as well.

A magical family could also have a Chantry or Sanc-
tum in the form of an ancestral home. Magical relatives,
because they share similar upbringing and background,
often have similar or identical Resonance, too.

NE®~TRADITIONALIST

The Traditions, as examined, must change and flex
to accommodate new times and emerging trends. A
neo-Traditionalist is on the forefront of such change,
espousing new ways to do magic and breaking from the
old mold of the nine members of the Council. Such a
character may bring a new spin to an old Tradition, like
atechno-Dreamspeaker, but more and more often these
individuals are mages who place a specific faction or
agenda ahead of any old Tradition. Indeed, some of
them might well be considered Orphans who are mem-
bers of factions that also have ties to the Traditions.

A neo-Traditionalist character could have any
variety of capabilities. Check out the faction-specific
mages described on pp. 201-202. Neo-traditionalists
may, eventually, become new Traditions, but such an
evolution would probably take decades or centuries.

Neo-Traditionalist characters should set up a set
of Traits consistent with the neo-Tradition’s agenda.
For instance, aneo-Tradition based around the spread
of Green economic policy probably has members who
all have some degree of Academics and Politics. The
Storyteller should come up with neo-Traditions that
focus on the impetus of the chronicle, and build a
“purchase package” that reflects the interests of the
neo-Tradition.
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While the thirty Abilities in Mage can

2 host a wide range of capabilities and edu-

cation, a few little things might slip

| between the cracks — or perhaps you

§ simply want to use an Ability that’s not

quite analogous to something in the core

book. That’s fine; you can build and tweak

% myriad Abilities to suit a character specifi-

cally. Often, you can simply take an

appropriate specialization of an Ability. Just note down

a specialization that reflects your character’s skill: Pet-

haps the Expression Ability with a specialization in

Poetry. (You can even take a specialization if you don’t

have four dots in the relevant Ability; you just don’t

garner the benefit of re-rolling 10s.) However, the

Storyteller may well decide that some special Abilities

— like the Akashic Brotherhood’s signature Do —
deserve their own categorization.

The additional Abilities included below are a bit
narrower in scope than the usual Abilities for a Mage
game. As aresult, the Storyteller may rule that using an
especially appropriate Ability mitigates difficulties some-
what — using the High Ritual Ability to perform a rite
is better than just using generic-brand Occult.

As always, consult with your Storyteller before you
choose any of these Abilities.

EMPATHY

Concern furrowed Lee Ann’s brow as she watched Kyle
struggle to move. Pushing the worst of the debris out of the
way, she reached down to help him. She new from her own
experiences that the backlash injuries would heal in time, but
that the real damage would be in the painful memories and
the fear of failing that might cause him to forsake magic
altogether,

With the Empathy Ability, your character has a
sense of other people’s feelings and emotions. Perhaps
your character is naturally “in tune” with others, or
maybe she can remember similar experiences of her
own and identify with the crises or joys that face
another person. Either way, she has some insight into
the motives and feelings of people she deals with.

Novice: You can at least tell when someone’s
joking, really sad or utterly pissed off.
Practiced: Youhave an uncanny sense forwhen
your friends are unhappy or keeping a secret.
Competent: Even those who try to act or fool
you often betray subtle hints that you notice.
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eeee [Expert: People aren’t just open books to you;
it’s like their actions and words tell you exactly
how they feel.
e e e e e Master: You're so sensitive to other people’s feel-
ings that some people think you're a mind reader.
Possessed by: Mothers, conniving businessmen,
psychics, psychologists
Specialties: Subtext, Withheld Information, Psy-
chological Trauma, Psychic Connection, Sensing Lies

HIGH RITUAL

Carefully placing the final candle at the edge of the
thaumaturgic circle, Peter exhaled slowly and straightened
in a deliberate fashion. Not just the placement, not simply
the drawings, not merely the materials — but the very act of
putting them together, the means of mindful use, all came
together in a statement of power.

In. Out. He breathed in time with the universe.

Step. Step. Place. In. Out. Step. Step.

As an apprentice, he’d made the mistake of thinking
that the chanting and invocation was the important part of
the ritual. It wasn't until many years later that he’d redlized
that life itself was the ritual.

While just about every mage learns some minor
rites and tools to perform magic with ceremony, this
Ability covers the nuances of putting on big time rituals.
The mage learns everything from how to dress, to what
colors match with the spell in question, to how to cut
afew corners or eke out a little extra power. A leader of

aHigh Ritual casting may not be the best public speaker
or the most charismatic leader, but he knows exactly
how to project, move and motivate so as to put every
piece into just the right place at the right time.

With High Ritual + Stamina, a mage can continue
casting a strenuous chant or rite for several hours, or
even for a day or more (at 5+ successes). High Ritual +
Intelligence allows a mage to accumulate extra suc-
cesses on the ritual beyond the normal Arete x Willpower
limit (although the High Ritual roll itself cannot be
extended; you have one roll of the Ability to increase
the cap for your casting). Particularly specialized High
Ritual casters may excel in specific situations as well.
o Novice: You've seen a couple of impressive rites.
oo Practiced: With a couple tries you can edge

your way through a simple one,
Competent: Practiced and confident, you can
lead or participate in a variety of short rituals.
esese [Expert: Your rites carry the strength of convic-
tion and countless hours of study.
seeee Master: Not only can you perform the most
demanding rituals, you can fill in missing parts
or build your own new sacraments.

Possessed by: Various mages and sorcerers, priests,
hip neopagans

Specialties: Extending ritual, hurried, improvised,
massive (more than 9 participants), by specific Tradi-
tion style

ADDITIGNAL BACKGROUNDS

{ The Backgrounds presented in the Mage

2.2 core rulebook cover a great many social and

gl supernatural ties that any mage character

i might have. Still, some mages have their

™4 own special benefits that aren’t widespread

outside of certain groups. For instance, the

Technocracy relies on special mental train-

ing — Hypercramming — instead of tapping

into the universal subconscious (Dream). So,

too,do the Traditions (and allied Disparates) have magical

Backgrounds too valuable to be found among solitaries and
too mystical to be found in the Technocracy.

BLESSING

Leaning back against the bar, Jamie watched the passing
club-goers. Dressed sharply and vibrant with youthful ex-
pectation, they danced and whirled in the darkness of the
early morning musical pulse. Even as he watched, a small
group of women returned from the dance floor to their table,
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trailing their dark skirts and Gothic attire. All of them
regarded Boyle, a couple of them smiling demurely — or
deviously — in his direction.

Jamie regarded his smartly dressed friend. Sure, Boyle
had money and a good wardrobe, and heck, even a good
haircut. But this was the sixth looker tonight that had made
eyes at him. He wasn’t that handsome.

“What is it with you, anyway?” quipped Jamie.

Boyle raised his drink slightly. “Oh, you know. .. some
of us just have the mojo.”

Somebody up there, or down there, or out there,
likes you. Maybe you did him/her/it a favor, or it’s a
relative, or you're its devoted servant and it’s given you
a perk to help you do your job. Maybe you’ve made an
amazing discovery on your lonesome (not that you’re
able to recreate the experiment) and you’ve still got the
dividends. No matter. You've been given a taste of
power (possibly with a few strings attached) and now
it’s time to play.

%




What this means is that you have some ability that
other mages don’t, and one which most of the creatures
of legend don’t, either. Miraculous strength. Immortal-
ity. The ability to summon the fires of Hell to your
hand. Any or all of these and more... and possibly a few
odd problems, like those inconvenient little horns on
your head or your newfound craving for spinach. (After
all, some blessings can be mixed.) Likewise, cyberware,
mystic rubies for your forehead and/or navel, demonic
investments and the magically grafted skeletal hands of
ancient lich kings also count as Blessings. Pretty much,
if it’s a Wonder, but you can’t take it off, then it’s a
Blessing (or a mixed Blessing). If you can trade it with
your friends, or hide it under the bed when the MiBs
come to call, then it’s just a Wonder.

As with the empowerment of Wonders, simply go to
the lists of Merits and magical powers and select what you
want. Calculate the Rote cost of any unlisted capabilities
and double it if the effect is permanent, taking no more
than one-third of the Blessing’s total value in Flaws (if
you want a mixed Blessing) with an eye to who or what
Blessed you and what they want in return (if you even
know). Alternately, you may have your Storyteller choose
afew mystery Flaws or negative Backgrounds, which you
may discover over the course of the chronicle. For ex-
ample: Say you want the Blessing that you can always
sense the flow of energy in all living things (as per the Life
1 Effect Sense Life). Since it’s a one-dot power, made
permanent, it’s a two-point Background.

Common origins for Blessings include benevolent
ancestors, demons, devils, gods, Totem spirits, saints,
ghosts, faeries, powerful mages or groups of mages (your
superiors at [teration X, for example), random acci-
dents, strange mysteries and occasionally irreproducible
personal discoveries. All of these sources have limita-
tions inherent in them and this will often be the source
of your Flaws. Demonic investments generally won’t
work on holy ground or when church bells ring, faerie
gifts tend to short out when touched with cold iron,
miraculous discoveries often have equally unusual limi-
tations (“Kryptonite? What’s Kryptonite?”), and the
power passed out by master mages generally works
against everyone except them. (“I taught you every
trick you know, but not every trick I know.”) The
Conditional Magic Flaw covers many of these problems,
and Geasa and Crucial Component take others into
account. Similarly, adversarial Backgrounds like Un-
canny and Notoriety may be appropriate, since even if
you are the apple of dear old Uncle Scratch’s goat-
pupiled eye and he overlooks such shocking behavior as
his great-grand-nephew joining the Celestial Chorus
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and using his Hellfire birthright to warm soup for the
poor, your superiors in the Chorus may not be quite so
tolerant as Uncle Scratch, and you might have to ask
Uncle Scratch for help before your brethren decide to
“beat the devil” out of you.

Typically, a Blessing is some property that’s inher-
ent to you, which grants good luck orasingle supernatural
capability. Youmight have the Blessing that your clothes
never get dirty, but you couldn’t have the Blessing that
you own a very powerful magical item (that’s the
Wonder Background). However, you might have a
Blessing that powerful items tend to pass through your
hands or come within your grasp — a mixed Blessing
indeed, since powerful items tend to be followed by
powerful enemies. To generate a dice pool for a Blessing
— say, the aforementioned Life Sense power — use an
appropriate Attribute + Blessing. So, if you have a two-
point Blessing of constant life sense, you would use
Perception + Blessing to determine how much informa-
tion you can garner from a look at a person. If you have
a Blessing that your skin is tough as iron (giving you an
extra soak die), no roll would be necessary as a perma-
nent Blessing. As a non-pemanent Blessing, you would
roll Stamina + Blessing to activate it use the successes to
generate duration. Activating a conscious Blessing like
this typically requires a full action, although it might be
reflexive (as in the iron skin case).

Your Blessing may also be in the form of the Fates,
or faeries at your Christening, or even some old woman
(with Entropy 5) smiling and weaving the threads of
your Destiny into a happy pattern — like never losing at
cards or always being lucky in love. This is not the same
thing as the Destiny Background itself, which is an
earmark of someone being Fated to do somethingimpor-
tant in the grand scheme of things. While being a whiz
at poker and always being able to get a date are ex-
tremely useful abilities, they’re generally not anything
that the Fate of the world hinges upon. If your Blessing
is a matter of a happy Fate, design it yourself using the
following as benchmarks:

. Youalwaysfind a parking spot right in front of your
destination with money still left in the meter.
No matter how much you drink, you never get
a hangover.
Everything you buy outlasts the warranty by at
least 10 years.

eeee FLyeryoneyoudislike movesaway within the week.

e e e e e No matter how badly you screw up, no lasting
harm comes of it, and no one finds out unless
you tell him or her.
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hed leaves stirred in the waters.
did not touch the water’s surface.
uring, the water took on
s formed out of the water,

he bowl carefully, his full
from the hand holding the

ough to know that his is not
‘1anet. Such a mage is a priest

’cal groupies or a guru with a gaggle of
illing to believe any miracle he deigns
. As listed on p. 154 of Mage: The
nsion, a group of believing acolytes can add
sticcesses to the results of an Effect, if they partici-
pate and truly believe in your mage’s power.
Havinga cult means there are Sleepers who actively
believe. ‘They fully expect grand things from the
mage, and they are willing to help him perform
hls maglc They are not Awakened, nor do they
know anything of magic
beyond what they’re told
— if you want a truly
* skilled helper, get a
magician’s assistant for a
Retainer, have a few Al
lies or take a young mage as
n apprentice. Nevertheless,
are devoted and enthusiastic,
d that enthusiasm is what the mage
needs. The higher the Cult rating,
he larger the cult. However, be-
yond their belief, the cult is
- composed of plain, ordinary humans.
“hey are not exceptionally powerful
or useful unless you buy Allies,
Contacts or Retainers as well.
X No cult: Nospecial fol-
b lowers and assistants.
Tiny cult: 3-7 people.
dd one success to any rituals
ast when the entire cult is

hered.

Small cule: 8-12
people. Add two successes to
ny rituals cast when the entire
It is gathered.
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Moderate cult: 13-17 people. Add three suc-
cesses to any rituals cast when the entire cult is gathered.
eeee Largecult: 18-22 people. Add four successes to
any rituals cast when the entire cult is gathered.
eeeee Hyge cult: 23-27 people. Add five successes to
any rituals cast when the entire cult is gathered.

CHANTRY

Gazing about the house in wonder, Kyle wiped his shoes
absently on the tug. He felt vastly out of place, as if the
manor were some place that he really shouldn’t be.

“Remember, don’t touch anything. Unul you are Ini-
tiated, youare Lee Ann’sresponsibility,” adour, middle-aged
magician intoned.

Kyle shook his head. “I won'’t. It’s... it's incredible!
Where did all this come from?” His gaze darted from a painting
of a stern-looking figure in armor, to an expensive vase, to a
bookshelf filled with various ancient and cracked tomes.

“Many years of work,” the mage answered cryptically.
“Come along. Lee Ann has run off and, though she has
rights to the materials of this chantry, I do not need to play
shepherd to an un-Initiated apprentice.”

There is no great shame in being a solitary practitio-
ner, but there are many advantages to being a member of
a witches’ coven, hermetic or shamanic lodge, software
design studio, assassins’ guild or just a really cool rock band.

Contrary to popular belief, a Chantry is not just a
secret clubhouse or spooky house on the hill, though
many Chantries own such real estate. Rather, a Chantry
is a mage’s commune, a pool of joint resources that all
the members may draw upon. That is to say, a Chantry
is just as much a building with four walls as the people
who dwell within those four walls. With Chantries, the
membership roster may change over time and the
physical structure may change form and location, as
with fraternity houses and churches in the Sleeper
world, but the history and identity remain.

Chantries may possess physical wealth, such as
Resources (and thus real estate, like the aforementioned
spooky house on the hill), Libraries and vaults filled
with Wonders. By their nature, many Chantries also
have supernatural amenities such as Arcane, Destiny,
Nodes and Sanctums; useful (or dangerous) associates
such as Mentors (and apprentices), Familiars (and Grem-
lins), Allies (and Enemies), Retainers (and Wards), Totems
(and Nemeses), and Cults — as well as social perks such
as Influence, Fame and Status (or Notoriety). Chantries
may also bestow on their members certain Social Merits
and Flaws, such as Prestigious Mentor, Reputation, Black-
mailed or Infamous Mentor. The prestige or notoriety
applies to the House as a whole due to the deeds of
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former members or the current Preceptor (assuming the
Chantry has the Mentor Background invested). The
resulting social modifiers apply to all current members
for as long as they claim membership.

For every two points in Chantry, as derived from
contributions by the players’ characters and Chantry
Flaws (seven points of Flaws maximum), the players
may poolapoint inanother Background for the Chantry
as a whole. Chantries that do not possess Resources are
tree houses in vacant lots at best, and Chantries that do
not have Mentors will be viewed with suspicion by
mages who live in ones that do. The advantage to the
Chantry is that all of its members can draw upon its
resources. Often, a Chantry will have other members
than the players’ characters (especially if it has a Men-
tor, Cult and so on), but the points invested into the
Background represent what the players can access.
Naturally, since a Chantry has so many tangible advan-
tages, it usually has a corresponding location or physical
place, and that's the site of the Chantry as such, where
the mages meet to trade their benefits.

Remember, players aren’t obliged to have access to
aChantry. Furthermore, the benefits of a Chantry tend
to fall most on the character with the most dots — that
individual is the favored son (or daughter, or pet) of the
Cabal as far as the Chantry’s concerned, especially if
none of the other mages have the Background (dratted
freeloaders). Also remember that a Chantry often has
more members than just the players’ mages, and that
the Background dots taken represent what the players’
characters can access — it’s possible to have only a
couple shared dots of the Chantry Background but still
be part of a very prestigious and powerful Chantry; in
such a case, the mages are simply minor members who
aren’t given access to the whole package (which could
justify the addition of more Chantry dots later).

Note also that Chantries of the modern age often
reside on Earth in physical space; many Chantries do
not have any Horizon Realm location associated with
them. If you want your Chantry Background to have an
associated Horizon Realm space, then the Background
must cover not only the earthly Chantry space, but also
the the Horizon space (same cost-to-size ratio) and the
Node that powers it!

X No access to a chantry

o A pitiful chantry (the Nightmare Theatre)
X Small chantry (the Sepulcher)

eee  Strong chantry (the Lodge of the Gray Squirrel)
[ X X N J

Powerful chantry (the House of Helekar)
eee oo [nestimable chantry (the New Council)
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DEITIESNE

A Demesne is much like a Sanctum, exceptitdoesn’t
exist—at least not in the physical world. It is a personal
Heaven, a private Hell, and the world of a mage’s
imagination — his own private Idaho, as the Hollowers
say. [t also exists in the realm of Dreams, an islet in the
Dreaming, and mages who can find it have a land where
they are king and make all the rules.

A mage’s rating in Demesne doesn’t show how grand
or glorious this world of the imagination s, merely how
much control the mage has over it. Personal dreams exist
there, yes, but so do private terrors and horrible night-
mares that embody a mage’s darkest fears. Mages with a
low rating in Demesne are occasional conscious (albeit
sleeping) visitors to the land of their imagination, while
those with a high rating are the absolute lords of all they
survey, if they so wish it. (A dream lord does not have to
appear as a king to rule his own realm, after all.)

This Background is particularly useful in combina-
tion with a Sanctum with a Shallowing — specifically to
the mage’s own dream world — and the Body of Light
Effect; for in a mage’s personal demesne, the Body of
Light is the form that manifests, not the mundane
identity. Then again, mages who spend too much time
in their Demesne are often viewed with suspicion, be-
cause anything can happen in the subconscious — and
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mages who spend too much time focused inward have 3
tendency to lose touch with the outside world. Contacts,
Allies, and Retainers — particularly sentient dream-
entities or ghosts that visit dreams — are also useful.

Because a Demesne has no physical existence, it’s
hard for it to interact with the “real world.” Still, the
mage can sometimes pull bits of useful information or
assistance from the dream world. The mage doesn't
physically travel to the Demesne (at least, not usually);
instead, his consciousness forms a body of sorts (the
aforementioned Body of Light) to interact with the
locale. Some entities have a dream-form, while others
exist physically or solely in dreams. Individuals brought
into the mage’s dreams with Mind magic also form
versions of themselves based upon their idealized per-
sonal image. However, once in the mage’s Demesne,
they are subject to the whims of the mage — at least as
far as the mage’s tie to dreams allows.

While a character with the Skill: Lucid Dreaming
can control dreams to some degree, the mage with a
Demesne has dreams with special properties. The mage’s
dreams literally exist as a spiritual dream realm; for most
dreamers, this happens only rarely and only when the
dreams intersect with the Umbral Dream Realm. As a
result, the sleeping mage literally reshapes a portion of
the dreaming Umbra to his whims. However, the stuff
of dreams is insubstantial and fades with morning light,
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A mage can’t just step into a Demesne, create wondrous
effects and artifacts, and expect to take them out with
Spirit magic. Such things ultimately have no more
substance than the mage’s own imagination.

A Demesne can be useful for spiritual travel —
mages who project their consciousness into the Dream
Realm in this way do not physically pass through the
Gauntlet and don’t suffer the effects of the Avatar
Storm. With sufficient power, the mage could then
send his projection into other parts of the Umbra. Also,
dreams hold significance and overcoming dream-prob-
lems and adversaries can prove useful in the struggle for
enlightenment or for Seekings.

In game terms, when the mage dreams he creates a
pocket Realm tied to the Dream Realm, a small corner
where his will reshapes the place without recourse to
magic, because it is literally formed of the mage’s
consciousness. A roll of Perception + Demesne can
determine hidden emotional difficulties and sublimated
problems; the mage can root out and confront his own
internal issues. Wits + Demesne rolls enable the mage to
alter the dreamscape; use the magical success chart
(Mage p. 208) for guidelines on severity. In theory, a
mage could trap someone else’s consciousness in his own
Demesne, or even destroy it outright — a shattered
mind is treated as one that “died” in a mindscape
(Mage, p. 201), while a trapped mind would require
careful rescue by clever dream-travelers.

X No special control over your dreams.

. Qccasional visitor to the Demesne; at least knows
its name, as well as a few of the perils and virtues.
Regular sightseer in the dream world. Haven’t
seen all of it, but can easily lead a tour.
Resident of the Demesne, at least when the
dreamer is asleep.

Minor Lord of the dream world, commanding
great respect if not absolute obedience from
the creatures of the isle.

Lord or Lady of the Demesne, with almost
absolute knowledge and control of his or her
islet in the Dreaming.

FAITILIAR

Still wondering where Lee Ann had run off, Kyle peeked
into a couple of the disorganized stacks of the store. Knick-
knacks of every sort wied for space on the shelves, in something
amost like a war of antiquities and arcana. Kyle almost
imagined that when people weren’t looking, the devices and
objects would skitter about and fight for new positions.

In the third aisle, looking over a silver-plated music box,

he spotted a slender girl in spidery black lace, with a basket
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dangling from her arm. Restingin the basket lay alarge cat with
a disturbingly Cheshire-like grin. Kyle gathered the sense that
it was scrutinizing him as much as he scrutinized it.

“Um...” Kyle began, wondering perhaps if this stranger
knew Lee Ann, who seemed to have a disproportionate
number of odd friends in unexpected places. “Nice cat.”

The woman glanced up with a bored expression, then
looked down at the cat. “I don’t think that Mr. Mistopheles
likes you very much,” she opined to Kyle.

“No, Imust say that I don’t,” added the cat with a yawn.

A mage and Familiar hold a special bond. Gener-
ally, the mage gives physical form tosome spirit, enabling
that spirit to manifest and enjoy the fruits of the
material, living world — but some powerful spirits or
pre-existing creatures seek out mages on their own. In
either case, the mage forges a potent spiritual bond with
the Familiar. The two souls become intertwined; the
mage benefits from the Familiar’s special knowledge
and capabilities, while the Familiar garners magical
energies and vicarious experience through the mage.

While many Familiars follow very archetypal forms
— black cats, bats, hawks, ferrets and other similar
small animals — modern mages create or entice Famil-
iars of all kinds, including golems or robots made by the
Sons of Ether, self-aware computers of the Virtual
Adepts and even mythic beasts like tiny dragonets or
djinn summoned by the Order of Hermes.

Often, a mage simply uses Life or Matter magic in
conjunction with an appropriate ritual to create a form
for a prospective Familiar. Usually such a relationship is
exclusive — a Familiar will not serve more than one
master, and a mage rarely takes on multiple Familiars at
once. However, nothing prevents a Familiar from doing
a little moonlighting, if its pact doesn’t specify total
loyalty, or even from turning coat if it finds a loophole
and a suitably juicy incentive. This isn’t to say that all
Familiars are lawyers, but ruthless and vicious spirits
(such as those that serve Nephandi, murderers,
oathbreakers and general asshole mages) will tend to
take advantage of the mage as much as possible.

Like a Wonder or Blessing, a Familiar provides spe-
cific benefits to its patron mage, but with a specific price
attached. Whereas a Wonder or Blessing simply mani-
fests from an item or heritage, though, a Familiar is a
spirit in a material shell, capable of self-will, moderately
independent from its mage and probably ambulatory.
Since the Familiar bond literally ties the spirit to the
mage’s soul, the two share an inextricable bond. Any-
thing less than Spirit 5 won’t be able to sever the mage’s
link to the Familiar from an outside attack. Conversely,
if the Familiar dies, the mage automatically loses a
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number of points of Quintessence equal to the Back-
ground value, and the player must make a Willpower
roll (difficulty 5+ Background value) or else the mage
is stunned for an equal number of turns. Mages who
deliberately engineer the deaths of their Familiars also
lose one dot of Destiny, which shows up in the form of
Fate marks — scarring of the mage’s soul. (If this rakes
the mage below zero Destiny, then it can become an
adversarial Background.) On the other hand, subject to
meeting the terms of the Familiar pact, a mage can
dismiss the creature at any time without further conse-
quences. Future relations depend upon the previous
circumstances of association.

Most often, a Familiar grants the following auto-
matic benefits and difficulties:

Arcane Connection: A Familiar has an arcane
connection to its mage. This means that anyone who
can catch the Familiar can exploit this connection, but
conversely, anything that the Familiar touches is also
considered touched by the mage.

Pact: The Familiar offers its services, knowledge
and powers, but in return requires certain concessions
of its mage. The mage typically must provide some sort
of perks appropriate to the creature’s physical form. For
instance, a cat Familiar like Mr. Mistopheles may de-
mand that it be fed, petted and otherwise cared for like
afreakishly pampered cat. The more esoteric the Famil-
iar, the more egregious the pact: some might require the
mage to make songs and poems to their greatness, or
demand jewels and gems to devour, or want the mage to
swear never to perform certain tasks (such as ever
harming or killing a creature of the Familiar’s type). If
the pact in question requires specific actions of the
mage, then the Flaw value of those actions counts
against the cost of the Familiar — so a mage can gain a
strong Familiar so long as he’s willing to suffer under the
weight of several restrictions and requirements.

Paradox Absorption: The Familiar can take on the
burden of the mage’s Paradox, but doing so tends to be
strenuous. Most Familiars will be loath todo so unless they
have other powers to mitigate the injury in question (see
below), and many will demand specific points in their
pact regarding the absorption of backlash energy.

Thaumivorous: A Familiar devours Quintessence
in order to support its continued existence on the
material plane. For most small critters this isn’t too
egregious, but powerful ones may be very demanding. A
typical price is one Quintessence per dot of the Familiar,
each week, or an equivalent sum.

Furthermore, a Familiar may have other capabilities,
based on the dots spent on the Background. The mage
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can use the dots of this Background to garner the follow-
ing abilities for the Familiar (and, therefore, for himself):

Communication: A Familiar typically communi-
cates empathically with its mage. For one dot, the
creature can speak aloud, using any language the mage
knows. For two dots, it may communicate telepathi-
cally with anyone in sensory range without regard to
language, although this does not permit it to perform
telepathic attacks or distractions.

Countermagic: Each dot spent garners one die of
countermagic. So long as the mage is actually physically
touching the Familiar (not using an arcane or Correspon-
dence connection), the mage gains this benefit as well.

Information Source: The Familiar can seek through
the Umbra or query other spirits for specific informa-
tion and lore. Each dot allows the Familiar one die on a
special roll to do so; difficulty varies with the complex-
ity of the question (“Is there magic here?” would be
difficulty 3 or 4, while “What specific sigil can ward
against the unnamed demon that haunts Melisande’s
dreams?” would be difficulty 9.) This takes the Familiar
at least a turn and may require an hour or more fora very
obscure question. Successes indicate the general degree
of knowledge, so a low level information source in
unlikely to garner much of anything but a high level
one will usually be able to secure at least a little
information about anything. Think of this much like a
supernatural Contact.

Paradox Nullification: Each dot spent allows the
Familiar to nullify one point of Paradox per game
session. Most Familiars cannot nullify more than one or
two points, regardless of their strength. Generally, this
requires the Familiar to take on the Paradox itself, then
send it off to the Umbra; the Familiar is usually occupied
for a full turn for each point of Paradox carted off in this
fashion. Some Familiars actually enjoy “eating” Para-
dox, while others consider it a burdensome chore.

Paranormal: Most Familiars resemble normal crea-
tures, although they’re generally rather resilient. For
one dot the critter has some sort of special form or
capability beyond usual for its creature type: A cat with
opposable thumbs, for instance, or an extra-large bat.
For two dots the critter’s clearly supernatural, such asa
dragonet or winged dog.

Knowledge: For each dot, the Familiar has three
dots in Knowledge Abilities that the mage doesn’t have.
The mage can use this Ability, but only if the Familiar
is present to advise and consult; thus, if the mage and
Familiar are separated (it’s hard to smuggle your pet
dragonet into a hospital emergency room, for instance),
then the mage won’t be able to use this information.
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Resilience: A Familiar has the statistics and health
levels intrinsic to its shell, but for one Background dot
it can have two extra health levels or two extra dots to
improve its Attributes (although no Attribute can be
more than two dots above the shell’s normal value). A
Familigr may automatically have an Intelligence at least
equal to its mage, at no cost. (You may choose to have
a dumber familiar if you wish, at no benefit.)

Size: Generally, a Familiar runs in size from rat to large
cat. For one dot, the Familiar may be up to the size of ahorse.

LEGEND

Surrounded by the various Hell-spawned servitor things,
Hank crouched and spread his hands. Samantha and James
had his back, but overcome by the sheer terror exuded by the
tentacled, oily-skinned hexapeds, they barely had the pres-
ence of mind to whimper.

As two of the hexapeds charged in with a keening, screech-
ing cry of hunger, Hank grabbed them by the bony
neck-protrusions. He crushed the throat of one with his hands,
then slammed it into its compatriot and whipped them both
around into the air, crashing them sideways into a third as it
advanced from the side. With amighty kick, he crushed the skull
of the dazed hexaped and stepped forward with a low bellow.

The hexapeds knew a stronger predator when they saw
it, and fled.

“Damn,” James observed breathily, “that was posi-
tively Herculean.”

Hanknodded withabitof agrin. “Yep... it certainly was.”

To be a legend is to be something larger than life,
with tales and stories surrounding you and dreams of
which you are the center. King Arthur. The Queen of
Sheba. Jack-the-Ripper. Objects can be legendary as
well: Aladdin’s Lamp. The Bronze Head. The bullet
that shot JFK. Likewise Familiars: Puss-in-Boots. The
Salmon of Wisdom. Dolly the Sheep.

The collective imagination of the world concen-
trates in you and on you, making you, in effect, a living
Node. Individuals whose Avatars make them the rein-
carnation of great luminaries of the past can tap into
that power and those dreams, gaining Quintessence. To
be Puck or Oberon is to gain the power of that legend.
Yourecharge your Avatar not through meditating upon
yourself but by being who you are — rescuing maidens
from dragons if you're St. George (though they needn’t
be literal maidens or dragons), being the consummate
spy if you're Mata Hari. In short, the collective imagi-
nation of the world replenishes your power when you
live up to your reputation, granting you a measure of
Quintessence whenever you do some great deed in
keeping with your Legend. Likewise, your power fluctu-
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ates based on the community in which you reside —
everyone in Tokyo knows who Amaterasu the sun
goddess is, but you'll find considerably less who know in
Pocatello, Idaho. Consequently, your kickback from
the collective unconscious will be less there, even if you
did just fry five vampires into little piles of ash. On the
other hand, eight-year-old Georgina Knight will find
her ability to whup-ass kicked up a notch in England
and considerably more than that in the St. George
Young Ladies’ Preparatory Academy, where all the girls
are looking at pictures of St. George all day long.

Others cannot recharge their own Avatars merely
by basking in your presence, but Storytellers may allow
this if they actively become part of your story. Being the
lover of Don Juan, the audience to Scheherazade, or
being chased with an axe if you happen to be with the
reincarnation of Lizzie Borden might all qualify —
Nodes are much more convenient, generally speaking.
Similarly, those items you touch become Tass in much
the same way a Node charges matter — locks of hair
from Rapunzel, arrows from Robin Hood’s quiver, etc.
This Tass resonates with the power of your Avatar and
the Legend of who you are, and as such, may be useful in
any spell in keeping with it.

Legendary objects, such as Aladdin’s Lamp, are
often Wonders as well, recharging their mystic power
from the legends spun around them and the tales that
keep their memories alive. Such items need not be
stored in Nodes; if their batteries run dry, they will
recharge wherever they are, at the same rate as they
would in a Node equal to the strength of their Legend
Background. Legendary Familiars gain enough power
from their stories that generally speaking they don’t
need to take a job with a mage unless it suits them.

This Background works well with the Primal Marks
Flaw, the Destiny, Familiar, Past Lives and Totem Back-
grounds, and the Hobgoblin, Nemesis and Throwback
adversarial Backgrounds. Dark Fate is also advisable,
though not mandatory. Immortality or Anachronism are
also not out of the question, since many heroes and
figures of legend are said to either never have died (as
is the case with the Wandering Jew, Lazarus, Utnapistim
and the Eight Immortals) or be lying asleep until the
hour when they are most needed (as with King Arthur
and the Seven Sleepers).

Your difficulty to recharge through your Legend
Background varies according to the location and po-
tential mythic threads of your location — as noted
eatlier, it’s far easier to refuel in a place where the
legend is strong instead of a place where nobody’s heard
of your legend. Roll your Legend Background with a
minimum difficulty of 6. Each success refreshes one
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point of Quintessence to your pool, just like using a
Node (you do have a strong Avatar as well, right?). You
may do this once per story. You can generate Tass equal
to your Legend rating during each story from items
associated with your myth, although in some cases
there may not be any easy way to do so or any associated
item that would be appropriate — in which case, you're
just out of luck as far as Tass goes. Would-be hangers-
on who hope to benefit from your Legend count you as
a Node if they participate in some fashion directly with
the course of your Legend, as adjudicated by the Story-
teller.

No Legendary characteristics
An Obscure Legend: Clever Gretel, Abou
Hassan, Pomona
A Minor Legend: Mata Hari, Roger Bacon, St.
Catharine
A Known Legend: Guy Fawkes, the Red Baron,
Rhiannon
A Major Legend: St. George, Baron von
Munchausen, Brer Rabbit

e e e e e APopularLegend: Cinderella, King Arthur, Thor

PAST LIVES

Floating in the nothingness of the Akashic Record, Xiao
Mengli observed as Peter dove from image to image. Here a
too-young Chinese man in second-century military splendor
held a dao loosely at his side; there, a swarthy Polynesian
danced in an offbeat rhythm.

“Most unusual,” murmured Peter.

“That's what they say every time,”
“But will you find anything?”

“Tooearlytosay,” Peterreplied; his voice held a surreal
sort of reverberation here in the nothingness of the mental
plane. “I only have a little recent experience with previous
incarnations myself. The idea of using an incarnation to
look for an incarnation is still pretty novel to me.”

Menglinodded and bit back a snappry retort. Best to use
the resources she had. Even if she really had no prior
incarnations, perhaps both she and Peter would learn some-
thing from the trip through their Avatars’ memories.

The Avatar tends to collect experiences from the
incarnations with which it associates. In mages, these
sometimes appear as flashes of memory or sudden in-
sight. While reincarnation of human souls remains a
hotly-debated topic, most mages who study Avatars
agree that Avatars tend to spring from some source in
the distant past (the legendary primordial “One”) and
that experiences from lives with which they were once
attached can sometimes provide valuable insight, or
even memories of things never known to the mage.

quipped Mengli.
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Such Past Life experiences can be unsettling, but in
time a mage can learn to harness these memories and
insights through meditation and internal exploration,
in a process similar to a Seeking. In some ways this is
similar to the Dream Background, but the mage pulls
out moments of former personal lives instead of cosmic
subconscious knowledge.

Exploring a Past Life may take some time and
concentration (a turn or more of meditation), or it may
happen in a spontaneous flash of insight — at the
Storyteller’s discretion. The player rolls dice equal to
the dots of Past Life at a difficulty of 8; each success
grants one die to a subsequent roll, on one Ability.
Unlike Dream, these dice do add if the character already
has the Ability in question — but there’s no guarantee
that the player will score any successes. Success gener-
ally indicates that the mage found some snippet of
wisdom to guide and assist in the current endeavor.

You may use your Past Life once per game session.
Botching tends to put the mage in a Mindscape relating
to a Past Life trauma. Once you use Past Life, you should
record the names and events of the ancestor, so that you
can use them in your mage’s character history and
development.

Youdon'tneed the Avatar Background to have Past
Life. Even a very weak and slumbering Avatar might
have snippets of memory.

X No Past Lives: For some reason your Avatarhas
no memories at all.

Faint Past Life: Every once in a while you feel
a sense of déja vu.

Weak Past Life: You have an inkling that
you’ve done this before...

Moderate Past Life: You definitely recall other
times and places, and vague flashes of former
habits and beliefs.

Strong Past Life: You possess clear memories of
other existences, which you can summon up
almost at will.

Overwhelming Past Life: Sometimes you're
not sure which life you're living.

SANCTUIMI

“Don’ttouch that,” murmured Professor Savante. Kyle,
hands firmly ensconced in his pockets, glanced over to the
professor. “Hmm, sorry,” murmured the professor. “Habit.”

Threading past huge bundles of cable and between
arcing structures of metal, plastic and stranger materials,
Kyle followed the professor closely through the room. “Ah,
while you're here, I should show you something amusing,”
the professor said with a sparkle in his eye. “Take a look at
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this...” he gestured to a small steel orb festooned with cables.
A disconcerting hum emitted from the orb. “Go ahead, take
acloser look. It only emits as muchradiation as your average
microwave oven.”

Kyle looked a bit skeptical, but dutifully leaned in. The
cables themselves didn’t have any sort of shielding; they
seemed made of a grayish plastic. The orb occasionally
emitted a small burst of soft light from one point or another,
with no apparent source.

“What the heck is it?” Kyle finally asked.

“Just a trinket. One of the hundreds of toys I keep
around. Outside, in the harsh conditions of the real world,
a light capture and redirection device like this would sputter
and fail in minutes. But here, in the carefully controlled
environment of my laboratory, it works wonders. .. along
with its hundreds of cousins.”

Kyle craned his neck about, giving new regard to the
stacks of boxes, spheres, components and less-identifiable
works of impossible physics. “Not bad.”

Young mages often have a spark of creativity, from
which they imagine their own places of mystery and
influence. Like a Bridge to Terabithia, the mage steps
across a threshold and enters a realm where her will
defines the course of nature. Older mages may spend
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years working in the same place, shaping it with their
desires and their magics until it becomes a private
haven of possibility. Unlike a Demesne, though, this is
no dream realm, but an actual physical location where
the very laws of reality that hold sway there all follow
the mage’s decree.

The Sanctum Background represents the mage’s
special workshop. Within a Sanctum, the mage’s para-
digm rules. Here, anything that follows the mage’s rules
of magic functions naturally, while anything from a
different paradigm — be it super-science, high ritual or
faith — is vulgar.

In game terms, your mage can perform magical
effects of his paradigm in a Sanctum without garnering
any Paradox at all. They’re coincidences in the loca-
tion. Only on a botch would the mage suffer Paradox,
and even then it would be for a coincidental effect.
Witnesses have no effect on this!

Naturally, there are some limits to a Sanctum. First,
the level of the Background determines the maximum
size of the area (see below). Second, a Sanctum doesn’t
just spring up over night; it’s a secret grove, a hidden
room, a moldy and forgotten tower or other place hidden
from prying eyes where exposure to the mage’s magic has
bent the Tapestry for decades until finally it’s become
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pliant to the mage’s beliefs. (Generally, assume that it
takes at least five years of work per dot for a Sanctum to
form.) Third, Sancta aren’t just free for the taking. One
mage’s Sanctumdoesn’t automatically accommodate other
mages’ paradigms. Usually, an owner of a Sanctum can’t
just hand it over; only an apprentice or someone who
directly shared the owner’s paradigm could benefit from
it. Last, and perhaps most importantly, the benefits of the
Sanctumonly cover effects cast within. If an effect reaches
outside the Sanctum (perhaps because of Correspon-
dence), then it suffers the full effects of Paradox, very
likely unraveling the effect (although the mage himself
won’t suffer the Paradox directly). If the mage casts a
powerful effect and then takes it outside with him, the
effect will quickly erode due to Unbelief if it violates the
Consensus. So, it’s quite possible for a mage to remain
immortal so long as the individual stays in the Sanctum —
but upon leaving, the mage would quickly age and
crumble to dust!

A Sanctum is, naturally, a perfect place to keep a
Library or other useful implements of magical practice,
and the Backgrounds may be tied together. A Sancium

can also have an Arcane rating of its own, showing how
hidden it is from prying eyes; this costs points from the
Background’s size but gives it effective Arcane (and also
cloaks anything within its boundaries, so the owner is
hidden while within — this does stack with any Arcane
that the mage personally has). In some ancient and
ancestral Chantries, a few mages might have small
Sancta in various rooms.
X No Sanctum: You have nosecret place of power.
. Tiny Sanctum: As long as you're in your
secret closet...
Small Sanctum: A very small room bends to
your will.
Moderate Sanctum: You have a workshop, and
maybe an associated small bedroom, in which
you practice.
Large Sanctum: A small house or set of rooms
all hosts your magic.
Extravagant Sanctum: An entire manor, a se-
ries of catacombs, a castle or faerie forest... and
it all works as you desire.

ADVERSARIAL BACKGR®UNDS

B Mages get enemies. [t’s that simple. From
the dynamic of Tradition versus Technoc-
¥ racy to the simple fact that witch-hunters
{ and evil spirits just won’t leave them alone,
almost all mages have to deal with some

sorts of adversaries and problems.
The system of Backgrounds in Chap-
il ter Three represents the various
advantageous connections and the magely
heritage that a given willworker might possess. How-
ever, the unlucky, the obdurate and the just plain mean
tend to pick up specific problems that mirror those
Backgrounds — adversarial situations that represent

reversals of such.

Adversarial Backgrounds are a wholly optional rule
system for advanced character creation. Because it’s
possible to build a very abusive set of Backgrounds —
problems that don’t really hinder the character much
— it’s incumbent on the Storyteller to keep a tight
reign on these difficulties. Still, they go a long way
toward fleshing out characters.

A character can have up to seven points of
adversarial Backgrounds. These grant freebie points
that can be used for other purchases later. Such points
do count against the character’s total Flaws, if you allow
Merits and Flaws. Therefore, you can only take five
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points of Flaws if you take two points of adversarial
Backgrounds.

Note that a character usually can have a Back-
ground and its adversarial counterpart at the same time!
For instance, just because you have some helpful friends
(Allies) doesn’t mean that you don’t also have some
people out to get you (Enemies). Such combinations
even go hand-in-hand — you befriend one side, you piss
off another. Of course, some combinations can getsilly,
and again it’s up to the Storyteller to defend against
abuses and absurdity.

Reducing an adversary requires a great deal of
roleplaying effort, and it requires triple the Background’s
next lower rating in experience points. [t takes less
effort to get the minor problems under control once
you've taken care of the monumental ones. Thus,
lowering a five-dot Adversary to four dots costs 12
experience. Removing the last dot costs 3 experience.

APPRENTICE (ADVERSARY T [TIENTGR)

Almost every Tradition mage goes through some
sort of mentorship program. Usually, a ranking Master
or Adept takes on the duties of teaching apprentices.
However, a Disciple might teach an apprentice for any
number of reasons in unusual or desperate circum-
stances. The teacher mighthave some interesting tricks
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to pass on, ot he might want a later ally. Likewise, the
apprentice might have nobody else to whom to turn.
Whatever the case, an apprentice is often a significant
drain in time and resources. Most Tradition mages feel
duty-bound to bring up apprentices properly — by the
Traditions’ standards, at least. Educating an apprentice
can take a lot of time, especially if the apprentice is
uncooperative, unskilled and always around with an-
noying questions or problems.

The Apprentice Background measures the sort of
magely millstone with which your mage has found
himself saddled. The value of the apprentice varies
according to her skill. A reasonably competent initiate
isn’t as much trouble as a totally wet-behind-the-ears
and psychologically dysfunctional student. If your mage
is extremely solicitous (and he lives his life around the
pupil’s education) add one dot to this negative Back-
ground. If the apprentice is an ungrateful little bastard
who kicks your mage in the shins and sets fire to his cat,
add another point. That is, your character gets extra
points if the apprentice is always underfoot or causes
lots of problems (beyond the usual trouble that anovice
mage causes). If you are distant and you begrudge the
apprentice his time, deduct a point. (If you only tutor
your apprentice occasionally, he’s less of adrain on your
time and resources.)

Like Allies, Enemies and Mentors, Apprentices should
not be collections of dots on a sheet. Though he should
not overshadow the player’s character, an apprentice
should be a colorful person in his own right. Take
Metlin and Nimue or Qui-Gon Jinn and Obi-Wan
Kenobi as examples. Their influence was more impor-
tant than their presence, and they all had personality to
burn. This Background is not a free ride or free points:
Apprentices have motivations like anybody else, and
they may refuse certain training, fail to grasp the con-
sequences of magical actions or just draw down danger
on the heads of their trainers. This danger could be as
simple as screwing up a library order or as dangerous as
bringing down the attention of the Technocracy. An
Apprentice may occasionally be helpful, perhaps as a
ritual assistant or to accomplish some banal task. In
general, though, an Apprentice takes far more time from
a mage than she gives back. Remember, also, that
Tradition heritage demands that a mage treat an Ap-
prentice appropriately and see to education—now more
than ever, with the Traditions needing all the help they
can get. An Apprentice who winds up dead or worse may
turn into Adversarial Background dots in Enemies and
Notoriety.

. Fellow Student of the Arts

Bright-Eyed Acolyte
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eee  DPrecocious Kid

Rank Amateur
eeeee The Sorcerer's Apprentice

BLACKLISTED
(ADVERSARY T® CERTIFICATION)

While a few lucky mages manage to have regular
careers — as doctors, lawyers, truckers, what-have-you
— afew manage toreally get on society’s bad side. Some
actually are criminals. Others ran afoul of the Technoc-
racy. Either way, some nasty paperwork makes life
difficult for the mage.

Your Blacklisting indicates that you're barred from
certain practices and, furthermore, known for your
ineptitude, illegal practices or general stupidity. Hell,
they’ve got papers to prove it. The value of the Back-
ground depends on exactly how bad your Blacklisting is;
at the high levels, your mage could suffer serious social
consequences.

. Trivial Blacklist: Prior traffic offenses; banned
from a local union

Minor Blacklist: Misdemeanor criminal; sus-

pended license

Moderate Blacklist: Disbarred lawyer or

AWOL military

Major Blacklist: Felon (can’t vote or own fire-

arms) or unlicensed doctor for malpractice
eeee e Overwhelming Blacklist: Convicted sex of-

fender or legally insane

DEBTS (ADVERSARY T® RESGURCES)

Although it’s easy to make money with just a few
simple magic tricks, it is also possible for a mage to be in
Debt, whether to student loans, loan sharks,
Technocratically-tampered records or ridiculous credit
card bills. Debts require monthly payments equal to the
allowance that the character would get with the same
level of Resources and a total sum equal to the liquida-
tion value of the same rank of Resources to pay them off.
The mage could have Resources and Debts both, with
money coming in one hand and going out the other, or
he could be destitute and on the run from creditors. A
mage who doesn’t pay debts can face legal actions, leg-
breakers or just the problems of living on the street.

As with any adversarial Background, overcom-
ing this Background isn’t easy. Even if the mage
coughs up the money to clear up the debt, he may
have to fill out interminable paperwork, explain
himself to some less-than-upstanding loan organiza-
tion or just be haunted with bad credit. Therefore,
overcoming Debt requires good roleplaying, hard
work and the expenditure of experience.

223

Sy MR R
L T T .

CHAPTER Six: BUILDING CHARACTER




Trivial debt: Pay $50 per month. Clear debt for $1,000.
Moderate debt: Pay $1,200 per month. Clear
debt for $8,000.
Major debt: Pay $3,000 per month. Clear debt
for $50,000.
Crushing debt: Pay $9,000 per month. Clear
debt for $500,000.

eseee On the run: Owe $30,000 per month. Clear
debr for $5,000,000. Good luck.

ENEMTES (ADVERSARY TO ALLIES)

Enemies simulate favors owed and offenses to be
repaid. For example, one point of the Enemies Back-
ground represents one newborn ghost who's haunting
your mage constantly, two werewolf cubs who beat him
up whenever they find him but don’t make it a priority,
10 important favors owed to 10 different starting-level
characters or two master magicians who have himdown
on their “naughty” list. Enemies gained and favors owed
after character creation may be recorded in the same
fashion, but you don’t get points except possibly as
another Background. (That is, if your mage steals an
Etherite’s five-point ether Wonder, he’ll probably have
a very angry scientist as an Enemy.) Storytellers should
also note that Enemies have different beliefs in what
makes aproper revenge. A vampire might believe death
to be a perfectly suitable revenge, while a rival mage
would settle for nothing less than a mage’s absolute ruin
in terms of Tradition society. A teenage runaway,
however, might have particularly persistent parents,
who'd be far more trouble than your average werewolf.
At least a werewolf might listen to reason....

. One enemy of strength similar to your own; or,
two starting level characters as occasional an-
tagonists; or one opponent somewhat above
your capabilities as an occasional enemy; or
about five major favors owed by you (or minor
grudges held against you).

One individual somewhat above your own capa-
bilities as your mortal enemy; or two of the same
as occasional antagonists; or around ten major
favors owed by you (or minor grudges held against
you). Or mix and match options from the list.
One significantly dangerous individual as your
mortal enemy; or, two of the same as occasional
antagonists; or around 15 major favors owed by you
(orminor grudges held against you). Or mixand match.
One very potent individual as your mortal
enemy; or two of the same as occasional an-
tagonists; or about 20 major favors owed by you
(or minor grudges held against you).
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e ¢ e ¢ ¢ One legendary opponent as your mortal enemy; or
two of the same as occasional antagonists; or about
25 major favors owed by you (or minor grudges held
against you). Or take your pick from the list.

GREMLIN (ADVERSARY T® FAITILIAR)

Persistent Gremlins are merely familiars gone bad
— the goblin that ruins your mage’s experiments; the
spectral hound that howls outside his door; the
Nephandic imp who keeps trying to tempt him to the
Dark Side; the clumsy and maliciously destructive
robot that he can’t bear to dismantle because it was his
first science fair project and he has sentimental feelings
for it (even though it doesn’t have the same for him).

Gremlins may be taken as an Adversary at character
creation. With long roleplaying — and Storyteller
approval — a Gremlin may be turned around, possibly
even becoming a Familiar, while with neglect and
mistreatment, a Familiar can become a Gremlin.

Gremlins are built on the same point scales as Famil-
iars, but they work against the mage in question. Obviously,
youcan't take familiar advantages like Paradox Nullifica-
tion for a Gremlin Background, unless the Storyteller can
think of a clever way to make it work against you.

INFAITTY (ADVERSARY T® FAITIE)

Your mage enjoys widespread recognition in mor-
tal society, but not in a good way. People do not send
free theater tickets to Charles Manson or the [L.R.A.,
and your character is in the same class. If you are also
wanted by the law, this makes it that much more
difficult to hide. Though rare, it is also possible to have
both Fame and Infamy. O.]. Simpson, for example,
would have four or five points of both. The Storyteller
might use a roll of a Social Attribute + Infamy to
determine if your ill reputation comes to bear.
You're known toaselect subculture — the local
PTA or animal rights activists, for instance. Or
your ill deeds are old news, like a child felon
twenty years later or a junior officer of the SS.
A majority of the populace recognizes your face
and chuckles, like a former mayoral candidate
with a sex scandal or an actor who’s known for
some curious peccadilloes.
You have statewide renown, like the acquitted-
on-a-technicality real estate swindler or
the bimbo of the year from Jerry Springer.

eeee Nationally infamous; everyone knows some-
thing about your ill deeds.

eeeee You'reaninternationally infamous mediaicon,
the latest crooked politician or philandering
archbishop.
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JIN% (ADVERSARY T® \X/ ©NDER)

A mage may take a Jinx (or Infernal Contraption);
that is to say, a magical or technological object that is
more trouble than it’s worth. A Jinx may be nothing
more than a pile of Flaws, negative Backgrounds and
other curses, but the more interestingJinxes are the ones
that have some useful powers — though over twice as
many Flaws to balance them out. To calculate up ajinx,
a Storyteller should total up the Merits and special
advantages the player desires, then secretly add twice
that or more in Flaws, adding in special wrinkles like
having the object be a unique focus or something that
the owner can’t just throw in the trash bin, like a clan
sword. Or the Jinx may be mixed with the Wonder
Background, making it some mighty wonder of magic
that unfortunately has a few drawbacks.

.

Jinxes, unfortunately, will attract min-maxers, who
will try to use Flaws like Heirloom and Conditional Magic in
particular to create items like flamethrowers that only
work in their hands and don’t burn members of their own
Tradition or small children and puppies. A Jinx, however,
is intended to be more trouble than it’s worth. If a player
designs such aflamethrower, the Storyteller should require
that it be aunique focus, then let him deal with rivals in his
own Tradition and their children and packs of rabid Pitbull
puppies. Storytellers should not let characters simply ditch
aJinx when it becomes inconvenient or hide it in the back
of the closet. Such items either have great personal impor-
tance (It may be haunted by demons and eating your soul,
butit’s your Phylactery), social significance (Youdonot toss
the sword of your ancestors into the nearest trash dumpster
just because you realize it’s cursed and haunted by the
ghosts of your enemies), moral responsibility (God gave
you this item as a cross to bear, and you can’t leave it where
it might corrupt some innocent), or the item may be
subject to carefully worded Geasa (You cannot be rid of the
cursed doohickey until you sell it to someone for less than
youpaidforit...and give them fullknowledge of the curse);
You can’t ditch the damned thing until you complete the
task that s its Destiny; the Dark Fate will only befall youafter
you lose the item, etc.).

The rating for a Jinx varies with its total power. A
two-point Wonder that has four points of problems is
effectively a two-point Jinx.

NOTERIETY (ADVERSARY T® STATUS)

Your mage is well known in her chosen mystic social
circles, but not in a good way. She may have had an
infamous, insane, or diabolical Mentor, belonged to an
unpopular Chantry (or even have attended the Devil’s
infamous Black School), come from an infamous family
(“How nice to meet you, Miss Borgia”), had a former
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Apprentice try to assassinate the Council, or be an
Awakened creation (“I'm sorry, but toasters are not
allowed to address the Symposium”). She may have
earned this reputation herself via crackpot theories,
accusations of plagiarism or going Rogue. Perhaps she got
a bad rap from something really flamboyant, like being a
former Marauder or recanted infernalist, or just having
the reputation of being a former Marauder or recanted
infernalist. (Fly one dragon over the Macy’s Thanksgiv-
ing Day Parade and people will never let you live it down.
And that cloven-hoofed guy whom you were kissing on
the park bench was a satyr, dammit, not the Devil, and
no, you're not going to produce him to prove it. He was
an asshole anyway, and you broke up, so good riddance.)
At the higher levels, this rep also extends to the
spirit world, and the mage still has to deal with the
mystical gunslingers, not because she’s the best-of-the-
best and the woman to beat, but because she’s the
worst-of-the-worst and everybody’s favorite whipping
girl. Besides these problems, she also has to fend off
Nephandic recruiters, Marauder talent scouts and even
more dangerous types. Old chums from the Black School
may come sniffing around, or worse yet, relatives — it’s
hard to keep Wicked Uncle Frederick from coming to
your wedding, and you really don’t want to slight him.
It’s incumbent upon you to flesh out how the mage
acquired a Notorious reputation. The Storyteller may well
bring down harsh consequences on a player who tries to
duck out on it! These things have a way of coming out....
o The village idiot
oo Rube Goldberg’s apprentice
Damon Hellstrom

Alumnus of the Black School

eee e Syyuron

RivAL HOUSE (ADVERSARY T® CHANTRY)

The Rival House Background refers specifically to
rivals of a given Chantry, not of an individual mage.
Thus, to take this Background, your character must
already have the Chantry Background as well. The Rival
House defrays the cost of the Chantry and thereby
increases its power, but also that of the Rival House.
Rival Houses may be at war, or on terms of uneasy peace,
but will never be friendly to one another, and members
who “fraternize with the enemy” will have to deal with
the fallout at their own Chantry when they get back.
The Rival House is built just like any other Chantry; if
multiple characters in the group take the Chantry
Background and the Rival House Adversary, then the
enemy Chantry could be just as potent as the characters’
Chantry, and out to get the Cabal, too!
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SKEPTICS (ADVERSARY T® CULT)

When taken in as the reverse of a Cult, the Skeptics
Adversary means that your mage has attracted the
attentions of a group of Skeptics, who not only think
she’s nuts, but actively go out of their way to convince
everyone that she is. If she attempts a ritual while
they’re around, they give you (the player) an automatic
botch for each point that your mage has in the Adver-
sary. Because of whoever they happen to be, they are
not easily avoided. They may be co-workers, members
of your mage’s congregation, fans, or even (gasp!)
friends or family members. Alternately, they may be the
Cultof arival mage whodoes believe in your willworker’s
brand of magic, but whose cultists actively pray that she
won’t be able to pull it off (with the same net effect as
regular Skeptics). Whatever the case, they’re not easily
avoided, and they cause real problems with willworking.

The rating in Skeptics corresponds to the number
of Skeptics who tend to trouble your character, as per
the Cult Background. Note that you only suffer the
penalties for however many Skeptics are about — if
your mage happens to find herself trapped alone in a
basement, then she can at least do her magic without
worrying about them.

THROWBACK (ADVERSARY T® PAST LIFE)

The Avatar keeps memories of former incarnations,
but it doesn’t necessarily discriminate in favor of useful or
pleasant memories. The Throwback Background illustrates
insane, unpleasant or just plain nasty people your mage
used to be, whose traumatic deaths, nefarious deeds, and/
or outdated worldviews (“Adulteress! Stone her!”) come
back to haunt him and make his current life a living hell.
This Background may also be used to simulate the misspent
centuries of incredibly old mages. (Rape and pillaging were
de riguer back in the days you went a-Viking.)

If your character has a problem with old memories,
then once per game your Storyteller may roll your
character’s Throwback rating, difficulty 8. Your Story-
teller will give you bad advice or unpleasant memories
from a past life of your character. (You love Evelyne, even
though she killed you, and you'd do it all over again!) The
more successes the Storyteller scores on the roll, the more
he skews your character’s current perception of what’s
going on — and with a particularly nasty flashback, you
might have to use Willpower to suppress a reaction.

J Anoccasional disturbing flashback to asingle event

oo Occasional flashbacks to several troubles

Regular memories of misery
Entire lives of brutality and horror
e e e e e Hundreds of years of utter damnation
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UNCANNY (ADVERSARY Td ARCANE)

For every mysterious mage, there is another one
who is strange or spooky or surrounded by weird occur-
rences, whose mere presence causes talk and whispers
long after he’s left the room. Your character might be
Uncanny because of your appearance — being unusu-
ally tall or having startling witch green eyes or a
hunchback. It could be something about his aura that
gives people the creeps or makes them take notice, the
eerie presence of a vampire or the surreal quality of the
fae, or perhaps just some strange otherworldly taint of
sorcery, marking him as other from the rest of humanity
no matter how normal he looks. Or the mage may be
perfectly ordinary and unremarkable, but whenever he
comes around, strange, uncanny and (worst of all)
memorable things occur — often echoes of his spells or
experiments — and everyone talks about the day the
magic man walked into their lives and made it so much
more interesting.

Uncanny people will always be remembered and
remarked upon, and not necessarily in a good way. This
won’t make a sorcerer any more noticeable in combat,
but it will make him the one that witnesses remember
and describe first and that strangers go out of their way
to talk to. Those who look for the mage will have an
easy time tracking him down, and he may have to
become a recluse to avoid this, though everyone will
know where he lives. Stories get traded, children sing
songs, and tabloid reporters have leads just dropped in
their laps. These effects just occur as well.

Whatever effect the Uncanny curse takes — out-
landish appearance, otherworldly aura or supernatural
manifestations — it adds its dot rating to any Percep-
tion or Investigation Dice Pool used to find the mage.
[t also subtracts its rating from the character’s Stealth
attempts — the purple-haired giant with the peg-leg is
not going to be as unnoticeable as the average Joe and
neither is the ordinary girl being followed by the pink,
winged kittens. However, Uncanny characters may roll
Intelligence + Subterfuge to disguise their uncanniness
for one scene, difficulty 5 + their rating in Uncanny —
witch green eyes are easily covered up with sunglasses,
butit’shard to keep people from noticing a ten-foot-tall
cyborg. However, Uncanny does not detract from die
rolls in Social interactions; after all, the purple-haired
peg-legged giant may be quite handsome and person-
able or even have strong animal magnetism. Uncanny
by itself merely implies weird, freaky and memorable. If
you want your Uncanny aspect to also be hideous and/
or disturbing, take the Disfigured, Deformity, Monstrous
or Horrifying Flaws. If you want it to be beautiful and/or
striking, take some degree of enhanced Appearance.
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This Background is often used for Familiars as well.
A black cat is typically Arcane but a pet dragon is
notably Uncanny.
o Hard to miss
Whoa! Check him out!
Damn! Is the circus in town or what!?
Quick — someone call the Guinness Book of
Records!
eeeee Shit! I thought the Weekly World News made

this stuff up!

X/ ARDS (ADVERSARY T® RETAINERS)

Wards are people whose welfare is your character’s
responsibility, whether they are her children, her elderly
parents, her clueless roommate or her brother — or even
her employer if she happen to be a chauffeur or body-
guard. Wards make your mage’s life more complicated,

o0
(X X I

expecting you to pick them up from soccer practice and
so on, and moreover are easy targets for your Enemies. A
Ward has a tendency to get underfoot and isn’t particu-
larly competent or helpful (if the Ward were helpful, he
wouldn’t be a problem). Like Retainers, Wards can vary
in competence; one Ward may be fairly independent but
also a troublemaker, while another may be quite sedate
but also totally helpless. You should come up with astory-
related reason that your mage can’t simply dump the
Ward and be done with it — otherwise she’d have done
so long ago. You take the disadvantage, you get the
points, but you have to stick with the responsibility.

. One Ward

Two Wards

Three Wards

Four Wards

eeeee Five Wards

ADDITIONAL ITIERITS ANDFLANWS

] Aswith all Merits and Flaws, the following
additions are wholly optional. They may
not be appropriate for all games and all
characters.

Many of the Merits and Flaws in-
cluded here are far more supernaturally
oriented than those found in the core
Mage rulebook. This gives you a wider
spate of toys with which to play, but be

careful not to go completely crazy. If you try to run a
gritty street-level Mage game, your game mood may
suffer if every character has some sort of highly improb-
able magical Merit or Flaw.

CLAWS/FANGS”H®RNS/Ho®VES”
BARBED TAIL (3# PT. [TIERIT)

Witches have always been known for their beauti-
ful fingernails and iron teeth, and your character lives
up to this reputation, since coming from her, “I'll
scratch your eyes out!” is not an idle threat. Or perhaps
she has the horns of the devil or the hooves of a centaur,
or something more mundane yet cooler — like a surgi-
cal steel plate in the skull with bolts to screw spikes on.

For three points, you may buy one type of attack; for
five points, two. Seven points allows you to buy three,
and nine points allows you to buy four. For eleven
points, you can go for the full devil package and have
claws, fangs, horns, hooves,and a barb at the end of your
tail (though it costs an additional three points for your
tail to be prehensile).
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Maneuver Difficulty Damage

Bite 5 Strength +1

Claw Strength +2

Kick Strength +3

Gore Strength +2 (Strength +4
after a charge, if you’ve just
moved 10 yards or more)

Tail Strike 6 Strength +1

Claws, fangs, horns, hooves, and tail barbs come in
varyingsizes. The above list assumes you've got the smallest
gauge. For an additional point, you can get a somewhat
larger size, and another point beyond that gets you el
grande, each size larger doing an additional +1 point of
damage. However, this is not necessarily a great idea. Wolf
claws can be painted and passed off as an expensive
manicure, but vulture talons are a bit harder to hide, and
asetof giant bear claws are not only incredibly conspicuous
but will prevent you from doing things like typing or
driving. Likewise a nice pair of goat horns can be hidden
undera top hat, butaset of oryx horns will need asombrero,
and there’s no hiding a full rack of stag antlers, especially
if you've got two points for every year of your age.

At Storyteller option, claws and so forth can be
made retractable for an additional +1 per unit of size,
like vampire fangs can be pulled back in for one point;
for two points, jumbo fangs (the type that stick down
over your lip) can be pulled back into line with regular
teeth, and for three points, even boar or walrus tusks
can be made to disappear — though there will have to
be a good explanation given for why this works.
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ANACHRENISITT ([ T® 3-PT, FLAW)

Your mage was raised in another time and hasn’t
quite caught up to the present. Maybe she traveled
forward (or backward) in time, or sideways from a
parallel universe. Maybe the Awakening made her
recall one of her past lives so vividly thatshe thinks she’s
supposed to be in 10th century Egypt. Or maybe she’s
from one of the few quaint backwaters of the present day
and everything in the modern Western world might as
well be Mars for all the sense it makes to her.

For one point, the character is just a little out of
sync. Pick any decade from the 20th or 21st century,
excepting those on both sides of the current one, and
set your attitudes and beliefs accordingly. For two
points, pick any decade in the 18th or 19th century (or
22nd or 231d). For three points, pick any decade from
the 17th century or before, or any particularly well
insulated backwater of the present day (if any still
exist), or just some totally weird social behavioral
construct. The character has a two-point difficulty
penalty when dealing with anything outside this cul-
tural identity. Thus, a character used to the 1800s has
trouble with computers but understands light bulbs; a
character from a hypothetical 23rd century parallel
universe might have trouble with telephones, which
never existed in her world experience!

This Flaw can be bought off over time and with
roleplaying. In the mean time, culture shock can be fun.

PERS®NAL TALISITIAN (I PT. ITIERIT @R FLAN)

Though a master mage may have helped (and
probably did), your character has done one of the great
and mighty deeds of magecraft and created a Talisman.
Well, he may not have created it, but he was there for
the crucial and literal willworking — he invested a
pawn of his own Willpower into the Talisman and now
it is tied to him.

[f this is a Merit, you still have the Talisman, and so
long as your character holds it, you have an extra point
of permanent Willpower, as well as a point of temporary
Willpower that cannot be spent. (You must also take at
least one point in the Wonder Background if you intend
to keep it.)

If this is a Flaw, however, you do not possess the
Talisman and the related Willpower point. Mark off
~ one of your permanent Willpower points until you get
the Talisman back or somehow gain it from its rightful
owner (which should be you, but isn’t). If this drops you
below five Willpower, you'll never become a Master
until you get it back or you purchase another point.
(Your invested point of Willpower still counts as part of
your total for purposes of purchasing more, however.)
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NINE LIvES (6-PT. TTTERIT)

Dame Fortune has favored your mage with the ability
to come as close as possible to mortal peril and still to
survive. When a roll occurs that would result in your
character’s death, the roll is made again. If the next roll
succeeds, then your mage lives — and one of your nine
lives is used up. If that subsequent roll fails, then another
re-roll is made, until either a successful roll occurs or your
nine lives are used up. The Storyteller should keep careful
count of how many lives the character has remaining.

RESISTANT PATTERN (Z~PT. ITIERIT)

Aggravated damage means nothing to you, at least
personally. Enchanted weapons, vampire fangs, deadly
spells and toxic waste can still harm you, of course, but
this damage is no worse than that dealt out by ordinary
weapons, cat claws, car crashes and sports injuries, any
of which can still kill you. You take only lethal damage
from attacks that would normally score aggravated
wounds, including the Avatar Storm.

IMMUNITY (V ARIABLE POINT [TIERIT)

There is one peril to which your character is com-
pletely immune, even to the magical versions. Perhaps,
like Mithridates, your mage slowly built up an immu-
nity to all poisons, even those concocted by the
Euthanatos. Perhaps he had an accident in the lab and
now all metal phases harmlessly through his body, even
magic swords and comic-book alloys — or it bounces off
his chest. Perhaps it still cuts, but the wounds don’t
bleed and they seal up immediately.

However, this invulnerability is only to the particular
thing, not to any secondary or tertiary effects— Fenris may
have blessed your character so that he is unscathed by the
teeth and claws of wolves, even werewolves, but that does
nothing to stop the werewolf’s silver sword or even the
damage when the werewolf pounds your mage’s head into
awall. (Fenris, after all, said you'd be unharmed by wolves,
not by architecture.) Likewise, even if metal doesn’t exist
for your mage, it does for his lab coat, and a bullet’s going
to pack quite a wallop before it shreds the cloth. And even
if the faeries at your christening said that no mortal man
could ever harm you, that proviso doesn’t apply to vam-
pires, or the magics that mortal man might command, or
even — for that matter — to his 1957 Chevy Bel Aire.

Your mage might be immune to all physical harm, save
one thing, like beheading, incineration or being stabbed
through the heart with a dagger thrice blessed by three
separate Popes; or he might be immune to all things save
in one spot, like Achilles’ heel or Siegfried’s shoulder.
However, this will not prevent him from being turned into
arutabaga, having his soul stolen, being sealed in Lucite or
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sent into orbit, though his body (if not his sanity) will
withstand all these things. He'll merely be an invulnerable
soulless rutabaga orbiting the earth in a Lucite block while
his enemies look for a third Pope to bless a dagger.

Immunities vary in price, depending on their lethality
and thejr frequency, much as Vulnerabilities do. You must
buy each Immunity separately, although the Storyteller
may allow anumber of similar Immunities (basilisks, snakes,
toadstools, iocaine powder) to be packaged as one more
common Immunity. Total immunity continues to go up in
price depending on the size of the chink in your armor.

Alternately, for half the price of any given Immu-
nity, your character may be Resistant to a particular bane
— taking only half damage, rounded down, or reducing
your soak roll difficulties by 3...your choice. Anything
doing only one die of damage, you ignore.

2 points— A minor nuisance (poison oak, common
cold) or a very rare threat (basilisks, the Ebola virus)

4 points — A major threat (disease, hunger, super-
natural evil gook), or a moderately rare threat (poisons,
extreme heat or cold, raw magic Levin bolts, death spells)

6 points— A terminal threat (asphyxiation, drown-
ing), or a common threat (fire, metals)

8 points — Invulnerable to all physical threats, but
with one large weak spot (the head, the neck, the chest)
or one common bane (fire, edged weapons, drowning)

10 points — Invulnerable to all physical threats,
but with one tiny weak spot (Siegfried’s shoulder,
Achilles’ heel, the spot where the third eye would go)
or one rare bane (silver bullets, mistletoe, deadly night-
shade); one common bane in one large spot (edged
weapons vs. the neck, i.e. beheading), or one common
bane in aspecific circumstance (a gun fired by awoman).
Or immune to all physical threats save those which
inflict aggravated damage, or immune to all physical
threats save oneself — can be strangled with a rope
made of own hair, mentally commanded to gnaw own
arm off or destroyed with own Phylactery. Alternately,
mage is invulnerable until Phylactery is destroyed or
Phylactery is invulnerable until mage is destroyed.

12 points — Invulnerable to all physical threats,
but with one very rare bane (the bite of an Egyptian asp,
nuclear radiation, a specific ritual cast by a master
mage), one rare bane in a tiny spot (a stake of twisted
rose briars through the heart), or one rare bane in a very
specific set of circumstances (poisoned with bella-
donna by a beautiful woman)

14 points — Invulnerable to all physical threats,
but with the bane being an extreme rarity (a dagger
thrice blessed by three Popes, the elixir of eighty evil
essences), or one very rare bane in a highly specific set
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of circumstances (dragged through the streets of Baghdad
by wild horses during the month of Ramadan)

16 points — Invulnerable to all physical threats
except one unique bane (the Holy Lance of Longinus,
the Sword of Roland) or invulnerable until
Phylactery destroyed, requiring an equally unique bane.

This Merit may also be taken in conjunction with the
Vulnerability Flaw, especially if the Vulnerability is some-
thing common and not usually deadly, such as water. Thus,
it costs only three points total to be the Wicked Witch of
the West, Immune to every variety of harm except being
doused with a cleaning bucket. (“I'm melting! 'm melting!
Oh whowould have thoughtagoodlittle girl like you could
destroy all my beautiful wickedness!”)

Objects, especially Phylacteries, may also have Immu-
nity to physical perils, but Storytellers should impose some
limit on size so min-maxers will not use this Merit to create
invulnerable dreadnoughts and impenetrable fortresses.
The larger the object, the less of it can be invulnerable. You
can have an indestructible moped, but your ’57 Chevy
won’t have puncture-proof tires, and your Winnebago of
Doom can have the tires blow out and the windows
smashed even while the rest of it remains unscathed.
Likewise, your cozy witch’s cottage will just need to be re-
thatched after the dragon attack, but your mansion will be
gutted with nothing left but smoke-blackened walls. How-
ever, you can have the last laugh by making your Phylactery
your castle, and making the one way to defeat your castle’s
Immunity being your own death. That way, if your enemies
ever sneak into your inner sanctum and kill you, they get
to deal with the castle collapsing on their heads — a
common staple of sorcerous fiction.

Need we even mention that this Merit can be
phenomenally abusive?

CAST No SHAD®W @R REFLECTION ([-PT. FLAW)

There are many explanations for this phenom-
enon, and no two agree: Your mage may have attended
the legendary Black School, where the Devil who runs
the place took the hindmost as payment — in this case,
your character’s shadow. Or maybe it got trapped in a
mirror or left in a little girl’s bedroom somewhere —
which is better than the alternative, for some believe if
it escapes, it runs around as your evil twin. In any case,
your character casts no shadow or reflection (your
choice), and this may cause many problems, especially
because this is a common Flaw among the Nephandi.

T®UCH &F FROST (I-PT. FLAW)

Plants wither at your character’s approach and die at
his touch. His touch is as cold and clammy as a corpse —a
refrigerated one at that. A common Flaw among Euthanatos.
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VULNERABILITY (I'T® 7-PT. FLAW)
Your character possesses a Vulnerability — a sub-
stance, element, or power that can harm or even kill
him, like Superman’s problems with Kryptonite or the
Wicked Witch of the West’s aversion to cleaning
buckets. The level of this Flaw depends on whether his
weakness can fatally injure him, ot simply weaken him,
and on how common the substance is. Damage caused
by a Vulnerability cannot be soaked, except by Armor,
assuming it’s the right sort of Armor (the Wicked
Witch of the West would have survived if she were
wearing a hazmat suit or just a raincoat and umbrella).
Anormal, weakening Vulnerability causes one health
level of aggravated damage per turn of contact. A
mortal peril causes three health levels of damage per
turn of contact. If the slightest drop of the substance is
certain death, instantly bringing your destruction, this
Flaw is worth an extra point beyond that. If merely
being in the presence of the substance causes you
damage — being in the same room as the Emperor’s
perfume or standing in indirect sunlight — or the most
infinitesimal drop causes you harm, this Flaw is also
worth one point more; while if you actually have to be
damaged by the substance — stabbed with the Lance of
Longinus, beaten with an iron crowbar — this Flaw is
worth one point less. If taken at the full seven-point
level, this Flaw means a single beam of moonlight or the
mere sight of a drop of blood can instantly kill you.
Examples:
Flaw Weakness
You can be fatally injured by something
that’s nearly impossible to acquire (the Holy
Lance of Longinus, the perfume of the Em-
peror of Cathay), or weakened by something
very rare (dragon’s blood, naphtha, the bite
of an Egyptian asp, panther’s breath).
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3 points  You can be fatally injured by something very

rare, or weakened by something moderately
rare (mistletoe, garlic, the sight of your re-
flection, silver, magic).

4 points You can be fatally injured by something

moderately rare, or weakened by something

common (iron, sunlight, fire)

5 points  Youcanbe fatally injured by something common.

BEAST \W/ITHIN (S-PT. FLAW)

The Beast is awake within your character! He is
prone to frenzies, just like a vampire or werewolf. These
are caused by situations of intense emotions: fear,
anger, hate. Your character is a figure of great rage and
fear to the rest of humanity, much like Charles Manson
or Mike Tyson. Your mage automatically has one extra
dot of Dynamic Resonance, and whenever placed in a
stress situation, you must roll your mage’s Dynamic
Resonance, difficulty 6 — with any successes, your
mage flies off the handle into a frenzied rage with all the
same qualities as the Berserker Merit. This Flaw is
especially appropriate to Ghoul and Kinfolk mages.

BEDEVILED (6-PT. FLAW/)

Job — that guy in the Bible — was a whiner.
Someone or something is watching your character and
ruining his life. Your mage has no idea who or what it
is but knows it’s responsible for all the things that go
wrong, or at least the big ones. When things are just
starting to look up, it socks him with another personal
tragedy, but instead of letting him die, it always seems
to save him and take someone close to him instead —
just so it can watch him suffer (or so he thinks). The
Storyteller must decide why you are being watched and
what is watching you (it is not necessarily the Devil,
despite the name).

CHAPTER SIx: BUILDING CHARACTER
g
Ty Mg

5 A Sy

231

a4 W
Tl oy

U AT
N TR SN

7

»

"o

YA






What is there, you ask, that can be said
about Storytelling a Tradition game, that
isn’t already covered in the core Mage
book? Glad you asked. Everything from
tips on common problems to variations
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that run wildly afield from basic Mage is worth explo-
ration. Naturally, we can’t print eight thousand different g
versions of Mage, but we can give you some advice and
ideas from which to spring off and form your own
chronicle directions.

| Many a Storyteller picks up a game book,
comes up with a unique idea and decides to
| run with it. Characters are built on the spur
of the moment (or on the spur of a couple
hours, as the case may be), the Storyteller
{ sets the scene, everyone dives in and... the
| game collapses. The characters don’t fit.
The players don’t like the theme. The
Storyteller’s at a loss to get around the
special capabilities that the players brought to the table.
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While the purpose of the game is to have a good time,
and that means throwing the players abone now and then,
there’salimit to how mucha Storytellercanallow. Ifyou’re
trying to tell a good fantasy novel in the tried-and-true
Tolkien style, you don’t just arbitrarily drop in a character
with ray gunsand aspaceship. The same holds true forrole-
playing games: The players and Storyteller must come to
an agreement about the style of the game, and then the
players must agree to play within the boundaries of the
Storyteller’s chronicle — otherwise, theyrisk breaking the
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chronicle completely, and then nobody has a good time.
The Storyteller needs to work with the players to make sure
that each player has a character that both fits the player’s
vision but coexists functionally with the game’s style.
Players always want to play the most unique charac-
ter, the one that breaks the stereotype. Rogue Tradition
members are difficult to play out — a rogue character
usually bends away from the goals of the group with
distaste for the status quo or just has so many problems
that the character hinders game play more than contrib-
uting. Try to find the right Tradition for the character
your player has designed. Listen to the things they want
to accomplish, either when they are talking to each other
while they are paging through the source material or
when you have one on one sessions. Players sometimes
hold back what they really want to do, or they simply
don’t yet know before play actually begins. Either they
don’t want to be told that they cannot play the character
they have in mind, the Storyteller shows some negative
opinion of their choice or it may be necessary to see how
the player responds to the other members in the group. A
rogue character — a mage gone wild with powers, Flaws
or unusual knowledge — can derail a planned storyline
without advance consideration and planning. Dark Se-
crets, past performance issues and personal agendas aside,
» i aTradition would reasonably take a long look at welcom-
~ I ing Adepts into the fold without some idea of how they
i would conform. Nephandic, Marauder or Technocratic
type infiltrator characters are best as Antagonists or as
temptation devices to sway Tradition characters. There’s
always the player who wants to play something wildly
“outside the box,” but sometimes that just isn’t right for
the game — in some games, a Marauder may never show
up; in others, perhaps the appearance of some minor
Craft forms the crux of astoryline. The trick is to give the
player an angle that still fits the game without making
everyone the “special exception” in every game.
Gently suggest a more appropriate Tradition for
what the player wants to do. Do not deny the validity of
the player’s wishes, but suggest perhaps their original idea
needs a little finagling or rework. A combat Cult of
Ecstasy member might be best in the Akashic Brother-
hood, or evena throwback Euthanatos from their warring
days. Find out what the essence is of the character. What
are the goals that really matter? Try to find a more
appropriate niche that the character would fall into. One
good way to start this off is by asking some basic questions
of the player tofind out what he is looking for in the game.
That way you can determine how to adjust your storyline
or see if the character concept is just too disruptive. But
also don’t be afraid to say “no.” You want everyone to
have fun, yes, and you are running the chronicle for
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others not just yourself, but if you feel a Satanistic
Celestial Chorus member might simply disrupt the entire
game or you find you have a combat Akashic killing
everything in sight, say so. Don’t be afraid to talk to the
players and let them know some of what you intended for
the game. They will be understanding — most times.
Of course, every once in a while, it’s fun to break
with Tradition and make a character that just doesn’t
fit the mold. Even so, you should strive to encourage
stereotypes at least a little — they wouldn’t exist
without some basis. A character’s clever, unique power
usually substitutes for lack of in-depth background.
Often, you should suggest that the player think about
the possibility of the character’s unique story angle as
an eventual goal rather than a starting trait. Give the
character something to shoot for and room to grow!
There are several methods, tried and true, to use in
helping you as a Storyteller figure out your players’ goals.
Understand that your players might not have fully devel-
opedthe backgroundandfuture direction of their characters.
It is your responsibility as their Storyteller to try to help
them formulate and develop the personality and back
history of their characters. Much like in acting, there are
many methods and exercises a Storyteller can use to help
her players learn to develop fully dimensional character
concepts. Besides nature and demeanor, pay special atten-
tion to concept. The concept could be one to a few words
describing the type of job the character has or has had
(Lawyer, Spy, Armed Services, Politician, Scholar, etc.);
oritcouldbe apersonaarchetype (Hard-worker, Retentive
Organizer, Lazy Slob, Researching Cultist, etc). The con-
cept can be used to help choose the most appropriate
Abilities, Backgrounds and even Merits and Flaws. Re-
member, a concept is a summation of what the character
typically does and lives — you’re not bound by the list in
Mage itself — nearly any brief phrase will suffice. The
second method to use in conjunction with this is to ask
what is the character doing currently, day to day. Is he at
ajob?Ishe between jobs?Studying?Raising afamily? In the
military? Eschewing mundane society entirely in favor of
magical work? Trapped in a Quiet? With this, you will
begin to see where your players intend on going with the
character and what sort of background he might have had.

DONE~DON~DNE SESSIONS

Small vignette storylines, or back-story, can help to
define the roleplaying direction that your chronicle will
be headed. It also helps the player understand more
clearly where he sees the short term and, sometimes, the
long-term goals of the character. These sessions can
easily be held during your first normal session while the
other players are still creating the final touches of their
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characters or if they are looking up information for their
own backgrounds. It doesn’t take a long time to do, and
it will establish a strong sense of history and pre-life with
your players. Each player should be allowed about the
same amount of time. Approximately an hour with each
player is enough time to allow the player some idea of
where the character is going. These sessions can also be
done individually when each person has free time and
can then run a little longer. The important thing is that
they are done before you start your main story line and
that each player gets a chance to go through it.

The beginnings of the characters can be solidly forged
with these sessions: their Dark Secrets, obsessions, addic-
tions, or anything else that is created by the player can
come up for the first time — or come back to haunt them
for the first time — and it gives them a chance to play out
the character’s reactions. The reasons for those personality
foibles and their repercussions can be played out here. It is
even possible to lay the groundwork for character histories
interacting with each other so that before present day play
(or whenever you choose to set your story), some of the
characters have asense of familiarity, likes or dislikes of the
others in their group — whether they are thrown together
through orders of their Traditions or if it is by necessity,
survival or another motif. _

Several one-on-one sessions can be played out to
better saturate your story with history and character
development; however, only one or two sessions are
needed. The first session should focus on the Awakening
of the character’s Avatar and how the character is brought
into the Traditions, who his Master is and how he found
her. This will establish how easy or difficult it was to go
through the Awakening, why he has the Spheres he does
and why the Tradition chose him. This also helps to
establish any periphery abilities or knowledges, either
known previously or learnt by his Mentor. Several years
can pass in this session to establish the formative years as
amage. Initiates of the Artis an excellent supplement to
use for this, as it goes through all of these beginnings.

The second session should be an important moment
in her life after the Awakening but sometime, even years,
before she meets the other characters. This session is
more concerned with a specific moment or event where
you can tie the character into your story. It can be
anything you wish, ranging from the Mentor’s death ora
Tradition celebration, to an enemy’s resurgence or the
first successful completion of adifficult rote. This helps to
establish an important moment with the character, some-
thing she can use to base her character’s desires and goals
from. Italsohelpstoestablish, at the outset, the character’s
individual past and a sense of what the character values
— which assists in fleshing out later roleplay.
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AFTER GAITIE SESSIBNS

A helpful trick in a Mage chronicle is, after the
formal game session, to sit around and take time to wind
down. Have your players mull over what was accom-
plished and if it met with the goals outlined by their
characters, so they can clearly see how far they have
progressed. They will be able to check their notes to see
if they met with all of the contacts they wanted to, or if
they used the abilities they wanted to use to gain
specific pieces of valuable resources or information.
They might also want to check and keep track of what
abilities they found they needed during the session and
either learn the ability themselves or take note to try to
find someone to assist them for next time.

For the Storyteller, it recaps what clues and informa-
tion the players have found so far and how far they have
progressed in the storyline. It allows you to gauge whether
they are moving too swiftly or if they need more help or
more blatant clues. This is essential for keeping the players
interested in your plotlines. It alsoallows you to address any
of these concerns, during this ‘wind-down’ period, where it
does not interfere in game play and you can listen to the
players and resolve their concerns. [t is an excellent time
to go over experience points, recognition for good play,
clever innovation and roleplaying. It’s also a good way to

gauge how interested and excited the players are — listen
to thesstories they like talking or joking about; those are the
ones that caught their interest.

[tis a good time to find out how the players intend on
proceeding so you can prepare before the next session. You
know what they have found out, you know if they have
misunderstood a clue or other important information, now
you can prepare their next bout of creatures, dilemmas and
encounters with an idea of which way they will jump. It is
a very good idea to know if any research might be needed
before your next game session, so the players’ time is not
wasted as you pore through books and your favorite refer-
ence manuals. They will get bored and possibly whiny. It
is difficult to Storytell for whiny players, trust us.

TakENSTESI |

Taking notes is key to doing later research or even
including little events or situations in play. You cannot
always remember your most inspired ideas or the cre-
ative plans of your players. Jot them down on a small pad
during play, and flesh them out a little more at breaks or
when time permits, so you can remember them later on.
These things can be used to add a little more depth to
the world you are creating with your players. Balance
between Storyteller and player control.

CREATING THE NOVEL

The creation and design of a chronicle is a
collaborative art, or at least a collabora-
tive effort. From the players in the design
B of their characters to the Storyteller in the
design of the game world, each adds to the
efforts of the other to create adynamic and
interactive game setting. Some views of
Storytelling believe that the playersshould
be the ones to decide and run how the
game sessions play out, while others believe it is the
Storyteller, with knowledge of the story to present, who
has the final decision-making in what the players go
through. Regardless of gaming philosophies, both views
are valid and equally regarded in gaming. In effect, the
players with their design of their personas and the
Storyteller with her design of the game world together
create a story, or novel, wherein the characters take
actions and reactions and the Storyteller presents ob-
stacles and adjudicates how well the players resolve
their problems. At the end of a session, a chapter (or
several) has been written, with dialogue, personal con-
flict and revelations on the nature of the world or a
particular situation the storyline is to revolve around.
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With these sessions and chapters, a novel is created
depicting the adventures of the characters and their
successes and losses. A

This is not a bad way to view roleplay gar/ning, and
it helps the players get afeel for the characters they are
trying to design and the personalities they wish both
to portray and encounter. A good movie or book has
well-developed and dimensional characters and aworld
in which they live and interact. This should be the
same for that of a chronicle. With this in mind, it also
is very helpful to the Storyteller to tell a better story,
with all of the depth and feeling that she wishes to
convey to the players. The players should be encour-
aged to write several paragraphs of story relating their
characters’ backgrounds to develop these personali-
ties. You may even suggest several paragraphs to be
written as a journal to help players, or you as Story-
teller, to geta good feel of how the players are reacting
within your game world. These are the thoughts and
impressions of the characters of your novel and as the
story unfolds you will be able to see their reasons and
interactions between each other and the characters
you yourself develop.
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CONCEPT,
ATITI®SPHERE AND [TIo@D

Deciding on where and when your players’ characters
all meet together or where they will be wandering will help
define the tone of the game and the atmosphere you want
your players to feel. Should they be desperate, intrigued or
confident? Will they know what is going on or be flying by
the skin of their teeth (seat of their pants)? You have all of
the timeline of the World of Darkness from which to
choose, whether you choose to set your game pre-Ascen-
sion War defeat or even earlier on. Don’t limit yourself.
Consider playing out the events of the Ascension War
itself, with the players’ characters part of all that transpires.
[twill make the game an epic experience for them and will
set the stage for the theme of your game. You might even
runyour prelude as the wrap-up of the Ascension War from
the perspective of the characters’ Mentors, which gives
everyone a lot more insight into the formative personali-
ties that taught the characters!

Regardless of when you choose to start the atmo-
sphere of the setting is important to give a proper
dimensional feel to the game. Setting is important, but
having some ideas for current events for your game world
is helpful too: This will fully flesh out your concept for
your chronicle, and your players will react accordingly.
Now that doesn’t mean that it is a static world. If your
players have decided or asked about something you had
not yet designed or decided upon, let them go with it.
They are creating the world they interact in as much as
you are. Let their imagination help define the setting.
Think of it as a brainstorming technique, only you don’t
have to tell them it was not designed until they had asked
about it. Storytelling is a dynamic, flexible endeavor.
There is a balance between player and Storyteller con-
trol. A useful trick is to take notes on the various theories
that players come up with to explain bizarre events in the
game. Toss in the occasional weirdness that has no
obvious tie to anything else; then, listen to the players
hash it out, and pick whatever theory sounds most
intriguing, far-fetched or appropriate to the Chronicle.
There’s nothing wrong with letting the players’ inspira-
tion help in guiding the chronicle — and they'll feel a
sense of accomplishment from “figuring it out.”

THEME AND AGENDA

Player’s agenda versus Storyteller concept is an im-
portant balance that must be struck as the game progresses.
Although you may know your players very well, they will
always come up with something you did not expect —as
the old saw goes, no story survives first contact with the
players. It is important to develop a theme for your
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storyline. The theme can change as the story changes or
it can retain several themes to keep the players busy, but
regardless you should have some story-arc themes that
the players can readily distinguish. This is more than
“What is our mission;” it is the type of adventure and the
implications behind it. Thus, if you're running an adven-
ture centered on the consequences of the Tradition
failure to (say) influence the development of a small
town, many of your story elements should tie back to this
theme. Even if the players decide to head afield, some
elements of the story should remind them of this central
piece, the place that essentially forms the core of your
game. Let them come back to it until they resolve the
issue or abandon it (the latter may be better if the players
just aren’t biting on your hooks).

SPECIAL ATITIGSPHERE ELEITIENTS

Costume, make-up and props can al-
ways add to the atmosphere and mood of a
mage game. Candles and incense are some
of the better elements, especially if you
have Ecstatic Cultists, Chorus members
or Dreamspeakers in the group. Costume
pieces or small props might be encouraged so that players
get a feel for the setting, both the setting you are trying to
develop and perhaps how that setting interacts with them
as well, such as the players holding their personal props of
calculators and beakers in a candle-incense setting. They
will begin to feel their similarities and differences to the
settings you define. There is no need to go overboard, but
one or two items for each characterand for each setting will
add to the overall session. You don’t have to go all-out into
live action. Just remember to stimulate senses besides the
imagination. Consider playing a specific piece of forbid-
ding music when the characters first encounter a powerful
adversary; if you play the music again later, they’ll associate
it with that adversary. Similarly, you can rely on different
colored lights, types of candles or scents to associate
different locations. A peaceful Chantry might smell of rain
while an exotic Sanctum has heavy incense. Use these
senses as keys and clues to the players. Let the players’
senses associate with specific chronicle elements, so you
need only pull out a simple prop and the players’ imagina-
tions automatically carry them to the place you want.

LENGTH &F CHRONICLE

The length of a chronicle may be decided by how
much the players can actually achieve in any given session
or by a certain amount a sessions the Storyteller wishes to
run. It is somewhat important to take this into account
since players can get bored if it feels as though your
chronicle is never-ending. If you wish to run several stories,
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separate your chronicle with lengths of time in between so
that the players can take time to develop duringdowntime.

Remember, astrong story has a beginning, a middle
and an ending. Stories shouldn’t always go on forever.
While an individual’s story may continue, the resolu-
tion of an important arc should signal a sort of closure.
Yes, people do live past their stories, but that doesn’t
mean that you should feel compelled to follow a Cabal
from Awakening to grave. Sometimes, if the Cabal

achieves whatitsets out todo or failsin its overreaching
goal, it may be time to set the group aside. Consider that
once the Cabal has “done it all,” there’s little room left
except to slide into mediocrity...like a television show
that’s outlived its originality. Try opening a new
chronicle and perhaps playing with a few leftover
elemlents from the old story as part of the backdrop —
or making something totally unique and new.

CREATING THE GROUP

The reason to work together — this alone

can cause more headaches, and potentially

offer more story seeds, than just about any

other factor of a Cabal. Without a strong

reason to work together, the Cabal may fall

topetty infighting, bullying or just boredom

as some people hog the spotlight while

othersfeel that their desires are marginalized.

There always must be a need for your

characters to be together. One way to satisfy this need,
other than the stereotypical “thief, fighter, wizard” com-
binations, is to know what Spheres each character—and
player! — has strengths in. Knowing this during charac-
ter creation will allow the players to decide what type of
character they want. Everyone wants to be unique and
have something no one else does; this is one way to
accomplish that. The choices of Spheres can quickly
determine who has strengths in specific roles and who's
doing back-up. Also, a player who's particularly clever
with applications of a given Sphere will really shine
compared to other players; try to peg who can really work
that Mind magic, the Forces or the coincidental Corre-
spondence, so that you don’t run into the problem of
people competing for attention. A good group is one that
has arole for everyone. In a Tradition game, the Spheres
often define these roles. The Storyteller will know the
strengths and weaknesses from this and the players will
learn how to work together. The players don’t have to
know the powers and abilities of the other players; that is
up to your group and their style of play, but it is important
for the Storyteller to know. If you know that certain
abilities will be needed for your storyline, suggest, either
to the group or to individual players, to try to fit in other
Spheres or abilities. Don't hesitate to ask players to bend
their concepts a little just to make sure that they can
survive the story! If nobody in the group has Resources,
for instance, your game may inadvertently become a
gritty street survival story, even if you didn’t want to do
so.[f nobody has the Sphere of Prime, the group will suffer
from a lack of skill with Quintessence, Tass and Nodes.
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Try to cover the important bases — but don’t overdo it!
Leave a little room for everyone to improve.

The best way to bring a group together is to create
an overwhelming need to work with one another. Each
member of the group may have had a dream bringing
them to a spot where they all meet, or each has been
handed down an artifact or mystery phrase from their
Mentors and they must come together with each of their
pieces, or their Tradition superiors have conferred and
have decided that a party must be put forth to succeed
on a specific mission. Whatever the reason, it is impor-
tant to create a purpose to work together, otherwise your
players will just decide to go off on their own ways. The
most effective is to simply order them to work together
by their Tradition, whether they are from a variety of
Traditions or from the same Tradition — but this isn’t
always the most appealing. Shared adversity usually
does the trick; this is one reason that many movies start
with an action-oriented opening: Set the group into a

conflict, have them work together to resolve it, then let

them stay together and build characterization after the
conflict. Once they've explored what it’s like to work as
a group, throw them into another whirl and you should
find yourself with a solid team in no time.

SAITE TRADITIBN GROUPS
(sarmE CHANTRY GR®UPS)

There are many interesting stories that can be
created from same Tradition groups and there is the
added bonus of having your group want to work to-
gether. After all, internal strife tends to be a little less
common than inter-Tradition conflict. The focus of
the sub-plot— the inter-relationships of the characters
— is the personal experiences and histories and not so
much their beliefs, since their common Tradition will
give them a great deal of paradigmal unity. The real
chance here is for everyone to shine based on personal
character differences instead of any Tradition “shtick.”

This sort of group can be difficult to keep entertain-
ing, especially if the storyline is not fast-paced or if you as

CHAPTER SEVEN: STORYTELLING 239

L
TN LT P
o L P

L2 '

M 511-':‘. 'l“lg.‘ "
R U SN

B,

B el e ot 5




1=

z
n

ATy A

a Storyteller like to consult your material as you go. The
playersare less likely to take the initiative of conversation
with one another except to speak on the reason they are
together and what they have accomplished. There will be
less inter-character activity and more focus on the mis-
sion. After all, they're probably not trying to convert one
another (since they’re already in the same Tradition),
and they likely have similar methodologies, which means
less work hashing out their worldviews. Conversely, tiny
points of dogma will eventually crop up, and different
factions can come into play as each character interprets
the Tradition’s agenda differently.

[TIULTI~TRADITI®N GROUPS

Groups with many different Traditions are the
norm for Tradition-oriented Mage games. You as the
Storyteller are responsible for making sure that the
player’s concepts do not overtly contradict each other.
Unlessyou’re looking for a high degree of internal strife,
you don’t want to have the Celestial Chorus purist and
the rogue Akashic in the same group; they maykill each
other before real game play starts. Of course the best
groups are ones where their ideologies intermingle; the
key is always the reason they are thrown together.

For multi-Tradition group games you can develop
and portray the many different beliefs and ideologies
with each of your players. This is a good idea if you want
there to be debates and conflicts of differing views or to
really show your players the different methods of magic
from each of the Traditions. You could accomplish this
with your own background characters, but your players
will have a stronger sense of the differences and the
debates if they are the ones defending the differing
viewpoints of their Traditions. This also gives you a
good selection of differing Spheres in your group, so you
can pretty much throw anything at all at them —
although it is more difficult to predict how your players
will overcome an obstacle, since they have so many
different methods to choose from.

DPPESING TRADITI®N GROUPS

This can be just as fun and debate-oriented asa multi-
Tradition group, but remember there will be more
vehemence and vengeful conflict than friendly debate.
Oldfeuds, unjust persecutions and unaccounted-for crimes
will be the main conflict of this group. It creates interest-
ing tension when the party wants to take sides against one
another or otherwise destroy or discredit each other;
however, that can easily become the main focus and leave
your storyline untouched. Keep in mind the reason they
are together. This has to be a stronger or more necessary

240

- ’*?3‘,‘

GUIDE T® THE TRADITI®GNS
Wt £ h g

PR AT AL

By p ;
o

f

gy g o

i
wo gait?

I'I'J|‘lr

2'5‘

condition than in the other groups. Also you can use this
type of group for each of the characters to find absolution,
atonement or even understanding in the other Tradi-
tions’ methods and past misdeeds. For instance, the
Euthanatos and the Akashic Brotherhood have a long
history of animosity, but the Euthanatos also recognize
the importance of Fate — if Destiny indicates that the
two must work together, then differences may be set aside
briefly to solve a common problem. Similarly, a highly
conservative and heritage-minded Verbena probably takes
exception to the Celestial Chorus, and as such will
provoke debate and perhaps even violence at every
opportunity — unless you bring out a larger conflict that
forces them together. The formula for a pair of partners
who can’t stand each other certainly works for countless
Hollywood police movies; you can make it work for you,
too. Of course, youdon’t have to have a foregone conclu-
sion of everyone putting aside their differences and
having a happy ending — you could well let those
differences come back out in the end, and motivate the
next story.

RESOLVING INTER=TRADITI®N ISSUES

Whether from a multi-tradition game or from one
singular tradition, the Storyteller can and should use
the politics and social protocols of the Tradition to
affect the characters. This is less about the characters
themselves and their own experiences, but more about
their Mentors and the interplay between Traditions.
Invariably, one Tradition’s goals will be at cross-pur-
poses with that of another — an artifact uncovered,
information about a newly discovered Node or any-
thing else. The beliefs of the Tradition, its methods and
its representative Sphere can be a wonderful way to
weave in underlying subplot or even for your main
storyline. In this case, your internal conflict becomes a
matter of seeing how far the characters will compromise
their Tradition, their loyalty and their beliefs in order
to reach what they deem an equitable resolution.

Resolving these issues can be for the players to
decide, at least amongst their own group. Discontent
can be bought off, Spheres or knowledges can be taught,
even Wonders and Quintessence exchanged. Pacts
made in this way are held to just as strongly as an oath
to a Tradition or a Cabal. For many mages, the chance
to overcome issues of belief helps in Seekings, as it’s a
form of personal resolution. Plus, it’s an interesting
bind to place the character’s many loyalties — to
friends, Mentors, Tradition-mates and idealism — all
at odds, and see which way the character jumps.
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CREATING THE CABL
(IN THE GAITIE)

The Cabal is a special coterie of mages bound in a
common purpose or event. [t is increasingly important
toyounger magessince the development of their Spheres
or even the compiling of resources is increasingly diffi-
cultin the modern age. A common purpose can include
a common enemy: Nephandi, Marauder group or even
an upset spirit; or, it can include some event or tragedy
that has occurred either in the character’s backgrounds
or during game play: A chantry attacked by the Tech-
nocracy, an arcane device stolen from a Mentor or even
anew evil out to destroy several Nodes. Whatever the
circumstance, there must be a tight bond that will
overcome the differing styles and dogma of each of the
Traditions for a Cabal to work.

The players can start as a Cabal before game play or
through their actions in a session before the main story
hasstarted; however, it can also be a wonderful sub-plot
as the group gets to know one another and work with
each other. Every group is not a Cabal, but maybe over
time strong emotional events can form a Cabal out of
the group. Exploring this as a real option can be done at
an after-game session when a player (or a Storyteller
character) brings it up as an option to consider. The
players should look at their benefits in coming together,
what sort of trust they must now either achieve or
decide they have, and what sort of resources they are
willing to allow the group to access. Typically a Cabal
should be made up of those individuals who can offer
resources, arcane access, even teaching Spheres (Men-
toror otherwise) to the greater benefit of the Cabal, but
sometimes a member is along just for the sake of
personality or unique viewpoints without necessarily
bringing any magical torque to the table. If the mem-
bers wish to be secretive and selfish it is probably best to
wait. As a Storyteller, this should tell you quickly that
aCabal will not work for your players and that they will
be concentrating on each other instead of your plot ot
story. That’s not necessarily a bad thing, but a group
built around internal strife has a way of becoming
unappetizing for the players who wind up on the short
end of the stick; it’s usually best to help motivate them
in the direction of forming a Cabal.

PRETAGONIST STORYTELLER
CHARACTERS

Be prepared to come up with appropriate protago-
nist characters to help the players’ characters out with
the things they have no ability in. You don’t want

Wk

them to get bogged down in fixing a car or finding a
good scrounge. The players will usually try to cover
everything with their own characters’ abilities, but
they can’t possibly foresee everything you will throw at
them. You will have a good idea of the types of
characters you need based on the finished characters,
even if it is a Warrior or Sneak or ‘Fixer’. These can be
a nice diversion conflict — how to resolve this prob-
lem, without bogging them down with it. The players
have to do a little roleplay to figure out what the
Storyteller character wants and how to secure the right
sort of help. Just make sure that the story advances!
You don’t want to keep them from the main story over
the matter of a stubborn character.

Remember that Mentors and teachers can also help
in your plotline quite a bit as well. Not only will your
PCs be willing to spend time researching for them —an
excellent sub-plot — but also they will use them to get
information and knowledge of their problems. Don’t be
afraid to allow their use, but also don’t allow the players
to become dependent on them. Come up with reasons
for the Mentors to be traveling to a dangerous spirit
realm or in a very important negotiation with other
Chantries and Tradition leaders. As a Storyteller, you
will find that a balance can be achieved while allowing
the players hints and clues. The Mentor is a good
character to develop to teach the characters about the
world around them as well. Not only in teaching
Spheres and Lores, but also simply in teaching about
the Avatar and about magic. It better defines an atmo-
sphere of the World of Darkness for your players and
also your particular game setting.

ColBATS AND CHALLENGES

If you are feeling experimental, try narrating a
combat, instead of adjudicating the dice rolls. If your
players are particular about every dice roll and every
game mechanic, then this might not be an option for
you nor any fun for your players, but it might be a nice
change from the monotony, just once. Have your
players roll dice before hand. You roll for your antago-
nists, especially if you feel that you still need that
element of uncertainty and randomness. Start narrat-
ing the scene, speak the parts of the antagonists, guards
or whatever they encounter, describe everything as it
unfolds, down to the bullet reports, near misses or
incredible timing of the swordplay just before it reaches
a character’s throat. You have the dice rolls, so you
know the outcomes, but it adds a cinematic flair that
the players will remember and might enjoy. This way,
you don’t interrupt the flow of the story every thirty
seconds in order to do some trivial math.
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Since each Tradition has a specific take on
the world, each one also presents an indi-
vidual theme. While you can always break
stereotypes (and probably should every once
inawhile, just tokeep people on their toes),
you’ll want to make sure that there’s enough
reason for the stereotype to exist!

actlons on their own away from the main group, in order
to reflect their personal direction.

CELESTIAL CH®

The intense diversi
much outside this Trad
are perhaps one of
and the most diffi :

, the One and the mages’
oristers’ every action and
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Sleepers and teaching them through the morality of the
One. In this, they do tend to force their beliefs on others
and feel that their way is the righteous way. For multi-
Tradition games, this Tradition can cause the most
problems within a group and most disrupt the cohesion of
the group dynamic, though the Tradition’s specialty
Sphere is one that comes in very useful to younger
Acolytes. Dynamic Avatars might be less than usual,
while — obviously — Pattern is the most prevalent.

CULT ®F ECSTASY

The Ecstatics are the most open of traditions. Not
only do they accept everyone’s view and philosophies,
but they also use the most diverse form of foci and
methods. Though the principle tenet is enlightenment
through ecstatic elevation, all sorts of methods and styles
are used and encouraged. Most Pattern Essence Avatars
might not be as comfortable as any of the other Essences,
but dlvemlty is the very spice of life. Also there are notas
many adversanal divisions w1thm the order. Although

ngeful or hateful,

en to them personally

due to some tragedy).

itant, since they recog-

me and also the need for

ence. It is always an interest-

c brings a little of her methods

radition group; this alone will

material as an Ecstatic tries to

convince other mages to break on through and explore
new directions— but the real conflict lies in the lines that
the Ecstatics draw about whether they should be allowed
to force others into situations that push their boundaries.

DREATTISPEAKERS

Arguably one of the most difficult Traditions to
portray, the Dreamspeakers’ use of Spirit is extensively
lessened with the strengthening of the Gauntlet and the
rise of the Avatar Storm. Because of this, Dreamspeakers
tend to stay within their own sanctums and around the
lands that they know, not traveling beyond or into
regions where the Gauntlet is even stronger. Players who
want to do a lot with this Sphere may find it frustrating
if your story is in the modern age with the Technocracy
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winning the Ascen:
can be a wonde

of apprehension to
other Tradition m ods are all aligned
toward the Wheel, reg method, and some
even go so far as to act as assassins, bringing about the
continuation of the cycle for their own ends. Although
this Tradition is one o1 warily-regarded, it is
also one of the my nd Essence is

Euthanatos inkére

without some momentous event in the offmg

@RDER &F HERITIES

Arguably the most structured of mage Traditions, the
Order is also perhaps one of the most easily understood.
Concepts of Hermetic magic are known well throughout
the world as magic: runic, formulaic, alchemical and
defined systems as well as many, many other styles. Mage
personas follow any number of study techniques and styles.
Most need to follow the rigid hierarchy of the Order.
However as long as there are results in the interests of the
Order, anything’s acceptable. While mages of many other
Traditions might uphold the precepts of the Tradition,
though not be part of one of its internal factions, the
Hermetic Order has most — if not all — of its members
associated with one House or another. This not only helps

to define the way the Sphe
which the mage performs,
use of the specific Sp
university, and thus

Order. These differe

for itself within the
. the tone between
ne of those most
teachings. The

so can be

Order of

Hermetic mages need - mages alive, too, so
that all magic can thrive and bring their magic back into
prominence with it.

SONS OF ETHER

From the magic of comic book science fiction, the
Etherites use the creations of imagination in theories and
technologiesjust beyond what is possible. They don’t just
use science that has no n uncovered they use
theories that fly in th.

outrageous toys. The magic is less situational and more a
laborious quasi-scienti ethod. Design and testing of
a useful device or substance is time-intensive and often
requires some sort of lab (though the items used as tools
in the lab may not be standard equipment). Players who
wish to create all sorts of devices should be allowed to do
so between downtime or they will need to take time away
from the group if they are in the middle of a story. In this
day and age, they also might be tempted by the Techno-
cratic Union, which would allow them to continue their
study for the good of humanity. Remember, though, that
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aSon of Ether needs to be able to “MacGyver” from time
to time, just to pull an effect off the cuff so as to make a
contribution to the game in an immediate sense. Still, the
laboratory or study area is where the Etherite really comes
out, and this is where the Tradition theories and practices
come to the fore — a tight Cabal might play out an entire
story inan Etherite’s lab, batting around strange ideas and
playing with the bizarre toys that the Etherite inherited
from a Mentor or deceased Master.

VERBENA

The Verbenaare strongly linked with Wicca, druidic
circles and all sorts of nearly cultic covens. They practice
old ritualistic ceremonies and seasonal rites, with beliefs
in preserving and relishing life, in all of its forms. The
different factions have wholly different worldviews, and
not just in methodology. The uses that their Sphere can
perform are varied and sometimes extreme. The Verbena
have been known to commit live sa ar
affected by the viciousness of the act. They do tend to
seek the preservation of all life and show compassion,
both in healing and understanding; however, they are
also distant in caring, sometimes apathetic to the uncom-
fortable feelings of others about their bestial rites. Verbena
may act more animalistic in their philosophies of survival
and protectiveness. This mindset is less inhumane and
more primal or elemental. Use the Verbena as a symbol
of natural cycles. The Verbena can remind players of the
ruthlessness of nature, but also of nurturing, motherly
instinct. Let the Verbena draw characters into a Primor-
dial state, so that the mages acknowledge their suppressed
desires and forbidden fetishes.

faction to

e cofiﬁdence than many
other Tradition mages, fort agic is wholly steeped in
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the modern and future world. While they are confident
they also tend to be disrespectful and belligerent to older
or conceptual mages. Traveling the 'Net and hacking —
ala the Matrix or Laummower Man — can be fun, but only
for the Virtual Adept. This sort of scene is good for a one-
on-one session with the Virtual Adept players. Instead,
contrast the Adept with the more conservative elements
of the Traditions. The Adepts are the latest heralds of
change, signaling the new directions of the Traditions.

The Adept characters can help to push other Traditions
forward by suggesting new directions or just acting as
examples for the older members to follow. A young
Hermetic or Choristerataloss forhow tosurvive asamage
in the modern world would do well to consult the Adepts;
these technomancers can help in the merging of modern
science with mysticism — but only on their own terms,
which tend to be rather snide to the “less gifted.”

AVATARS ANDESSENCES

Essence is the concept of the mage’s Ava-

ar itself. It defines the style underlying a

mage’s power and choices, even in learn-

1 ingnew skills. This is what truly can define

the differences between same order mages

and their slightly differing views of the

) path of Ascension and, sometimes, how

they might react to an Epiphany. The

Avatar itself is the link to the reality-

altering power that a mage has; the Essence colors how
that power is employed and adds the mage’s personality
quirks into the mix. Besides the challenge of Tradition
ideologies, differences in Essences in a group of mages
also affects their dynamic with one another. The Sto-
ryteller should keep this in mind in watching the
players roleplay their characters’ choices and actions.
Also, when events occur that are related to the Es-
sences, mages that share that Essence might be aware of
its familiarity to them. Use this to give hints; they are,
after all, very aware and magical beings. They should
see aspects of their Essences in the world around them.
Take the time to direct descriptions and explanations
toward mages whose Essences reflect the events going
on. A mage with an Essence that matches the surround-
ings may have more intuitive insight into the situation.

DYNAITIIC

A Dynamic Essence is one that is constantly shift-
ing and moving from one focus to another. This does
not mean that the mage has attention deficit or that
one project cannot be completed before another is
started; it does however imply a certain drive for inspi-
ration and discovering new boundaries. The Dynamic
might feel the rush of impatience from his Avatar if a
project is held up, or when it is close to being finished.
The sense of completion felt over an event or duty is
quickly replaced by the sudden interest to delve into a
wholly new and possibly unrelated field. Anything that
might spark new creativity or inspiration is the focus of
the day. If a particular topic is getting boring for the
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character, there is a good chance it will be left behind
for a more exciting, often visionary, one.

PATTERN

The Pattern of reality is everywhere, now more
than ever. A Pattern Essence mage will be regarded as
one who acts more rational, patient and even stubborn,
unwilling to change a style or method if it is established
to be clearly practical and works. Characters should
also exhibit slight annoyances with other Essences that
directly grate against the established way of things. The
things that exist are those that should be made stable.
New things do not need to be brought into the world,
especially now. These mages will be uncomfortable in
new, strange surroundings as well.

PRIM®RDIAL

Primordial Essences are steeped in the powers and
events of creation and destruction — the wheel turns
and the cycle comes and goes. All things either happen
for areason, or they will find a way to survive and come
around again. Mages of this essence would at first sound
apathetic and laze about watching the Technocracy go
by, but this is only half of their true nature. The
experience of creation, witnessing the birth of volca-
noes, the change of seasons, even the rising of the sun
become wonderful life affirming effects. They are com-
fortable with knowing that all of creation does not end
with the time they live; they are optimistic and always
looking to heighten their views. These mages might
even feel they are the catalyst to bring about changes in
the cycle — this would be true for Life as well as Entropy
— hastening its natural course.

RUESTING

Different from the Dynamic Essence, the Questing
Essence also is driven and visionary, however it is prone
to affect a more stable foundation, building upon the
other Essences and binding them in a common purpose.
The Questing Essence is strictly goal-oriented and not as
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impatient or ‘flighty’ as the Dynamic. The goal will be
completed regardless of consequences — sometimes,
with dire results — so the mage might be more callous or
stern than his compatriots and almost certainly more
focused. Mages from this Essence might exhibit the same
impatience as the Dynamic, but that is more inherent

with the goal, not the drive to complete it. They are aware
of all of the resources at their disposal and are readily
willing to coordinate efforts of mages from each of the
Essences to help in succeeding at their goal. Once the
Goal is accomplished, the mage is pulled to seek another
goal, possibly through visions from his Avatar.

SYTTIBALISITI IN SEEKINGS

An Epiphany is accomplished when a mage

1 goes into a Seeking attempting to unravel

the deeper mysteries of his Avatar and the

universe of magic. Upon successful resolu-

tion of a Seeking, the mage may increase his

understanding and thereby expand the lim-

its of his consciousness — in game terms, he

may increase his Arete. Your power-seeking

players will want this more than anything.

Unless you start them at high levels of Arete, they will

need to roleplay a Seeking to increase any of their

Spheres. Generally, Disciples have gone through a Seek-

ing once already and are at a higher Arete, or they may

have failed; that will depend on the creativity of your

players. This is one of the events in Storytelling a Mage
game when you want extra preparation.

THE ONE-ON~PNE SEERING

The Seekings for any given character are rare (unless
they fail over and over), and this is a wonderful opportu-
nity to add more design to the scene, using music and
lighting to create the mood and atmosphere. The Seek-
ing happens within the mage’s soul, or some other spiritual
part, so imagery and action can be as conceptual and
ephemeral as you wish. Some of the best scenes are
sometimes without a group around; the same is true with
a Seeking. You may wish your players to be involved,
perhaps taking up other personas and images during the
player’s Seeking to give the scene more dimensionality.
This is an excellent way to keep the scene dynamic and
to show your new players what might be involved.

It also may be just as useful to keep the scene down to
one-on-one with the player involved. This then adds
more mystique and possibly suspicion among the group,
when the other players do not know the outcome or even
if the character has really been on a Seeking. Or, just as
valid, you as Storyteller, with the player in question, may
wish to narrate the Seeking in character to the group to
keep the flow of roleplay character to character. Again,
mood is important, so consider lighting, music and the use
of props — even sitting position might help the mood:
cushions or pillows make a difference from chairs and
changing the usual seating order can shake up a game
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when certain people are used to playing off other players
adjacent to them. The starting can be any number of ways,
from smoke-filled dream visions to believing they are
awake and meeting old friends, even enemies; take some
of your favorite dream sequences and try to incorporate
the techniques of the game into your scene. Take into
account the character’s Tradition, his Nature and espe-
cially the Essence of his Avatar. These are very important
aspects to how the character experiences the world around
him, and this is an exploration into the universe and of
magic, and the mage’s relationship with it.

A Dynamic Avatar could be seen as mutable:
Force, shape, creature and texture, altering and as it
alters the world about it altering. The mage sees himself
as altering with the Avatar and the world, sometimes in
response, sometimes as the catalyst — altering his
Avatar. This sort of Seeking might involve accepting
the changes the mage makes in affecting the Avatarand
world or, as equally important, being affected by the
dynamism of the Avatar changing the mage. A success-
ful Seeking will see that the mage balances the
imperatives of the Avatar with personal development.
The mage also initiates personal changes, by accepting
this as a sort of duty or responsibility and understanding
the truths that the Avatar brings out in each change.

For the Pattern mage, images such as a web or
crystalline lattice — possibly suggesting the Digital Web
or simply the grid work of modern buildings and roads —
might form. Stable and familiar people — Mentors and
adversaries that he must come to terms with, resolve or
move on from — appear. The mage might be compelled
to solve a labyrinth or other symbolic key of structured
self-exploration. Succeeding comes at the end of the
maze, a completion of a pattern, or the solving of a
missing part. The clues are shown on the pattern and it is
known to the mage — all that he must do is see the
pattern and finish it — adding to the flow of magic and
as a symbol of completing himself and his Avatar.

The Primordial Essence is one of Destruction and
Creation, but in the Seeking it can be difficult to find
the right path for that time. The mage will usually have
three choices for completion: understanding the de-
struction, understanding the creation or combining the
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forces of both to see his place in the cycle. Images can
be anything, the pure creative forces of the universe,
solar flares, erupting volcanoes or even the natural
flourish of life, plants blooming and budding. Destruc-
tive imagery should be that which comes from natural
erosion, decay or entropy, not necessarily the forces
created by other creatures or mages — unless it is
something the mage is to stop, although those forces
could be seen as accepting the way of the world and the
mage’s place in it — those can be powerful imageries.

For a Questing Avatar, the advancement of a goal is
always in the foremost of its being. The mage may see

STORY TELLING CHALLENGES

himself on a road, climbing a mountain, or something as
patterned as scaling a Pyramid or other symbolic struc-
ture. The imagery of the journey and the possible
encounters and obstacles along the way are reflections of
obstacles encountered for the mage with an added diffi-
culty — his own hesitancy and refusal to resolve the
problems, whether within himself or his group, or with
people and events he meets along the way. The image of
the pyramid creates the strong sense of Ascension with
its sloping sides reaching up to a pinnacle — the goal. Its
tiered levels define many plateaus — smaller goals — on
which the mage may find completion, even solace.

With time and experience, a Storyteller
learns to fit stories into the flow of the group
and rely on special techniques — but what
do you do when you really want to throw a
curve into your game? While we can only
offerafew bits of advice, the Storytellerwho
wants a flexible chronicle should be sure to
explore and note every idea that comes to
mind. Even discarded thoughts can spark
inspiration at a crux of the story.
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TRADITI®NALISTS
AS ADVERSARIES

With the Ascension War over, many of the older
Masters (those that stayed or were caught on the material
side of the Gauntlet) still believe in their old ways. The
olderand wiser of the Tradition mages have been fighting
the Ascension War for countless decades, if not centuries
— staying alive with Life magic and other elements. They
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are not yet ready to give up and agree that they have lost
and the Technocracy has won. The implications of this
alone drive them mad, perhaps even driving them to join
some other groups they used to fight, like the Nephandi.
Not only do they feel they must do anything to keep
magic alive, as that is the next step in the schemes of the
Technocracy — destroy all other styles of magic, by
proscribing only technology and science based paradigms
— but also they must protect themselves from the in-
creasing Paradox that results from the use of their magic
insuch a paradigm. The Sons of Ether and Virtual Adepts
are not as worried about the shift to a technology-based
paradigm as the Dreamspeakers, Ecstatic Cultists,
Hermetics and others, but the threat is still there. The
Virtual Adepts have less access to the Virtual Web with
the increased Gauntlet, for instance.

The Traditionalist mages will become more threat-
ening and maddened with the truth of their loss becoming
more and more pronounced. Magic as they have known
itwill change, and they are not ready forit. The structured
mind of the Hermetic might snap as he attempts to
develop alchemical formulae that will preserve magic
itself. Or Dreamspeaker shamans might attempt to breach
the veil more and more, attempting to create a place
where spirits can freely come and go and shattering the
barrier between worlds and letting loose the Avatar
Storm. The Traditionalists who attempt this tempt Para-
dox more and more and the backlash, if unchecked, can
become catastrophic, destroying more than preserving.

Some Traditionalists will know deep down in their
psyche that they have lost, but with this realization they
know the world has no place for them and the deep
depression or horror to them might be too much and they
will snap, their minds cracking under the truth — per-
haps taking out their melancholy, anger or hubris on
those around them. This insanity can also be a foothold
for Nephandic influence to slowly corrupt the older,
powerful mages towards darker goals in a mad attempt to
stop the Technocracy. However, should you choose to
show this side of losing the Ascension war, These Tradi-
tionalists can be just as much the enemy as Paradox and
the Technocratic Union. Their goals and attempts at
preserving the Traditional roles canundermine and harm
the Traditions from within, perhaps even more insidi-
ously than even infiltrators and infernal influences.

And, of course, a Tradition mage might well be an
adversary for otherwise totally mundane reasons. Com-
peting for similar resources or having a paradigm that
grossly conflicts with the group, a Tradition mage can
make a bitter adversary — and an all the more difficult
one, because it’s harder to justify simply killing such an
enemy out of hand. When the group catches a Cultist
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pushing people beyond their limits without their con-
sentor a Verbena who still practices sacrifices for yearly
fertility while terrorizing the local populace, they may
feel that they have no choice but to intervene.

In either case, you can set up an interesting di-
chotomy. Play up the fact that the Traditions aren’t all
just good guys. Indeed, you can seed some dark elements
from the Traditions and let the players try to change
them or come to grips with them. Just be sure not to beat
the players over the head with the flaws of their respec-
tive Traditions. While a few individuals may be sour
grapes, casting the entire Tradition in a villainous light
can cause a bit of unrest among players who want to feel
like they have a contributing or protagonist’s role.

STORYTELLING PARAD®X

Paradox is a mutable, ever-changing wonderful re-
sponse to chaotic magic that springs forth in defiance of
Consensual reality. Little Paradox effects can be annoying
or even cute, while large backlashes can cause anything
from rips in the Gauntlet to massive implosions of objects
and people around (or inside) the mage. Small Paradoxical
events happen frequently and it is a good idea to have some
common effects listed for you to choose from. Some
Storytellers allow these little effects to be chosen by the
players, however if you have alist created and decide when
the Paradox will affect the group, it can create anything
from a small annoying happening to a major plot diversion
— and how would the players know any differently? Forall
the group knows, this could well be part of the planned
story. Suddenly, one member of the group feels as though
they are being watched, or they have gone inexplicably
blind. The players will realize, perhaps slowly, that these
are the effects of Paradox and are very real concerns to their
characters, possibly even heralding Quiet for the mage.

Players will have to consider early on how they are
going to tackle Paradox, especially if it can be easily
confused with actions from their intended adversary or
other elements in your story. Even more dangerous is
when a member in the group, perhaps out of embarrass-
ment of a miscast rote, chooses not to announce to the
rest that there may be a Paradox event occurring in the
vicinity because he screwed up some complicated cast-
ing of Sphere magic. This can be a tool at the disposal
of the storyteller, based on character actions. Paradox
can be used to heighten the danger of magic used
without consideration. True, it is perhaps more danger-
ous to younger Acolyte characters; however, as their
magic becomes more versatile, even Disciples can cause
irrevocable damage with Paradox. Be careful with it;
unchecked Paradox can destroy an entire group of
mages and that would just simply end your chronicle.
The idea isn’t to use Paradox solely as a punishment or
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hammer to discourage mages from magic. Rather, let it
take the role of poetic justice. Sometimes, the players
shouldn’t know whether something resulted from Para-
dox or from the machinations of other mages. Try to
reflect a character’s Resonance and use Paradox in the
form of anything from a minor quirk to a problem that
can require the group’s efforts to solve mid-game.

One particularly nasty trick to pull is to set up a
“Paradox storyline” ahead of time as a sort of sub-plot —
perhaps even involving a Paradox Realm. Wait for the
inevitable botch or just let a character stack up Paradox
inexplicably until you’re good and ready. Then, blow it out
and stick your Paradox subplot right into the middle of the
ongoingstory. Thisadds another level of complexity to the
existing game, and having two or three threaded goals and
problems can give players more to do and a better sense of
having non-linear challenges. Just be careful not to exces-
sively frustrate the players ot drop in an effect that makes
the storyline moot; you want Paradox to augment the story
andshine on the characters’ achievementsso that they cast
looming shadows over the chronicle.

USING THE TECHN®CRATIC UNI®N

Science and Technology is the basis for both world
economy and day to day modern living. Tradition Mages
are hard pressed to find the cracks and pockets in the
Consensus that allows for their magic and philosophies to
take root. The Technocracy is still the leading threat to
the Tradition mages, even with the loss of the War. The
mystical and fantastic simply has no place any longer and
nothingwill stop them from completing what they started,
even if they can’t agree on how to finish it.

The Technocratic Union is not the only threat, how-
ever. With the loss of the war, the Sleepers who now fully
accept science and technology are also a threat. It is their
Consensual Reality that prevents magic from working as it
once did. Not every Storyteller wants to run a Technoc-
racy-heavy plotline or to deal with the uber-technology
magic of the Union, but it should always be somewhere in
the background, making the movements and actions of
Tradition mage players that much more dangerous. Most
any use of magic, or especially effects of Paradox, in and
around major urban areas and cities should bring the
Technocracy snooping to find the deviant, the virus in
their otherwise solid reality. As a Storyteller, you do not
have to use this as your major story element or confronta-
tion, but use of the Technocracy is part of the world now
and the threat of Technocratic intervention needs to exist
to remind the mages that they’re aliens in this modern
world. The Guide to the Technocracy has in it many
simple, or even complex, elements to use in your game.
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The knowledge that the Technocracy might locate
every use of magic in highly technologically developed
areas should not hamper your game either. [twillmake your
players rely more on their abilities instead on flinging
around their rotes and spells without a second thought.
They will quickly learn that although they have the power
to shape reality, reality will not only strike back if it is too
vulgar, but there are also agents of Reality waiting to hunt
them down even after they have handled Paradox. They
will feel that they are constantly on the run and looking
over their shoulders, but this is the way of the Tradition
Mage inthe “New World.” Obviously, this impressionisn’t
always true. Some Technocrats may not be entirely con-
vinced that Tradition mages just have to go. Others may
not really care what the Traditionalists do, so long as they
don’t upset the status quo. However, most often the
Technocracy should seem to give off the impression of
being a monolithic, terrifying and efficient organization
that won’t hesitate to squash the errant Traditionalists.
After all, they’'ve worked on that image for a few hundred
years. It’s a tough one to shake, especially after a mage has
had one run-in with a militant Technocrat.

[TIARAUDERS

Marauders are no longer as prevalent as they once
were. With the hardening of the Consensus, many
Marauders have been locked away from this world, but
they still wander the fringes of the Spirit world and
await those who would travel there or attempt to cross
the Gauntlet. The few who remain on Earth usually
have at least some semblance of stability and the
capacity to deal rationally (mostly) with the world as it
is, but they’re always wild cards.

Not necessarily to be used with novice mages,
Marauders can be a good enemy to overcome in a final
confrontation. They are increasingly rare, but it is
possible that with help and mistakes from inexperi-
enced Initiates, they might be able to breach into this
world and be a true threat. Ultimately, Marauders
aren’t something to base your first chronicle around —
they’re simply too complex and chaotic for players to
easily get agrip on them. Instead, wait until your players
have established their character motives and views.
Then, drop in the Marauder that represents pure dy-
namic change and the rejection of sanity. The Marauder
can showcase what happens when mages go too far in
the direction of the mystical and lose themselves in a
world that doesn’t make rational sense. To fully explore
this theme, you must have a group that already has
opinions about its place in the magical world. There-
fore,don’tfeel compelled to drop in aMarauder in every
game — instead, use them as a rare counterpoint to the
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Traditions, to show what happens when a mage goes
totally haywire and to have the players questioning
what’s too far in the quest to return magic to the world.

NEPHANDI

Once a Nephandus, always a Nephandus. Once a
mage starts down this dark path of destruction, the Avatar
is permanently changed, unhinged and corrupted. Even
the Technocratic Union will fight alongside Tradition
Mages to fight the Nephandi. They do not believe in a
different reality, they believe in the destruction of reality
and despite the calcification of reality can still be very
potent enemies to deal with. With the desperation from
the loss of the Ascension war, mages might believe this to
be another way to reach their goals, but they are wrong
and once they are influenced or tempted, they will slowly
try to convert others to destroy and corrupt their Avatars.

Much like Marauders, Nephandi aren’t something to
throw right into the beginning of a story. Most Nephandi
should be crafted as individuals, who have a personalized
approach to damnation. Before a Nephandus can be an
effective tempter, you need to know what makes the
characters (and players) tick. To do that, you'll have to
establish the characterizations firmly — which generally
means going through several game sessions. Remember,
a Nephandus isn’t just the Oogie Boogie man. He or she
is a crafty and conniving villain, one typically convinced
of personal and ideological superiority. You should take

" noteson how your players justify their actions, then think
about ways to twist these to the Nephandus’ ends or even
break them altogether. A cunning Nephandus will watch
and learn from the group’s mistakes before making a
move, and you should do the same.

THE LosT ONES, CRAFTS AND DISPARATES

The other individuals and smaller groups can be
both protagonist and antagonist. As protagonist, mem-
bers of a Craft might be trying to survive and willing to
help a group rest or research in exchange for protection
or the elimination of a threat. You can use these groups
as part of your main storyline, assisting the players along
the way, or they can be a diversion sub-plot, attempting

to waylay the players for their own selfish needs — or
simply in trouble with a separate problem, which
can lead into your future story ideas.
Asantagonists, they can be astrongforce. Theyare
not as powetful as Traditions, of course, but since the
Traditions themselves are in a bit of trouble, they can use
any help that they can get. The Crafts’ members tend to
work together toward common needs and goals and can be
quite an obstacle. Most Tradition characters will know
very little about most Crafts or Lost Ones, so one of the
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biggest threats is lack of knowledge in what to expect.
Since the Technocratic Union has moved to wipe them
outas well, they might simply react out of self-preservation
no matter who comes to interact with them. Using them
will give a good rounded view of the world to your players,
showing them exactly the effect of the lost Ascension War
and the consequences of increasing Scientific Paradigms.

CERTAITIEN

Certamen is the ritual of mage dueling. This can be a
verydifficult aspect toroleplay, if you even want to attempt
it. It is not just the rolling of dice versus one other mage
opponent. This is the legendary “duel in the skies” fight
between mages — your character’s Spheres and rotes, wits
and wisdom, against another mage. Similar to running
cinematic combats, you should try to keep all of the
technical rules out of the scene. Either make pre-combat
rolls or measure the skills and Spheres of both opponents
to come up with how close the battle is going to turn out
— or do it arbitrarily. Remember though that players will
tend tofall back onrulesif theyfeel they have been shorted.
“T would have been able to do this and that, and such and
such should have happened differently.” Don’t hesitate to
exercise your Storytelling discretion. Sprinkle in just a
couple of dice rolls to give the appearance of making
certamen hang on the crux of some chances — but for

something this monumental, you should have a pretty
good idea of your preferred outcome in advance.

Next, set the mood of the scene. Change lighting,
sitting positions — standing or whatever — putting the
charactersheetsto the side. These are now for reference and
the main battle is the roleplay of the scene between mages.
Be sure you know the effects of the opponent’s rotes and
Sphere levels so that you can describe the effects and
counter-effects without breaking the scene. Notes are
excellent for this as well. You might want to describe
specific effects such as the blue crackling of electricity from
aForces discharge or the massive growth of weeds under the
combatants, or anything else that would add to the scene.

Most of the scene will be narrated, such as; “I use my
Mind Sphere in combination with Enigmas ability...,” but
the stare down can be still roleplayed out. The grim deter-
mination and nervousness of the opponents mightallow the
battle to turn one way or another. Be sure to describe in high
detail the actions of the opponent while recapping the
actions of your players. Describe the surrounding effects,
even any Paradox that might come from the duel. This isan
excellent way to bring the players into your gritty world of
magic, especially for the player involved. The players’
characters will then come away from the experience, pet-
haps a little hardened, fearful or even less confident.

PLOT IDEAS

These are only some of the ideas to the
various elements in the Mage and World of
Darkness games. Not only can any timeline
be used, but also any genre or setting from
any of the supplements, and your own
creativity can tweak and bend these to
make for a colorful Mage game. These
elements can get you started on a few small
plotlines or launch you into a full epic
story. Keep in mind consistency and the darkness, the
grit that the World should convey, ornot, as you choose.

CR&sS CHRONICLE (AND CR®SS~GENRE)

Other creatures exist in the World of Darkness
alongside the Mages. Most times, mages are simply
more powerful than these other supernaturals; how-
ever, with the Technocratic Union searching for
wayward mages and the ferocity of some of the other
supernaturals, mages still must take stock of their own
abilities when confronted by other creatures.

Hunters, changelings and wraiths can all be used as
protagonists or antagonists as the story allows. The mage
might work with ahunter for some information after he has
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helped hunt down a vampire or other creature. Or, finding
changelings all but extinct in the world, a mage might help
generate a bit of creativity in a world becoming more and
more banal. Always be aware of the nature of other
creatures so that your chronicle does not take on an aspect
of the impossible — although all things are possible, there
still exists common conceptions of each type and their
general attitudes. Don’t go too far afield with keeping in
game, but use these conceptions to add flavor to what is
occurring to each of the races in the World of Darkness.
Each is going through rough times, and while other crea-
tures sometimes cause that, some difficulties are the effects
of the World itself. The central theme of a Mage game
should always be mages, so remember that any details of
other creature types are subordinate to that first need.
While ghosts and faeries tend to present enigmas, the
predatory types — shapeshifters and undead — are more
straightforward threats. Werewolves and vampires have
the advantage of speed and strength innate to their species.
While the mage might be able to simply remove himself or
destroy such creatures, there is still the risk of Paradox and
the problem of reacting too slowly. And regardless of this,
the mage might not have all of the Spheres necessary for
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spontaneous implosions. He may need to rely on other
skills, such as trickery and negotiation. Furthermore, these
creatures need not all be antagonists. Dreamspeakers might
very well find themselves speaking to, or even working
with, shifter spiritualists on a common problem. Tytalan
mages have allied with vampires in the past. Asusual,don’t
feel constrained to the limits of the other game lines. It’s
less important that you try to shoehom vampire Disci-
plines into the game than that you create interesting and
exotic contemporaries. Like any good Storyteller charac-
ter, the predators of your Mage game should simply have
whatever capabilities will forward your story.

The Tremere in particular also make good adversaries
and can even be made into the main villain. Mages can
work with other vampires and even other creatures to
attack these undead. The supplement Blood Treachery
will assist you with handling current outlooks on the
Tremere and the Order of Hermes'’ fight against its former
brethren. Although most of the history is lost to both
Mages and Tremere, the underlying hatred and fear can be
a wonderful theme, matched only by a Technocracy-
collaborative storyline. They both make good enemies, but
sometimes the best storyline is the one where they are
forced to, begrudgingly, work together toward a common
aim. Remember, too, that this is just one possibility. The
same spark that ignites tensions between the Tremere and
the various magely groups can also be applied to other
groups, if you feel so inclined. All you need do is invent a
little back-story, some sort of secret conflict (and goodness
knows there’s enough backroom papered-over secret con-
flict in the World of Darkness) and you can have two or
three sides going at each other full force — even if the
whole thing is actually a big lie or misunderstanding!

TIAGE VERSUS [TIAGE

Besides using other supernatural creatures, use of
mages as antagonists is always a good common theme.
After all, who better to understand the problems — and
possibilities— of reality-bending than another willworker?
[t’s this theme that was central to the whole conflict of
the Ascension War. This could be from internally within
the Traditions, or from without. There are many types of
mages that the Tradition Acolytes will find out about
soon enough. The Crafts listed in the Sorcerer book and
the Mage Storytellers Companion give a very good
account of the Disparate and non-Tradition groups after
the Ascension War and Avatar Storms. They are just as
formidable as Tradition mages should it come down to a
duel and, in some cases, even more specialized in their
rotes and methods — pity the mage who has to face down
a Taftani with fire magics. The Craft mages are also trying
to survive, staying close together and fighting off mage
attackers. Perhaps the Disciples and Masters left have
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decided to attempt to bring these groups into the fold, or
get rid of them once and for all out of fear that the
Technocratic Union might find them to be allies. Or you
can even say screw it all to the idea of Tradition and Craft
mage conflict, and explore the possibilities in mages
whose factions take second seat to their personal goals.
Regardless, the conflict of someone who can match the
characters’ abilities one on one presents somewhat pre-
dictable powers, but an entirely nerve-wracking
confrontation — anything the characters can do, the
adversary can learn. In some ways, a mage versus mage
conflict is a mirror battle, as both sides struggle for the
tiny, un-deflectable advantage that might bring victory.

ATTACK ©N PARADIGITI
(IDEOLOGY)

The “coming to grips” with ideology storylines can be
somewhat pedantic and cumbersome, but if you have a
group of players willing to take the time to sit the session
away conversing with, or even interrogating, other mages
about their ideologies and world-views, it can make for a
very challenging story. Actually sitting down with Tech-
nocratic mages or Craft workers and trying to convince
them of Tradition ideology will be as difficult as proselytiz-
ing among the Traditions themselves. In a world where
magic is rare and difficult to cast, there must be a better or
right way to believe in order to make magic stronger. Belief
is the basis of possibilities and magic is the incarnation of
those possibilities — the sculpting of reality. This sort of
storyline needs more than just debate back and forth, it
requires learning of differing mind-sets in character and
beginning—scarily — tosee the point of view of the other,
the antagonist. This sort of storyline challenges the beliefs
of the characters, to possibly consider differing methodolo-
giesand changing their ownworld-view, thus altering their
magic. Only by understanding what the enemy believes,
and deconstructing it, can the mages hope to enter the
minds of the foes and then change them from within.

TECHN®CRACY CANVERTS

In homage to George Orwell’s “1984,” your little
group of Tradition mages could attempt to go on the
inside and corrupt from within. Although very difficult
and extremely dangerous, this tactic can meet with long-
term success if the group manages to play on the sympathies
of the Technocrats who still believe in all too human
sentiment and especially those who doubt the mission of
the Union. The Guide to the Technocracy gives details
onall factions of the Technocratic Union and their chief
goals and places within the Union; from there you can
work up what it would take to shake someone’s faith in
science — or even if it would be possible, for some.
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If not confronting them directly or in raids, the
Technocracy will continue to chase your group of Tradi-
tion mages until they are caught. This paradigm is theirs
and Consensual reality works in their favor. Insiders have
an even harder time, since they’re constantly trying to
hide in plain sight. The mages can’t rely on their magic
for anything more than concealment and the occasional
emergency. Instead, they must work to change the Union
from within, by finding the members who don’t accept
the Pogrom and might be willing to compromise or
defect. This is an excellent vehicle for true gritty cyber-
punk, & la Logan’s Run, Blake’s Seven or Blade Runner.
Always running, just to stay alive, until the end.

TRADITI®N PEDANTRY

It may seem obvious, but besides the debates on
ideologies and the need to survive the hunt of various
enemies, the Traditions themselves still vie for internal
controls. They have been cut off from Horizon and the
Masters are few and far between. Wholeads the Traditions?
The Disciples may politick and negotiate for support within
their Tradition and try to lead the members to what they
feel should be their current goals— beyond simple survival.
Pethaps the players are adept enough to make a bid for
themselves, or perhaps they see that a fanatic is trying to
take control, changing the entire ideal of the Tradition
should he succeed. More than this, the Traditions may also
begin toattack each other, their alliances fallen —again—
for survival or for needed resources (Tass or other items).

Because Disciples must take up the mantle of leader-
ship, they must also manage to convince other
Traditionalists to support their views and back them up. A
Tradition mage who can’t convince the rest of the Tradi-
tions of the correctness of his views won’t garner any
friends. This means traveling from place to place, meeting
with other Disciples and finding ways to merge world-
views or convince others of the “correctness” of the player
group’s way of thinking. Some mages might enforce this
through certamen, or through favors; others will relish the
ideological conflict. Either way, this isn’t directly an
adversarial relationship with the Traditions per se, but it is
one that requires some careful stepping. Alienating other
Traditionalists can be risky, since the whole Tradition
leadership and justice structure is in turmoil. The mage you
anger today may be your superior tomorrow. On the other
hand, the Traditions dogmatically cling to their beliefs (or
they wouldn’t still be fighting!), and getting one to change
his mind can be more difficult even than converting some
borderline Technocrats.

®LDER TRADITI®N ITIETIBERS

There is always the standby rogue or infiltrator mage
that needs to be rooted out or stopped somehow. This is
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a good internal storyline and pits the characters against
their own Tradition members. Whether it be the old
Traditionalist who cannot contain his magic’s effects of
Paradox any longer or a difference of ideologies within
the Tradition; within the Order of Hermes, it could be
the belief that perhaps the Tremere were correct in
becoming vampires to protect magic and the wish of some
to follow them; The Sons of Ether members believe so
strongly in science and technology that they begin to
understand and agree with the Technocratic Union’s
ideals, contacting them to join up; or different methods
within the Celestial Chorus begin to break up the tradi-
tion from within, creating factions, even Crafts.

APPRENTICE GAITIES

The Mage game assumes that many characters are
orrecently were Apprentices, or otherwise newly-Awak-
ened mages. There is much for an Apprentice mage to
learn and do, and the challenges are high. Most, if not
all, of your beginning characters will be Apprentices, if
only because it’s so hard to find someone to recognize a
character’s achievements or teach enough to graduate
to true Disciple level. There are always Apprentice-
specific adventures and stories you can plan for your
characters: A message a Disciple might need delivering,
either to another Tradition or another Disciple within
his Tradition; a Chantry might need to be secured or
checked on; or it can become more complicated —
deliver messages to all of the other Traditions for a
meeting; secure a Node; Search for lost artifacts or even
create aCabal. All of these things, though common, can
be the main story for your Apprentice game.

The idea with an Apprentice or Initiate game is to
startsmall. Y ou may be tempted to have a huge back-story,
elaborate characters and a multi-layered plot. Avoid this.
Instead, send out the Apprentices on “milk runs” —
small, easily-completed tasks that give them a chance to
earn afew experience points, ones that let them flex their
capabilities and learn to work together as a group. The so-
called “UPS quests” — deliveries of items or people from
place to place — work well for this. The mages might
have to travel alittle, confront ahostile party that doesn’t
want the jobfinished, then finagle to collect their reward,
but it’s very linear and straightforward. This is just what
the Apprentice ordered for starting characters, whodon’t
yet have the characterization depth to have highly com-
plex motives or bizarre sub-story arcs.

DISCIPLE GATITIES

Disciples, once the “common folks” among mages, are
now a special class. These mages have survived pitfalls,
survived the Ascension War and are now left with the
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daunting responsibility of keeping the Traditions on track.
Older Disciples will be responsible for upholding Tradition
policy, even drafting new policy. Younger Disciples still
can goon their adventuring ways, but they are the Mentors
now; they can’t be as carefree, if ever they were, as they had
been. If you want to start your players out as Disciples to get
to the bigger stories, you can do so, but there is something
to be said about experiencing a character built from the
ground up. Not only is the player more familiar with his
character’s rotes and Spheres, even some of the more
complicated abilities, but also your players have developed
acertainstyle with their charactersand arapport with each
other. Their techniques as a group have been put to
practice. If you do choose to start them off as Disciples (for
more experienced players), youmight consider giving them
a few extra experience points, but it’s possible to build a
Disciple-level character with the starting Mage build
allocations without any modifiers. Don’t fall into the
temptation tomake the characters even more powerful. It’s
easier to scale back to easier adventures than it is to take
away powers that are too great.

Disciples are the mentors and icons for the younger
apprentices in this crazy world and they are needed for
the more dangerous adventures: Searching for a Master
— The potent Masters have gone to ground, becoming
hermits to protect themselves from the outside world.
Disciples will need to search for their Sanctums, pierce
the Arcane shrouding them and overcome the Wards to
search out the Masters of magic. The Crafts — Search
out and bring into the fold the separate Crafts, as it is
appropriate to the goals of the Traditions (right now
survival); convince them that alliances can be formed
and make those alliances stand. Disciples might need to
come together to form an Earth-based “Council of
Nine” to make decisions on hiding their potent magic,
bringing together their brethren, Awakening the Sleep-
ers and battling the Technocratic Union...if they can
stand each other’s company first. Their ideologies are
not yet ingrained, though, and fear is what drives them
now; if they letslip their beliefs, even momentarily, they
might be subsumed into the Consensus. These are the
mages of action, unlike the Masters sealed away from
earth or hiding in remote places.

Ideally, your group can work its way up to Disciple
level with a few simple Apprentice/Initiate games.
Once you've arrived there, you'll have a handle on how
the characters work, the players should be familiar with
their capabilities, and the group should have a definite
dynamic and personality. It’s from this point that you
can explore the more complex themes of Mage as
presented here and in the core book.
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The Masters are largely barred from Earth, pre-
vented from crossing the Avatar Storm, locked away in
their Horizon Realms. Or for those few left on Earth,
they are hermits, tucked away in remote places on the
planet, trying to keep their Sancta and magic preserved.
There are few Masters left, and running a Masters game
can be difficult — if not hazardous to the characters.
Madness is just around the bend, magic is difficult to
cast, and they light up like a beacon bringing the
Technocracy to eliminate them once and for all. How-
ever, this is a good story to tell if you have very
experienced players and they want to play more of the
personalities and spiritual hardships that these charac-
ter-types will go through. They are unquestionably
powerful, but they have lost the War. Theirs is an
ideology that is incapable of changing with technology.
The ideology itself could create Paradox. Their actions
in the world should be towards large events: crossing the

Gauntlet to get to Horizon or any of the other realms,
possibly even attempting to solve the problem with the
Avatar Storm itself; coming to grips with his Hubris or
the effects of Gilgul; creating magic-safe zones to allow
the contacting of spirits and the use of that Sphere;
retaking a major Node from the Technocratic Union
and protecting it with Arcane and magic that the world
cannot deny might exist. Otherwise, Masters should be
kept in the background, omnipresent when the Tradi-
tions need them most in the direst of hours.

It’s really not for Masters to make this world. They
had their time, and they’ve grown old and outdated, but
have refused to move on. Mage Revised centers around
the imperatives of young, modern mages. Still, it’s not
inconceivable that, over time, characters might work
their way up to Mastery (and beyond). Don’t discourage
this. Rather, it’s a long-term goal, and it opens the door
to the exploration of what Mage will be about tomorrow:
When new blood takes the reins and achieves Mastery,
what will become the new direction for the Traditions?
Or is there even room for the Traditions any more at all?

SEASENAL PLAY

Most Tradition chronicles will be fast paced
affairs. The pace of the modemn world is
relentless, so your players’ characters may
have little time to relax, much less study and
train. However, if your playing group decides
to slow things down a bit, the following rules
for seasonal play are available at the
Storyteller’soption. These rules are intended
tosupplementaregular chronicle. Anymage
who thinks he is going to hide himself away and become a
master through pure study is sadly mistaken. The addition
of a critical set of books to your library can be an exciting
focus for an entire story or chronicle. Ideally, the use of
seasons of play should help to build bridges between stories
and hooks into new episodes.

When attempting to expand understanding of the
Spheres, mages have several resources available to them.
Their Avatar, their library, their mentor and even the
Quintessence from an available Node might provide the
insight they need to master elusive secrets. To master
other abilities they have a smaller set of resources at their
disposal. Tutelage from the Avatar or study with a Master
may help in the quest for Arete. A Mentor might be able
to train the mage in talents, skills or knowledges, if that
Mentor is sufficiently skilled himself. Generally, a library
is useless for increasing your talents, but can provide
books to help you master skills or knowledges. Entirely at
the Storyteller’s option, an Avatar might train you in any
ability that a previous incarnation had mastered.

A
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THE SEAS®ONS

A season of study represents the Hermetic tradition
of representing cycles with the natural order. Each season
has a specific set of associations. Mages will find that the
world around them changes to accommodate varied
seasonal impetus. This means that a mage’s studies, being
intimately tied to the metaphysics of mood and the flow
of eternal cycles, also reflect the seasons.

The seasons have no beginning and no end, but they
follow a regular progression. Generally, the seasons repre-
sent three-month periods — they hail, after all, from the
seasons of the medieval Order of Hermes’ studies, which in
turn were influenced by farming and day-to-day life in the
Middle Ages. Sometimes the Order also uses seasons to
describe other cycles, like the life of a chantry, but for
purposes of downtime play a season’s a space of time.

A season may describe the phase of a specific
project — for instance, an old and well-established
chantry that has little new growth but is stable and
strong may be referred to as an autumn chantry. Modifi-
ers for seasonal activity apply in the literal season —
that is, during the spring of the year, it’s a good time to
start new projects or create new organizations, because
of the metaphysical energy of birth and creativity.

Spring is the season of birth and renewal. Old or
dying structures become revitalized. New ideas come to
the fore. Creativity and energy are at their peak. This is
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the best time for dynamic growth activities, like starting
new research or founding a chantry. All Dynamic-related
seasonal activities gain a one-point break on difficulty.

Summer is the season of vigor and fullness. In
summer, projects reach their peak, organizations be-
come vibrantand full of membership, and groups succeed
in many of their goals. All Questing-related seasonal
activities gain a one-point break on difficulty.

Autumn is the season of stasis and maturity. Growth
has stopped and structures are well-established. Focus
turns inward, to maintaining power structures and
bulwarking existing orders. All Stasis-related seasonal
activities gain a one-point break on difficulty.

Winter is the season of decrepitude, decay and death.
The weak pass on and the strong survive. Groups buckle
down to survive harsh conditions. Stores are broken out
and used, and activities come to ahalt. All Entropy-related
seasonal activities gain a one-point break on difficulty.

THE SYSTEITIS

For any of the study methods described below, an
entire three months must be dedicated to the research
program. Basic life activities — eating, sleeping and the
like — are assumed. In addition, seven days out of each
month may be taken as a break from the studying, but even
then, they should be spent in relative relaxation. Combat,
lengthy travel, massive magical workings and other stress-
ful endeavors can throw off an entire season of training.

Each of the training methods provides experience
toward a specific goal, which must be determined
before the season begins. If the goal is not reached
through a combination of already earned experience
and seasonal experience, the seasonal experience is
lost. That’s right, studying can be effective, but the
retention curve is steep. Use it or lose it.

The basic system is as follows. Choose your training
method and its associated Background or Backgrounds.
Your die pool is equal to your Intelligence plus the Back-
grounds of your chosen training method. The difficulty is
also based on the training method you choose. In general,
if you choose a method that involves more than one
Background, the resulting difficulty is equal to the highest
difficulty of the chosen Backgrounds, but you may gain a
break on difficulty for having multiple sources of informa-
tion — if a Library doesn’t have answers, a Mentor might,
for instance. The number of successes is the number of
experience points gained toward your training goal.

When studying under a mentor, that mentor must
have the Trait at a level at least equal to the level the
character wants to learn. If the mentor has not previously
been specified, the Storyteller has final say as to whether
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or not the mentor is qualified to teach the student.
Similarly, the Storyteller determines whether or not the
Avatar is qualified to teach the student anything, Simi-
larly, no Trait may improve beyond the limit of the
training Background — if a character only has a one-dot
Library, he won’t be able to learn secret knowledges from
it. Except where noted, Backgrounds cannot be shared or
traded for the purposes of seasonal training.

TRAINING

The mage spends the season studying under her
mentor. At the end of an uninterrupted season, roll
[ntelligence plus Mentor, difficulty 8. A single mentor
might train more than one student. However, for each
student after the first, each student’s roll increases in
difficulty by one. Training under a mentor can provide
experience for any Ability the mentor knows, any
Sphere the mentor knows or for Arete.

[LECTURE SERIES

The mage spends the season studying a specific series
of texts under the tutelage of a teacher or teachers. At the
end of an uninterrupted season, roll Intelligence plus
Library plus Mentor, difficulty 9. A lecture series can teach
any number of students. If multiple students study in
together in this way, each of them must use the lowest
Library score of any of them (the slowest student holds up
the group). On the plus side, each them also gets the
highest Mentor score that any of them possess (they can all
attend the best lectures). Inaddition, they must all attempt
to learn the same level of the same trait. A lecture seriescan
provide experience for any Ability or any Sphere.

LIBRARY RESFARCH

The mage spends the season studying in her library.
At the end of an uninterrupted season, roll Intelligence
plus Library, difficulty 6. Library research can provide
experience for Skills, Knowledges or Spheres. Posses-
sion of a specific book good for the job — a book on
Matter written by a Master of that Sphere — may
provide an extra die or a one-point drop in difficulty.

LEARNING ROTES

The mage spends the season working on rotes,

either by practicing theories or by studying from books
and other mages. For study from books, use Intelligence
plus Library, difficulty 6, just like library research. For
personal development, use Intelligence + the lowest
Sphere involved in the rotes, difficulty 6.

AVATAR INSIGHT

The mage spends the season opening herself to the
insights of her own Avatar. At the end of an uninter-
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rupted season, toll Intelligence plus Avatar or Past Life
(whichever is higher). With Storyteller permission, the
Avatar can train the mage in any Trait except Attributes.

STUDYING RUINTESSENCE

The mage spends the season studying the nature of the
Quintessence of her Node. At the end of an uninterrupted
season, roll Intelligence plus Node. Any tens rolled while

It’s notable that Intelligence, foremost among the
ributes, shines in extended research. This is deliber-
te: The process of study, insight and memorization
equires intelligence first and foremost. That doesn’t
an that other attributes aren’t important, though.
Remember that accessing a given resource may
equire the use of attributes besides Intelligence. For
nstance, convincing a mentor to give up a season of
is valuable study time may require some roleplaying

studying Quintessence may be re-rolled and counted to-
wardadditional successes (andexperience) asif the character
had an appropriate specialty. Any ones rolled while study-
ing Quintessence reduce the character’s temporary
Quintessence roll by one each at the start of the next story.
If the study check is botched, the character’s Node may be
damaged and Paradox may strike (see sidebar).

in conjunction with some Manipulation + Expressio
rolls. Figuring out how to use an arcane library
shelving system might test a character’s Wits + Ac
demics. Spending days at a time hiking up and dow
the mountainside where a Node resides could call f
a Stamina + Survival test.

Also remember that, most of the time, a mage won
be able to maintain an artificial, magical boost to inte
ligence longenough tojustifyafull season of improvement

USING RUINTESSENCE W/ HILE TRAINING

When using any research method except Study-
‘Quintessence, a character may, with the
toryteller’s permission, spend temporary Quintes-
ence to reduce the difficulty. Even when not
pecifically studying the stuff of magic, Quintessence
an provide insight. Each point of Quintessence used
hile studying reduces the difficulty of the roll by one

nd reduces the Quintessence available to the mage
the start of the next adventure by one. The mage
ust have the Quintessence on hand at the begin-
ing of the season, of course. A mage can’t use a Node
o justify having hundreds of Quintessence during a
eason — that sort of study is direct Node study and
ses that Background as previously described.
Using Quintessence in this manner is not without
azards. Any botch incurred while using Quintes-
e to study invokes Paradox. The mage gains an
ount of Paradox equal to the level of the desired trait
ng trained times the number of Quintessence points
sed to reduce the difficulty of the roll. So, a mage
pending two Quintessence while trying to learn Oc-
ult 3 would gain six Paradox. Naturally, this Paradox
robably discharges over the course of the season —
ongbefore the nextstory sessionstarts. The Storyteller
ould therefore determine the nature of the drawback
hat occurs. Typically, a research Paradox can destroy
rk and materials involved. The character might lose
ckground levels in a Library or Node, suffer from new
esonance or take on a Flaw or injury. If you simply
ant a random solution, try the following table.

QUINTESSENTIAL RESEARCH PARAD®XES

1, 2 — Utter disaster! The mage suffers a ne
permanent Paradox Flaw. The Storyteller chooses
Flaw of point value equal to one-half the Parad
invoked (round down). This won’t kill the ma
outright but could cause a great deal of pain a
suffering. Furthermore, the mage’s study Backgrou
loses one dot.

3, 4 — Resonance. The mage gains one dot in
Resonance Trait. Either choose anew Trait, or add
an existing Trait, depending upon what sappropria
to the research at hand.

5, 6 — Incidental damage. The backlash d
ages the mage’s study materials. Reduce the stuc
Background by one dot — books are destroyed in
Library, a Node has its Quintessence flow altered,
a Mentor becomes more distant and less helpful aft
the student’s disaster.

7, 8 — Injury. The mage comes into the ne
story suffering from wounds resulting from the Par
dox backlash. Treat as a normal backlash’s damag
Thus, the mage may come into play with afew bruis
of bashing damage (for a minor Paradox effect)
with serious Paradox burns of aggravated damage |
a botched major project).

9, 10 — Wasted season. The mage lose
season and the Quintessence used but suffers no oth
severe effects.
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CHANTRY RES®URCES

One of the great benefits of a chantry is the ability to
share useful research resources. A cabal with access to a
chantry has a far better opportunity to undertake seasonal
study. So long as the chantry’s paid for and the mages
otherwise have their day-to-day living expenses covered,
the cabal members can expect to use their chantry to
everyone's benefit.

The major advantage of the Chantry Background in
seasonal play lies in its flexibility. The mages can all make use
of their shared chantry, but can divide up its resources in
Mentor, Library and Node as they see fit— not everyone need
rely on the same study style, or on studying the same topic.

Of course, characters who rely on the resources of a
chantry must also be willing to expend some of their own
effort to help keep the chantry functional. A character
may be called upon to serve as a mentor to other mages in
the chantry, or to improve the chantry with donations of
books, time or money.

ASSISTED LEARNING

Multiple mages can combine their efforts on a specific
research topic, if so desired. Typically, only the primary
researcher makes the breakthrough, but a group of research-
ers with similar levels of skill might all benefit.

The group chooses a research lead, who makes the
various decisions regarding study time and style. The player of
that lead makes the necessary research rolls. Each assisting
mage grants one extra die to the roll, so long as the mage has
at least some knowledge of the topic in question or some way
to contribute meaningfully to the research.

Generally, a group of mages can only work together
on a topic up to a limit of mages equal to the Background
involved. That is, if studying from a two-point Library,
only two mages can combine their efforts — the library
simply doesn’t have enough materials to allow additional
mages to help.

If the research roll is successful, not only does the head
researcher gain valuable study that cuts the costs of im-
provements, but each associated researcher gains one point
toward the same study. Thus, the assistants can garner a one
point break on the cost of the study material. Say a group all
works together to study Forces 3 — the lead researcher gains
a cost break as normal, and all assistants gain a one experi-
ence point break on the cost of learning Forces 3.

Obviously, if assistant researchers don’t have the
requisite abilities to learn the trait, or enough experience
to complete it, this does them little good. However, if
they’re willing to spend their time in assistance, they can
substantially improve learning for the research lead.

Note that mages of differing Traditions may impose a
+1 penalty to the difficulty of the research rolls, due to the
need to translate systems and magical understanding
between different paradigms.
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LIBRARY BUILDING

Mages who spend a lot of time studying tend to take
notes. Eventually those notes become books, the books
become libraries and the libraries attract younger mages.

Spending a season on research and collation is a perfect
way to justify an increase in the Library Background. Such an
increase isn’t automatic or guaranteed. After all, a good
Library not only includes a mage’s research notes, but also
materials that detail things the mage doesn’t yet study or
understand. Similarly, the player may need to expend expe-
rience points for the library improvements.

Asarule of thumb, improving a Library requires that the
mage accumulate new books and notes over the course of the
season, which costs money or favors. The mage must use an
appropriate Attribute + Ability/ Background, such as Percep-
tion + Resources when buying new materials or Charisma +
Subterfuge when convincing allies to help supply books.

On some occasions the Storyteller might decide that
only a specific book will do for a given project — for
instance, if a Hermetic mage wants to learn the true name
of ademon so as to command it, then the Storyteller might
decide that only one book written contains that name, and
the mage must discover it. This is, of course, more fodder for
astory! Such books tend to be hoarded in libraries of mages
who already have uses for them.

By the same token, a mage can write down personal
experiences, magical knowledge and advice in book form
over the course of a season. In general, a mage can’t write
books that will bring a Library Background rating any higher
than the writer’s Expression Ability. A specific book — for
instance, a treatise on the application of Forces under the
Verbena paradigm — might, as noted above, work as a
special component to help in research or a requirement for
special spells orrotes. Similarly, a mage can write down rotes
into book form, and trade such a book to other mages for
study purposes. Seasons spent learning rotes or doing library
research can especially benefit from the appropriate books.

SEAS®ONS AND BODKKEEPING

Seasonal study is something best done at the beginning
or end of a session, but the troupe can easily devote an hour
or more to such projects. Any time between stories, when
the mages have a few months to kill, a season of study time
presents an ideal chance to segue into the next story.

Each player should fill out a short paragraph or two of
study goals and means. Simply noting “I want to study Forces
with my Library Background” is sketchy at best. Look again
to the mage’s paradigm: What sorts of study and materials
are likely? Will the mage be performing experiments in the
basement?Looking forrare items toresearch? Spendingalot
of time at home involved in personal projects and medita-
tion, waiting for the inspiration of the Avarar? Remember,
tangible study benefits aren’t the only result of research.
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Materials are used up. The mage must study somewhere, so
the cabal needs a chantry or at least someone with the
Resources to cover costs of living. Does the mage call on
spirits? If so, what kinds of spirits, and What are their names
and agendas? Is the mage studying from a Library? What are
some likely tomes, and what sorts of unusual little side-
knowledge does the mage pick up while reading? (“Hey guys,
while I was looking up fourteenth century art to polish up my
Academics, I discovered a reference to a magic painting in
France that was apparently the inspiration for the portrait of
Dorian Gray...”.) Remember, a season of study isn’t just a
few lines of character improvement — it’s a chance to look
athow amage studies, what the character believes is the road
to improvement, and also to seed in new story ideas.
Make sure, of course, thart all players record their
seasonal works at the same time, and give them to

the Storyteller at once. It’s not particularly fair or
exciting for the players to have to wait on each other
to get their results.

Seasonal bookkeeping works most effectively when
done at the end of a story. Have the players all spend an
hour or so discussing study plans. Then, let them submit
their seasonal plans. Between game sessions, the Story-
teller has time to write up a description of what happens
during the study session. Also, this gives the Storyteller a
good opportunity to work the season into the game. You
can spend a whole game session just recounting or
roleplaying things that happened during the study period,
or even taking a few of the days in the middle to let the
characters talk about what they’re doing, the progress
they’re making and what else might be on their mind.

RESGNANCE REVISITED

The rules for Resonance in Mage are delib-

4 erately vague — Resonance is ultimately a

§ very personal affair, and its manifestations

will vary from mage to mage. However, some

ﬁ additional guidelines may help to make Reso-
J nance more useful.

Resonance traits almost always reflect a
mage’s personal emotions, experiences, fears
and frustrations. Often, this sense of Reso-

nance gives an idea of a mage’s personality long before new
acquaintances have had a chance to learn much about the
individual. A pleasant, well-dressed mage with a Sinister
Resonance almost certainly has some secret to hide; a
shabby, mumbling mage with a Healing Resonance is prob-
ably a good friend.

Choose your starting Resonance carefully. It'll always
come across to the people your mage meets. Find ways to
input Resonance into your character’s description. A
character with Electrifying Resonance probably has frizzy
hair and a jumpy personality, of course; a mage with a
Grating Resonance might have an unpleasant voice or a
constantly dusty appearance. Ideally, when you describe
your character, at least one sentence should stem from the
Resonance of the mage.

RESGNANCE FLUCTUATI®GN

Resonance tends to increase when a mage undergoes
a powerful magical experience or suffers through a deep
emotional crisis. Such an increase must tie somehow into
existing Resonance. For instance, a mage with the Dy-
namic Resonance of Fiery may gain Resonance after barely
surviving an expetrience of being trapped in a burning
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building. For a mage with a different emotional focus, such
an experience might be harrowing but not necessarily
Resonance-worthy. It’s incumbent upon the Storyteller
and the player to decide on the sorts of events that would
reflect the mage’s inner character and, thus, cause it to
manifest more strongly.

Resonance increases are most common under stressful
magical events such as:

¢ Going into Quiet

* Finishing a Seeking (whether successful or failed)

¢ Losing permanent Willpower

e Learning a Master-level Sphere

These are not, however, the only circumstances under
which a mage might garner more Resonance. The key is to
determine why a mage manifests certain qualities in the
first place, and then to figure out what would amplify this.
A mage might, for instance, be a naturally compassionate
and warm individual — someone with a Caregiver Nature
and a Nurturing Static Resonance. Likely this stems from
the mage’s upbringing, perhaps influenced by a choice of
career. The mage will tend to manifest stronger Resonance
when magical experiences directly challenge or reinforce
these personality Traits.

Note that, with only very rare exceptions, Reso-
nance generally doesn’t go down. A mage might
temporarily suppress personal Resonance, but a perma-
nent decrease is very unlikely. The rare occasions where
a mage’s Resonance goes down seem to happen when a
mage spends a great deal of time away from magical life,
instead simply keeping a mundane profile and avoiding
mystic events or magic use.
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CHAPTER EIGHT:
TREASURES

T R

4 While many mages count their treasures and
Wonders by the places important to them-
selves — their Cabal and their Tradition —

| the Council of Nine counts several locales
| and artifacts as treasures to all mystics. In
- | some cases, these are simple tools used by one

A Tradition but of value to all. In others, such
Wonders or places may be of significance to
the unified Traditions as a whole.

Of course, many of the greatest magical treasures
have passed from the world. Such fabled artifacts as the
Peaches of Immortality or Excalibur no longer have a
physical existence on Earth — at least, not that any
mage is aware of. Still, the Traditions try to collect as
many potent Wonders as they can, partly for use in
conflict, partly to reaffirm the continued existence of
magic and partly as a means of continuing their own
identity. Of course, few people can say with certainty
what the treasures of tomorrow might be... that’s for
today’s apprentices to decide.

And then there are the legends of places or things
that the Traditions would prefer not to see resurface....
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INSPIRATIGNS
The places of power and treasures of note in this
chapteraren’tsimply designed as things for you to take
canonically and thrust upon your chronicle. Rather,

. they're inspirations, designed to give you some ideas
. that might help your game along. Don’t hesitate to

ke them and turn them around for your game. Stick
Broken Tracks, spirit of Death Valley, in the vicinity

 of your game, in some other desert, swamp or desolate |
' land. Change the Staff of Heralds to function as a |
. cloisonné pin. Remember that magic can settle any- |
. where, in the most mundane-appearing of forms.

The most important thing to do with your

L oame’s treasured locations and wonders is to make |

re that they are distinctive and memorable enough

| for the Traditions to stand up and take note. Some- |
. times, that means they should break a couple of rules
. ordo something totally unique. That’s fine; they are,
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after all, treasures. These aren’t simple, straightfo
ard magic items so much as they are remnants 0
magic with their own individual stories to tell
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DEATH VALLEY

In man’s earliest days on the North American
continent, great spirits roamed the lands. Often a spirit
of power and malevolence would menace the growing
human population. Those we would now liken to
Dreamspeakers eventually learned how to bind and seal
away these dark spirits from the Earthly realm, banish-
ing them to the depths of the earth or into the Umbra.

Such evil often leaves a permanent trace on the
land and its people. Trees grow twisted, the land hostile
and angry. Wildlife, normally found abundant, never
wanders within view. Death Valley is one such place.

Lost deep in the middle of what is now desert is a
powerful Node, all but forgotten by the peoples who
once tended to itand the spirits trapped beneath it. Age
upon age has passed; the bindings on the spirits trapped
within the earth grow as brittle as the sun-baked earth.
Whispers call upon the wind for someone to break the
bonds while shadows in the sun beg for their strength-
ening. Each voice calls out to any who might hear,
those gifted in listening to the voices of the spirits.

Those investigating deep in the desert find the
trapped spirits angry and fierce, all protesting their inno-
cence of the wrongdoing that warrants such imprisonment.
The voices shout loudly from their cages, demanding
freedom and offering favors in return. Only one voice
speaks against the spirits. It describes evil upon evil done
— lives ruined, land wasted, creatures corrupted, tribes
destroyed, each act done by those bound. To prove truth
it offers itself up for binding in a fetish it will teach —
Combined with the mage’s powers the bindings will be
strengthened enough that the spirits can never escape
unaided and never call to the outside.

The free spirit speaks in half-truth. Broken Tracks
is a twisted spirit of creation, harmed by the coming of
progress and its twin, destruction. It has spent lifetimes
holding the spirits within the Node, waiting to find
someone strong enough to perform the ritual it offers to
teach. This ritual, once performed, would weaken and
bind the animal spirits separately, outside of the Node,
where Broken Tracks could feed on them, growing in
strength with each angry badger and cougar. While the
Node aids in trapping the animal spirits below, Broken
Tracks was unable to corrupt the Node and use its power
to absorb the strength of the trapped animal spirits.

Broken Tracks’ error was in binding the spirits en
masse to the Node. His greed did him in as the spirits’
strength bolstered the Node, preventing Broken Tracks
from corrupting the Node and eating the spirits. The
prison itself is too great for him to break alone. First the
prison must be cracked, releasing one spirit at a time. In
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turn each spirit is individually bound again, separating
each spirit’s power from the collective mass.

DEATH VALLEY'S INHABITANTS

The spirit Broken Tracks is, of course, quite sly in
its deception, and inexperienced mages that take Bro-
ken Tracks at its word will certainly have their work cut
out for them — if aided by a mage, the spirit will gain
enough power over the next year to leave Death Valley
and become a tremendously potent adversary with the
power that it will drain from its prisoners.

A few rare other mages pass through Death Valley.
Dreamspeakers sometimes use it as a test of survival
prowess, and the occasional Taftani also visits (see Lost
Paths: Ahl-i-Batin and Taftani ).

YoU CAN'T ST®P PROGRESS

Before the European settlement of the eastern
seaboard, there were many places of power to the
shamans of the Algonquin peoples. Not all were near
settlements. Thus, the shaman doing any periodic pu-
rification or strengthening had to do so from a great
distance away. Kept secret and revealed only to appren-
tices once they were learned enough to care for the site,
it would only take one ill-timed death to lose this bit of
knowledge to the ages. Such unknown power left sleep-
ing, orangry and bristling to be found, can be adangerous
thing in the wrong hands — or the right ones. The
shaman of the Lenape village of Allegheny was respon-
sible for one such site. In September of 1755, he was
en-route from the nearby village of Kittaning when
British forces razed it, leaving the site that has come to
be called The Strip unattended.

In the first half of the 19th century, Pittsburgh and
the surrounding communities grew at an extraordinary
rate. The War of 1812 helped pushed the industrializa-
tion of the region into full stride: First excelling in
glassmaking due to abundant local resources, and then
moving to the iron industry by the start of the Civil War.
By the end of the war, a sizeable portion of the country’s
glass and ironwork came from the region. Pittsburgh’s
place in history further expanded when the first commer-
cialoil wells were struck justnorth of the city. Industrialists
such as Westinghouse, Carnegie, Mellon and Schwab
built their fortunes in the Steel City. Westinghouse
himself was responsible for over 60 companies in the area.
Each left sizeable contributions to the community: posi-
tive and negative, commercial and philanthropic.

One of the many painful side effects of this growth
was the establishment of the Strip District. The Strip is
aflat expanse of land east of downtown Pittsburgh, on
the bank of the Allegheny River. Long a cornerstone of
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the industrialized Pittsburgh, it was the home of a
sizeable majority of the factory and warehousing space
from the early 19th century well into the modern day.
Work was everywhere, and difficult. A shantytown ran
along the border, housing much of the immigrant
community that had come looking for employment.

The Strip has transformed a great deal in the last
half century. As the industrial base in Pittsburgh began
to shrink, the Strip began to empty. To date, most of it
has been reclaimed. Converted into other purposes,
from museums to restaurants, the Strip continues to be
a buzz of human activity.

The site has not slept well these past 250 years. At
first, the spirits were puzzled by the loss of the caretaker.
Theymanaged, fighting off invading spirits alone. While
able to survive, their strength diminished over time.
When the Europeans began settling in the area, the
Ummbral battles shifted. No longer the morally unam-
biguous battles of ancestor spirits aided by those of
turtle, wolf and turkey against encroaching evils and
totems of competing tribes, the number of competing
interests grew with each passing decade. Early during
colonization, the spirits of chaos, greed, and disease
invaded, eventually joined by sand, iron, and smoke
elementals with the industrialization of the Strip. As
time advanced, the battle became muddled. Later im-
migrants brought many of their own guardian spirits
and adifferent breed of ancestor spirit. For the Algonquin
spirits, losing strength with each decade of the invasion
has left them weary and hostile, making few allies with
the newcomers and multitudes of competitors — and
more than afew outright enemies. Dreamspeakers com-
ing to the area in search of spiritual aid should be
prepared for an unpleasant greeting. Woe to those of
Lenape descent....

Still, there is great power sleeping below the Strip.
It holds a great link to the Umbral realms — and, in
that, perhaps a key to solving the Avatar Storm.

AN URBAN SHALLSW/ING?

Given Pittsburgh’s long history as aspiritual battle-
ground, the war between ancient spirits and newcomers
has provoked an unforeseen effect — the Strip, once a
barren place visited by the occasional shaman, now
teems not only with those making historic visits, but
also with the spiritual strength of the growth of the
modern city. As a result, the rapid changes and back-
and-forth development reflect in the Umbra almost
like they do in the city. Someone who finds an ancient
sacred place and remembers the old ways might well be
able to pass into the Umbra, but only with an appropri-
ateritual to draw the attention of the ancient guardians.

CHAPTER 'EIGHT' TREASURES




Mages in Pittsburgh take advantage of this tie to
step into the Umbra at their convenience, though
always at sunset. For now, the Traditions consider this
a useful and valuable location, one guarded by the
mages native to the region. However, it’s possible that
some invading mage — Technocrat or Traditionalist
— might see fit to change matters. Then, the Tradi-
tions would have to band together to defend this
location, lest they lose an important waypoint to the
Umbra.

This same phenomenon happens in many places
where a convergence of ideas leads to rapid change, flux
and integration. Mages in modern cities across the
colonized world might well find their own Shallowings,
if they know what to look for.

AN AGED CURSE

In the late Second century BC aNephandus known
as Domitius Tanicius Linus lived among the Roman
occupational army as an advisor to a minor garrison
leader. Having spent the last forty years traveling the
lands of Eastern Europe, the Mediterranean, Persia and
those places between, he had little trouble convincing
the garrison commander that his experience would
make taming the local populace easier. His talent for
the local tongue — “a gift from Mercury,” he would
claim — lent credence to his apparent competence. For
two years, he worked with the Romans — easing tax
collection and stifling the occasional desire for rebel-
lion — all the while tending to his own agenda. He was
certain he sensed a quiet power buried somewhere in
the nearby earth, a hidden Node of a strength he’d
never known.

Domitius was half right: The Node was of great
power, but had long since been found by a local Cabal
of willworkers. With careful wards guarding the Node,
the Cabal was certain none would ever find their sacred
place. From a distance, Domitius probed and prodded at
the edge of the wards, evaluating the challenges that lay
within. Domitius could not handle the four members of
the Cabal alone. Nor would he have to — a skillful
advisor to the Roman Legion was rarely alone, making
him a far more capable opponent.

With a fake report of a growing rebellion in the
Cabal’s home village, it was easy to mobilize enough
legionnaires to distract the Cabal. Moving to protect
their family and friends, they left the Node unguarded.
Domitius pressed his advantage, able to shatter the
wards and seize the Node as the legionnaires slaugh-
tered the village defenders to the man. The Cabal
escaped with the women and children, guarding those
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who could not fight, destroying those who dared attack
their wives and daughters.

The Cabal returned to their retreat the next week,
finding their wards gone and new ones in place. Drunk
with power, Domitius marched into view challenging
the Cabal to take back the Node. It took only a
moment’s conference to plan their attack. A single
motion, a handful of words, and it was done. Domitius
was cursed to live so long as the Node held strength, his
darkened Avatar broken and shattered, its pieces scat-
tered to the Umbral winds. His body fell to the ground,
limp. The rending of his Avatar from his body left him
alive, but in shock. The Cabal buried him deep in the
earth and left him, certain he could never recover
enough of his Avatar to move again. His Avatar’s pieces
spread about the region, their corruption slowly affect-
ing the Sleeping minds of the surviving locals, just as
Domitius’ corrupted soul began to affect the Node to
which he had become bound.

Asthe thoughts of Sleepers form the consensus, their
actions and emotions shape the world. There is a reason
places such as this cannot seem to find peace: violence
creates violence, hate creates hate. As these actions
compound, so does their effect on the local Resonance.
The strength of the Node in the region feeds on and, in
turn, reinforces the negative emotions in the region.

From the second and first centuries BC, Bosnia has
been occupied, controlled, or otherwise manipulated
by outside rule. Despite fleeting degrees of self-rule —
under the Romans, the Franks, and others up to the
Ottoman Empire — the region has rarely had any real
control over its own destiny. Manipulated internally
and externally, subjected to religious conflicts, con-
scription, imbalanced taxation, numerous failed reforms
and the failure of the feudal system, the region could not
expect to escape turmoil. This turmoil both fed on and
reinforced the Node and the surrounding lands’ corrup-
tion, creating an inescapable Mdbius strip of anger,
hatred and violence.

Domitius’ body still lays two paces down, two paces
west of the Node he once coveted. Two thousand years
without sleep has not worn easy on the Nephandic soul.
Through manipulations of Sleepers’ dreams he has
been able to gather all but a few of his pieces. Even with
these efforts and this span of time, his work is incom-
plete, leaving him aching for his Avatar. Only with
complete recovery of it can he break the curse and
finally die in peace.

RESPONSIBILITY AND W/ RONGDDING

Of course, the lone Avatar of a single mage cannot
be responsible for all of the wrongdoing across a coun-
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try. It is a spark and a catalyst — the wedge that drives
open the wounds. Still, the mysteriously tainted Node
continues to tantalize mages who pass through the area,
and the constant strife surrounding Domitius’ gravesite
definitely stems from an unnatural Resonance.

The Traditions themselves have only scattered
records of Domitius” history; the Euthanatos recognize
that a powerful being of some sort is trapped in the area,
but many mistakenly believe it to be a potent spirit or
some sort of outer entity. Should Domitius finish re-
uniting his Avatar, he could work a spell to free himself
from the tainted Node. While his essence is incomplete
and tied to the fate of the Node, though, he cannot be
destroyed. Not only would the Traditions have todo his
dirty work for him, they’d have to know what they were
dealing with in order to fight him off!

On the other hand, the Node still generates a
tremendous amount of power (treat as a level 4 Node).
Above Domitius’ gravesite grow edible mushrooms
that serve as Tass; perhaps one in every twenty distills
out a full point of Quintessence. Of course, these
mushrooms have a highly dangerous and twisted En-
tropic Resonance. Mages who rely on them often suffer
dementia and delusions. No one alive today would
recognize it, but the Resonance is in fact a by-product
of Domitius’ own Resonance, which has slowly poi-
soned the Node itself. Given time, the Node might be
cleansed and returned to a more wholesome state, but
so long as Domitius remains trapped there, he will
continue to infect the wound.

A GOD-FEARING COITITIUNITY

Save perhaps the Dreamspeakers, the members of
the Celestial Chorus show the most variation in their
beliefs. Perhaps the least seen of the Choristers are the
declining Amish. Small in number, they center their
practice in a township settled over a Node a few dozen
miles northeast of Harrisburg, Pennsylvania. They live
quietly among the local community, with simple lives
that draw little attention.

Truthfully, these Awakened are only Choristers by
proxy. They rarely interact directly in the affairs of the
Tradition as a whole, instead focusing on helping their
individual communities. Most concentrate on acting as
communal healers, using the guise of braucheri to lay
hands on the sick, as midwives or even as veterinarians.
A smaller number have turned to influencing the
weather, a practice they keep secret from the commu-
nity. In all, their activities are focused on aiding the
community itself. Efforts are made not to call attention
to their acts — vanity being a sin — while making
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certain they are a constant active presence for the
betterment of the locals.

If pressed by outsiders to join a Cabal, they refuse.
The community always comes first. The Ascension
War passed them by and they are content with that. It
was God’s will.

If asked for aid, they are generous to those nearby.
Traveling great distances is not unheard of, but still
considerably rare; on occasion one or two will sojourn
to a place in dire need of help, but only briefly. Mages
finding themselves stranded in the township are well
aided and quickly sent on their way; disturbing the
community status quo is something to be avoided.

As with any strong Cabal, the mages of the town-
ship keep their homes around the area’s Node. The
Node itself sits several feet below the town square, in
the center of an underground lake that supplies most of
the town’s water. Years of exposure to the community
have given it an affinity to calm, peace and harmony.
Mages find normally vulgar effects to come with ease, so
long as their magic promotes peace, calm or community
spirit: the perfect place to calm down an angry mob if
ever there was one. Water drawn from the central well
provides potent, refreshing Tass.

A LIFESTYLE IN DANGER

Sadly, the Amish lifestyle and ethic — stressing
hard work and simplicity — increasingly erodes in
modern times. More and more people eschew the Amish
way in favor of technological ease. Children in Amish
families, exposed to a brilliant world that’s denied to
them, often rebel and show high incidences of drug use
and other escapes. While the power of the community
helps to keep the locals tied together, they can’t resist
the strong social pressures to modernize. In a genera-
tion, if something doesn’t change, they’ll be gone.

There’s no great evil or spiritual malaise to blame
for this tragedy. It’s a solely human one. Fighting it will
require similarly human measures. The Amish them-
selves are at an impasse. While many are passionate
about their beliefs, others just as firmly believe in the
need to modernize. The youth don’t always embrace
their elders’ choices, but outsiders looking to partake in
the simple life aren’t made a part of the community.

For its part, the Tradition Council (such as it is today)
has little opinion on the trouble of this single community.
Mages everywhere have problems, reason the ranking
members of the Traditions: why should the simple social
unrest of this community take precedence over others?
The Chorus hasn’t yet realized that if they don’t do
something, they may lose the Node and community en-
tirely within a few years. For a Node of such surpassingly
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positive energies, this would be a terrible blow. The death
of the community itself might alter the Node’s Resonance,
making it unusable to later Tradition mages.

Problems such as this face mages everywhere, but
such social issues have greater weight among the Tradi-
tions today. A mage who benefits from the hospitality of
the community may well desire to return the favor— but
this problem won’t be resolved quickly or simply. In some
ways, it’s almost a microcosm of the Tradition problem
itself: These people don’t accept the modem world, but
in return their rejection of it causes it to be inimical to
their lifestyle. It will take more than quick panacea of
magics and fisticuffs to strengthen this bastion of peace.

DYATTlA STATIGN

In the closing days of August, 2000, Mount Oyama
on the tiny island of Miyake Jima, some 120 miles south
of Tokyo, erupted. This forced the evacuation of the
island’s inhabitants. Among those forced to leave were
the members of a Void Engineer construct disguised as a
monitoring station at the base of the volcano. Unable to
completely scuttle the site in time and maintain their
cover, their base was left virtually intact. A combination
of bad luck, slow recovery time, and aggressive hounding
by Strike Force Zero investigators prevented the
construct’s earthbound inhabitants from reclaiming their
lair until after it had been claimed by another group.
Claiming to be supplemental specialists in seismic and
geological sciences, a crafty Cabal of Virtual Adepts and
Ecstatics took control of the facility and the powerful
Node it was built over. The eruption weakened many of
the Technocrats’ defenses, enabling access to most of the
facility’s hidden rooms and storage caches.

The weakening economy and near self-destructive
state of the Japanese political system have allowed many
self-appointed watchdogs on the loose. These watch-
dogs, combined with the daily-decreasing value of favors
owed, increased difficulty in applying bribes and chances
of being caught in these situations have made all man-
ner of business very difficult for the Technocrats. They
sit for the time being, watching for an opening — either
political or geological — that allows them to retake
their construct, or to destroy it and its contents.

The new residents, primarily made up of Virtual
Adepts, a handful of technologically inspired Ecstatics
and an even smaller number of Orphans, have just
begun to fully explore the place. Careful to quickly
disable the various destruct sequences and countermea-
sures, they've since had their time to explore. A
combination of luck and caution has prevented any
serious injuries from warding systems beyond singed
hair and a lungful of smoke.
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The construct descends far below the surface, deep
into the earth’s mantle, leaving uncounted rooms still
unexplored. To date, only the first three levels have
been cataloged to any real degree, each still having
chambers yet unopened. The exact depth of the bot-
tommost floor hasn’t been divined; the Cabal
concentrates its efforts on comprehending the tools
and equipment left behind and has made deeper explo-
ration a lesser priority.

The Construct’s facade was built above a complex
cave system going deep into the island and well below
sea level. The construct itself is a series of enhance-
ments of the existing natural rooms and corridors. Most
of the corridors have been enlarged, making it easier to
move large equipment to the many larger chambers.
Pipes snake along floors and ceiling carrying electricity,
water and data to the individual chambers.

LUCKY BREAK ? DR FIRE ZONE?

Oyama Station represents a major breakthrough
for the Traditions. Here, the Traditions not only
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have access to a once Technocratically-controlled
Node, but also a chance to study firsthand a recent
Technocratic Earth base and all of the specialized
tools therein. Members of the new Cabal gain signifi-
cant prestige, both from their understanding of
cutting-edge Technocratic materials and from the
cunning with which their plan allowed them to
swoop in and overtake the facility.

Of course, like any center of prestige and power,
Oyama Station’s a matter for contention. Members
of just about every Tradition clamor for the chance
to examine some of the Technocratic equipment
that was left behind — or even to have it shipped to
them for analysis, in some cases claiming that their
own laboratories are better equipped to decipher the
varied tools. On a few occasions, challenges of
certamen have erupted over the right to the station’s
contents and data.

And, naturally, the Technocracy wants its prop-
erty back....
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Increasingly, the Traditions must rely on
Earth-side Chantries for their work. Um-
bral travel simply proves too difficult and
dangerous to spend excessive amounts of
time in Horizon Realms — besides which,
mages who spend all of their time in the
Umbra aren’t involved in the important
battles on Earth.

Old Chantry houses have been refur-
bished and new ones opened. Often, a Chantry can
garner respect even if it doesn’t have a powerful Node
— and some Cabals build wholly mundane Chantries
with no resident Node at all.

THE PLER®ITIA PROIECT

Housed outside of New Madrid, Missouri stands a
squat, brick cinderblock building. Aside from a large
radio tower a few dozen feet away, nothing else but the
lone road to the state highway breaks up the country-
side. Inside, several banks of computers and graph
printers stand ready, monitoring what seems like the
most unlikely of things in the region — fault-line
tremors. While the equipment is neither ancient nor
bleeding edge, it does the job admirably according to
the site manager.

The building is a functioning facade. It has no
direct link with the Cabal that built and funds it, but
instead is staffed solely by Sleepers. The Cabal operates
some sixty feet below the building, entering by way of
massively warded tunnels beneath the surrounding
countryside. Situated in the bedrock, the large, multi-
chambered complex houses the joint Son of Ether/
Virtual Adept Cabal, their labs, and the accumulated
equipment that comprises the Pleroma systems.

Established in the early part of the 19th century,
the Pleroma system began as a test of a theory that
seismic forces and propetly stabilized quartz crystals
could produce a never-ending supply of electricity. It
worked, leaving a handful of bored, Awakened scien-
tists looking for something to do with all that power.
Technologically-minded mages devised a theory that
with enough power — something they now had — it
would be possible to send messages directly from person
to person through the penumbra. Years of testing proved
the theory sound, but dangerous. [t seemed that the
average man, Awakened or otherwise, could scarcely
handle the amount of power needed to transmit the
message. [t was a few years later that a Sleeper provided
asimple solution: transmit pulsed signals from machine
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to machine. [t wasn’t long after that ether telegraphy
was in place in several of the major Electrodyne Engi-
neer and Difference Engineer facilities around the
globe. The equipment changed much in the following
years, adding voice and visual data paper facsimile
transmission as the theories evolved.

[t wasn’t until the Sons of Ether left the Techno-
cratic Union that it evolved cipher capabilities.
Compatible equipment in Technocratic facilities world-
wide made open broadcasts a very dangerous thing,
even with the direct contact nature of the Pleroma
system. As communication theory has grown in the
Sleeper world, so has the Pleroma system grown and
adapted. Pleroma began interfacing with the early
computational talismans by the middle 1950’s, eventu-
ally growing to be the backbone of their usage. Since
the late 1980’s the focus has been on expanding the
number of compatible interfaces for the Pleroma sys-
tem, increasing its robustness and decreasing its
dependence on any particular piece of hardware.

Many of these devices are simply modified off-the-
shelf hardware or the housing of such, to appear less out
of the ordinary in the world of Sleepers.

To access Pleroma one needs two things: A talis-
man dedicated to accessing Pleroma, created with one
of two rotes, one for individual access and another for
Cabal or group access; and the rote must be performed
in the presence of someone already accessing Pleroma.

Pleroma provides, at modest cost, modified off-the-
shelf PDAs that are well suited for Pleroma use and
blend in when researching arcana while on public
transit. Pleroma services include access to the Digital
Web, Sleeper networks, the Sophia library and techni-
cal support provided by animated tech-worker corpses.
No particular Tradition, House, or path requirements
are known; there are even afew Orphans and Disparates
among the user-base.

Gaining physical access to the Pleroma site is a bit
more complex. Considered to be among the more
highly guarded Etherite Facilities and tempered with
the Adepts’ desires to protect a facility with a critical
interface to the Digital Web, getting access requires at
least two respected referrals...especially so for the in-
ternship programs. The physical plant aboveground
isn’t significantly secured, but the subterranean sec-
tions require passage through airtight, air-locked
corridors and some hefty physical locks. While very
19th century, they'll still dissuade any intruder short of
a small group of HIT Marks.
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TyPICAL PLER®ITIA PDA

A typical -Pleroma-equipped PDA is indistinguish-
able from any man-on-the-street PDA — because they
are the selfsame equipment. Any standard PDA ca-
pable of networking can be modified to access Pleroma.
Great care has been made to disguise the interface so
that it appears like a standard add-on for the PDA. Be
it a card, a chip upgrade or an external modem, all
variations look like a natural expansion to the handheld.
Earlier models had simply disguised themselves as an
expanded battery pack. Twice they nearly fell into
Technocracy hands — quickly teaching the lesson of
subtlety.

Simply plugging a Pleroma interface into the
handheld is not enough to get on the Information
Ether. The would-be Pleroma user must first be con-
firmed by two existing Pleroma users who're already
connected at the same time. Long-term Pleroma users
learn a special rote to validate new users — this rote
functions on the principles of 19th century Etheric
body electrical auras, so the mages in question must
combine fair knowledge (at least two dots) of Forces
and Prime toread the individual’s personal body voltaic
charge and transmit it in data form through their PDAs.
This validates the new user, but the on-site staff of
Pleroma still has the ability to shut out problems or
Technocrats who manage to weasel their way in.

S®PHIA

Sophia started as a simple project in the days of the
late 19th century. Theorizing that information trans-
mitted as electricity could be stored in the same manner
as electricity is, researchers developed a series of infor-
mation arcologies based on their new principle of the
voltaic information battery. To prove the value of the
project, the researchers began by attaching a series of
batteries to a telegraph receiver and paying a rather
confused worker in the next city to tap in the first three
chapters of Tom Sawyer.

Once it was proven the researchers could retrieve
the text in excess of a year later, the team began filling
the batteries in earnest. Reams of wild theories, notes
— anything they could get their hands on — were
crammed into the batteries in a stress test. The project
was determined to be a success 15 years later when all
of the original material could be retrieved, less a book
or two that had been charged onto faulty batteries.

The voltaic information battery has improved in
size, capacity and reliability in the years since. Pleroma
continues to use it as a primary data source, not only due
to its proven nature, but also for the additional layer of
security resulting from its uniqueness. Since most non-
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mages don’t know of or understand the device, it’s
difficult for them to tap into its repositories.

Naturally, as the quantity of available information
grew, the need for a system to manage, retrieve and sort
the information became necessary. Sophia grew from
information storage and retrieval hardware to a system
of software, hardware and, eventually, Pleroma inter-
faces.

The current Sophia system in many ways resembles
a modern server environment mixed with a safety
deposit box. Public information is shared in one of
many “reading rooms” — information batteries that are
available to all at all hours. Private batteries are kept
disconnected from the system. When a user connects
via Pleroma and requests a private battery, an auto-
mated system retrieves the battery from secured storage,
verifies the data integrity, and then adds the battery to
the system.

Sophia’s Public reading rooms are vast. This is
partly due to the number of wild theories dumped to
storage over the years and partially in attempt to dis-
cover the true limits of the system. Despite Sophia’s
software, the information stored is somewhat disorga-
nized due to haphazard categorization of the various
documents. As other Traditions began using the sys-
tem, the breadth grew to include copies of many — now
believed lost — tomes and lorebooks from scattered
chantries, including Doissetep. At this time, the Sophia
system may not be the largest library of Tradition
information or the repository of the greatest wisdom,
butit’s far and away the first place thata Tradition mage
should check to find references to any kind of Awak-
ened or mundane research, or even to look for a place
to go for more specialized information.

THE [TIEM®RY ®F IGNATIUS

When the Society of Jesus was allowed to return to
Brazil in 1842, their few Convention members felt it
necessaty to prevent an expulsion from happening ever
again. Ten years were spent selecting a location that
was both remote enough to prevent easy intrusion and
accessible enough they would have little trouble re-
supplying. A quarter of a century was spent building up
their presence in the region, assembling facilities, de-
veloping their cover. Concern for a second expulsion
before they were ready led the order to disguise the
location as a more mundane Catholic Church.

The church quietly grew for the better part of the
40 years, the guise of a regional church protecting the
Jesuits within from any lingering political resentment.
With time the expulsion was forgotten, the church was
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able to make their affiliation public — but chose not to.
They continue to maintain the cover, despite the lack
of need in the modern age. Every staff member of the
church, from the priests down to the groundskeepers, is
a magic-using member of the Jesuit order. Every mem-
ber performs necessary duties to maintain the church’s
facade, some more mundane than others. Chorister
string-pulling in Rome has carefully maintained this
facade by preventing mundanes from being assigned
duties at the church. In the time since, the church has
maintained its size and its simple goal. Should there
ever be a reason the Society would be expelled from
Brazil — or other parts of South America— this church
would be a haven for the Awakened.

Until the time of the military coup in the 1960s, the
church continued a quiet existence of study, communi-
cation with regional Chorister chantries — regardless
of denomination — and quiet solitude. The Church’s
location is still quite remote, giving those Chorister
members needing time to contemplate their place in
the grand scheme of The One one of Creation’s more
perfect locations. Those feeling they need to toil physi-
cally as part of their spirituality will find no end to the
number of chores that need doing on any given day.

Choristers not of the Society are welcomed for
short stays, so long as they do not break the order’s few
rules and make no efforts to expose the true nature of
the church.

Awakened outsiders, or members of other Tradi-
tions, are rarely allowed long-term stay, though
short-term assistance is provided with few questions in
cases of obvious emergencies.

CoIPASS ®F SANCTUARY

This small wooden amulet is in the shape of a cross
inset on a circle. Each arm of the cross bearing a letter,
matching the cross to the cardinal directions of a
compass rose.

When suspended, the amulet will gently swing
towards the nearest Church-run Chantry. With an
expenditure of 1 Quintessence and the use of a simple
Forces 1 rote it will open any warded door or gate
needed to gain admittance to the Chantry (see below).

SANCTUARY'S EITIBRACE

This ward is placed on doors, gates and similar
closures — intended to let in only those seeking Cho-
rister sanctuary. The ward — when met by Compass of
Sanctuary and the appropriate rote — will open any
attached locks, allowing entry. The person who placed
the ward is, at the same time, informed of the entry so
that no surprises or presumptions of invasion occur. It’s
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not so much a physical barrier as it is an alarm system,
but in conjunction with a stronger Ward can provide at
least warning of when someone arrives in need of help
— or with darker intentions.

LiauID GELD

When the Solificati collapsed as a Tradition in the
late 15th century, many former members of the group
found themselves lost, without direction and, in some
cases, questioning their beliefs. For a time studies lan-
guished; the attempts to find students to learn from the
Masters lost momentum. Once, such a Cabal operated
on a quiet estate just outside the University in Louvain,
Belgium. Firmly entrenched in the daily life of the
university, its members distracted themselves from the
former Tradition’s troubles by concentrating on their
teaching, studying and experimenting.

In the early part of the 16th century, a rogue
physician and alchemist, Philippus Aureolus
Theophrastus Bombastus V, a dabbler in several of the
Traditions— caught the fancy of the Cabal’s remaining
younger Masters. Finding those of similar enthusiasm
in several newly-Awakened students, the Masters took
to a new focus on the Cabal’s traditional goals.

The search for physical immortality and transcen-
dence took several twists as thoughts shifted in this new
age of alchemy. Failure to date has not been due to
pursuing an impossible task, as they had once believed:;
instead it came from reaching too high in the first step.
To make the body immortal, to make it transcend, it
first must be perfected. It must reach the pinnacle of
form. While mankind cannot reach this step without
divine aid, God left the necessary tools in the world.
The next few decades were spent researching and re-
cataloging the affects of numerous herbs, minerals and
potions. Expedition after expedition was sent to the
known edges of the earth: looking for that perfect
flower or beetle shell, that when ground had the most
wonderful effect on the human being.

There was success and there was failure. The Cabal
dwindled over time. Attrition due to apathy, changed
views and disasters of a mortal nature left them with but
a handful of faithful by the start of the 20th century.
When a potion for enhancing the mind was mistakenly
tried on one of the Cabal’s members, he went mad, the
rapid loss of control and faculties costing the lives of all
but two of his former compatriots before he fled. The
Chantry in shambles, it was locked up and sealed away
by the survivors. They felt duty-bound to correct their
mistake, to either heal or put down the newly created
Marauder. It is unknown if they found success.
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Since thatday the chantry hasremained untouched,
relatively speaking. The German advances in the fol-
lowing world wars destroyed much of the surrounding
town. The Chantry’s upper levels, those above the
cellars where the Cabal worked, were flattened when
the war pushed through. Warehousing now stands over
the old site, the cellar door hidden by protective mag-
ics, still awaiting its master’s return.

CoakING TASS

This process makes it possible to include Tass as an
ingestible component of any recipe. Distilled water
must be bathed in the power of a Node for a full day.
Then, in series, it is slowly boiled down over a period of
10 days. Done properly this produces approximately a
tablespoon to the gallon of white granules. These
granules can be added into any recipe with sufficient
liquid to dissolve them, adding 1 Quintessence per
tablespoon to the food. For reasons not fully under-
stood, the Quintessence may only be used if the food is
ingested.

Naturally, many Tradition mages rely on edible
Tass, but the ability to distill it out in this fashion isn’t
widely known. A restructuring of the Solificati acad-
emy — perhaps under the aegis of the Solificati who
recently formed a House of their own in the Order of
Hermes — might bring this technique back into popu-
lar use.

AREA 33

During the early years of the American Secret
Service, a vast number of unexplained and unexpected
cases fell across their desks. What few of those hadn’t
already hit the US Marshals were often shared with
them. [t was later decided that progress and the increas-
ing enlightenment of the common man might be
hindered by public knowledge of these mysteries. Qui-
etly they were shuffled off to a hidden research institute
in the remote lands of the Washington territory. Bizarre
animal specimens, strange devices, documents in unde-
cipherable languages and other evidence of all bizarre
sorts found its way to the remote enclave.

It took little time for the Electrodyne Engineers to
work their way into the facility, using it both as a cover
for their own work and a base of operations for gather-
ing the most farfetched new theories of the Age of
Progress. After a time, it became difficult to tell the
lines between their case investigation and their own
research. Given a free hand and a near limitless budget,
the Engineers made great progress at taking apart,
analyzing and reconstructing devices from their own
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Convention, their “competitors” and the few nearly
mad, progressive Disparates.

Soon after opening, the military applications of the
research available to the Area 38 scientists became
apparent to the armed forces. Citing the advances of
Edison, Tesla and their ilk, the researchers, Awakened
and Sleeper alike, were expected to produce results. In
the following years, the Electrodyne Engineers created
dozens of nearly unduplicable devices, each more fabu-
lous than the last. Their inability to create anything
reproducible helped lead to their eventual downfall.

In 1905, when the Electrodyne Engineers, now the
Sons of Ether, left the Convention and joined the
Council of Nine, Convention leaders decided the knowl-
edge in Area 38 was too dangerous to stay in Etherite
hands. Using political influence, they quickly forced
the closing of the facility, shunting its duties to their
own “modern research complexes.”

Within hours of the ordered closing, a borrowed
US Army special infantry squad — armed in Clock-
work Convention HydroGear suits — arrived,
slaughtering those still inside the facility. Heavy charges
were placed in the surroundinghillside, a violent explo-
sion the last known testament to two decades of research.

Syndicate agents quickly went to work disposing of
all information on the facility. Only their own older
archives contain references to “adestroyed Son of Ether
facility.” In recent years, some external caches of puz-
zling equipment is rumored to have been found, finding
its way into the hands of a Sleeper covert conspiracy.
Who knows what else they have uncovered, or what
still lays undisturbed.

HYDRSGEAR ARITIBRSUIT

The development of the Clockwork Convention’s
HydroGear Armor is merely a footnote in the
Convention’s technological history. For something so
unknown, it had a profound effect on several basic
Technocracy inventions. Many components of the
early 20th century HIT Marks came straight from the
Armorsuit.

The Armorsuit itself is a rather odd looking appa-
ratus. At first glance, it is a set of plate armor with a
bizarre assortment of hydraulic pistons, springs, cogs
and gears. This isn’t far from the truth. The basic
framework for the armor came from a custom-fit set of
bullet-proofed armor. Several sets of self-resetting
springs, assisting gears and amplification pistons pow-
ered by a backpack dynamo are mounted on the suit,
amplifying the wearer’s strength and speed.

171

CHAPTER EIGHT: TREASURES
1" ﬂg'“l‘lf '“51 I‘
B PR LA

[

% w”‘ B - “e | oep
< “h ¥
x‘(’ﬁig" h
il .




The suits were assembled with a variety of weapons. HydroGear Armorsuits have since fallen out of
Most were simply modified versions of existing fire- favor with the Sons of
arms, altered so the weapons were more easily gripped ) : 3 Ether, who now es-
through mail-gloved hands. Others were more bizarre, \ ’ A\ pouse more
such as the armored man-portable cannon and the arm- progressive (or bi-
mounted Gatling gun. On rare occasion, electrified zarre) forms of
swords were seen in conjunction with the Armorsuits. 5 personal defense.

A HydroGear Armorsuit gives the wearer the effec- @ While they’re not
tive defense of plate steel and an effective Strength and v A quite Paradoxical in
Dexterity of 4. ‘ XN ( the modern world,

' X they will raise quite a few
I cycbrows, most especially
NI among engineers who recog-
nize the inherent risky-ness of
force-feedback suit systems like
this one and who scratch their
heads over the sensitivity of early
century mechanics.

THE GEaSTATIC RAIN CANNGN

This peculiar device, according to
what few records still exist, was an earlier proto-
type of a weather manipulation machine. It
consists of a long, thin, metal barrel on a rotat-
able aiming hinge. Eight 50-foot lengths of
solid steel cable are equidistantly tethered to
the base. These cables are spread taut, tied to
metal spikes driven 10 feet into the earth at each of
the points of the compass rose.

Once set up, the cannon spends 20 hours
0y gathering thestatic electricity presentina 50-foot
L radius of the platform. Once the energy is gath-
ered, the accumulated charge is fired into the
sky, attracting water vapors from miles around.
Once sufficient vapors have gathered, clouds
form — growing dark and eventually pro-

ducing precipitation.
Naturally, such a Wonder tends to be
highly Paradoxical in the modern age, but
in the "50s it was the height of technology....

SILVER FLYER

This bizarre craft consists of a large, silvered, con-
vex steel plate with a series of metal tubes mounted to
its surface. Each tube is tightly wrapped in several layers
of copper wiring, as one would find in any garden-
variety electric motor. A sturdy chair on a
gyroscopically-controlled Lazy Susan sits in the center
of the craft, just behind what looks like a control panel.
Five large batteries are spread evenly about the craft,
each terminal attached to the copper wires. The con-
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trol panel consists of a circular gauge with five markers,
a small hand-wheel and five battery level gauges.

A dusty manual sits in the seat. Most of the pages
are rotten, leaving only mentions of the craft’s name,
assertions it should be capable of flight and a requisition
form for mercury.

FUNNY W/ HAT ©NE FINDS
N THE STACKS

During the establishment of a mundane univer-
sity in 1860, the central library was funded and
constructed by agents of a wealthy Hermetic philan-
thropist. The four-story marvel was a wondrous thing
in its day. Unique for a library of its time, it had an
Otis Safety Elevator — something the benefactor
used to his advantage.

Careful to mask it on all public records, the library’s
constructors built nearly as much below ground as they
did above. Using a carefully hidden door in the elevator
subbasement, the Hermetic Cabal built themselves a
safe hideaway below the well-traversed public facility.
Twenty members of House Flambeau toiled for the next
60 years, caching away copies of materials thought only
to exist in Horizon, copying and translating as needed.
Extensive laboratories existed for experimentation in
all manner of destructive and reconstructive forces.
Efforts were made to keep pace with the destructive
capabilities of the Sleeper world and the super sciences
of the Technocracy.

The Cabal involved was certain that the Ascen-
sion War would only continue to escalate. Without the
means and willingness to fight from an aggressive stance,
the Cabal felt the Traditions would never stand a
chance. With time, copies of nearly every Tradition
tome on rotes of destruction, crafting artifacts of in-
creased lethality, the use of spirits in warfare and all
other manner of violent research existed in this one
place. Research led them to develop a number of new
rotes, advancing the House in the more esoteric uses of
the Forces and Prime spheres, as well as designing a
number of destructive talismans and Wonders.

Attempts to help the WWII war effort cost the
Cabal all its members and, surprisingly, cost House
Flambeau the Chantry. It lay completely untouched for
the next 20 years, when the elevators were renovated to
more a modern, pushbutton control panel. This made
it virtually impossible to reach the Chantry entry,
leaving the Flambeau secrets concealed.
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The Cabal left a powerful ward, freezing time
from the moment they left, waiting for the moment
they returned. The ward was designed assuming the
Cabal would not be gone more than a year. The
advancing time deteriorated the ward, causing desta-
bilizing effects on the remaining talismans within.
Those entering the ward find themselves flooded
with random images of the last few days of the
Chantry’s occupancy — ghosts of time gone by along
with random time effects, such as rapid aging, regen-
eration and time distortions.

There are very few artifacts lying about in the
laboratory; the Cabal members went off to war armed
for bear, leaving very little behind for scavengers.
Perhaps this is for the best; those pieces left are in
terrible shape — only asmall percentage functioning at
all, many of the enchantments weakened by age, quite
dangerous to the user in untrained hands.

House Flambeau still maintains records of the
Chantry, but with the recent developments of the
Avatar Storm and the destruction of several ranking
mages, the records themselves languished in a box that
holds notes from a now-deceased Hermetic Master.
Ironically, the records themselves remain on Earth, in
a back room of the same university that the library
graces, but nobody has yet traced down the decedent
and found this heritage.

DeN'T TOUCH THAT PLOTDEVICIUII
Ray GUNI”

A lost Chantry such as this is a tempting |
' Jocation for a dangling plot hook. It should be. But |
Storytellers must be careful not to simply hand the
haracters a warehouse of lost knowledge and le
- them loose like some toy store prize run. Give th
 players room to improvise as much as you fee
| comfortable with. It’s not necessary to determin
- the exact contents of 60 years of Hermetic scroung- §
L ing, research and tome copying before setting the 1
"players down. And remember, something happened
I to this Cabal. Why did they leave? Was it for their |

pick up their research where they left off? Shoul
. they? What side effects has the extended duratio
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\X/ ®NDERS AND ARTIFACTS

The most potent magical treasures of his-
tory are long lost, but the Traditions at
least retain a few items used by all. Each
Tradition may have its own unique trea-
sures, but a few Wonders transcend the
boundaries of mages and represent the
unity of the Traditions themselves.
Sadly, many useful Wonders have
been lost or broken and formulae to cre-
ate others discarded or turned ineffective. Even so, the
presence of even a single Wonder of true power brings
not only magical prowess to its wielder but, more
importantly, inspiration. For a few treasures, their
worth as a symbol exceeds any magical powers that
they may have, or may have lost.

THE STAFF ©F HERALDS
(UNI®RUE ARTIFACT)

Early in the formation of the Traditions, various
Heralds and messengers traveled from place to place in
order to foster inter-Chantry communication. The
modern age of telephones has made such communica-
tions largely obsolete, except when a personal presence

"‘i; R F t

gy

5«"%2'

PR '?'”J

¥ su ?

is necessary — to carry an item or to prove the authen-
ticity of a piece of information. In order to verify the
standing of these Heralds, the Euthanatos crafted a
single staff designed to channel the power of Fate. The
Staff of Heralds allowed the Tradition Council to mark
its Heralds so that even a novice could determine their
authenticity from the marks of Fate they bore.

Sadly, the Staff of Heralds passed from Tradition
view during the invasion of Concordia. The death of
most of the Tradition Council and the devastation of
the center of Tradition Umbral power left the Staff as
yet another mystery piece, gone to parts unknown and
presumed destroyed.

Modern Heralds have had to function without
benefit of the Staff. A few old Heralds still bear the
staff's unique Fate-mark; the Resonance of the unique
Staff, created with purpose by a group of Euthanatos
Adepts and Masters, ensures that the sigil cannot be
easily duplicated but is clearly visible to Entropic senses.

Recently, the Euthanatoshave come to the conclu-
sion that the Staff is, in fact, somewhere back on Earth,
Apparently, Concordia’s invasion didn’t come as a
complete surprise — which shouldn’t be out of charac-
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ter for a group that included some of the greatest
Masters of Time known to the Traditions. [t seems that
some Disciples escaped with several artifacts, including
the Staff. Unfortunately, the Technocracy was quite
thorough in its destruction of said refugees. The Staff
might very well be considered cursed, now: The Tech-
nocracy certainly considers it a symbol of the old
Tradition Council and will pursue it until they can
destroy it and its wielders. Conversely, a Cabal that
finds the Staff essentially holds the authority of the
Heralds of the Traditions.

THE TENTH SEAT
(UNIRUE ARTIFACTS)

Among the treasures lost to the Tradition Council
in the wake of the Reckoning was one of the seats of the
Council at Concordia. While the Traditions have had
afew opportunities to visit Concordia in the meantime,
itseems that unrest still exists in the Horizon Realms —
apparently, someone either destroyed or made off with
a chair. In this case, it’s the seat that was symbolically
reserved, and the one that hosted an unknown sigil. No
member of the Council has held this seat, and debates
once raged over the nature of the sigil that mystically
appeared on it overnight, with each Tradition having
at least some members who claimed that the symbol
stood for a unique “tenth Sphere” (which, of course,
each Tradition claimed as an invention of its own —
probably in an attempt to garner an additional seat, and
thus more influence, on the Council).

Given that the symbol on the seat was never
deciphered, the appeal is obvious: Someone who man-
ages to unearth the significance of the tenth symbol
may have a clue to a hole or misconception in the
Sphere system. Conversely, nobody’s really sure if it
wasn’t just an elaborate prank.

For now, the location and disposition of the seat
remains a mystery. Doubtless it furnishes some Master’s
asylum in the Horizon Realms. .. unless it has moved of
its own magical accord.

TRADITI®N BLADES
(S-POINT UNIRUE ARTIFACTS)

Swords and knives hold power in their imagery. It’s
no wonder that sets of magic swords show up in fiction
and legend; they hold an undeniable appeal. The mys-
tic Traditions recognize the blade as asymbol of authority
and balance. The Verbena have long used athames; the
Order of Hermes, broadswords; and the Akashic Broth-
erhood, various martial arts weapons. Somewhere along
the way, someone came up with the bright idea of
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forging blades representative of the various Traditions
— probably for use in the Ascension War (before it
ended), but also as symbolic representations of each
Tradition in question. Each was made in the wake of
World War I1, although some are said to be re-forged or
re-enchanted versions of pre-existing weapons that had
some import to the Tradition in question. Each one
reflects its Tradition’s signature capabilities in some
way.

Nobody has ever held two of the blades at the same
time. Since use of a blade’s powers requires that the
individual actually hold it, no more than two could be
used at once, barring some sort of bizarre Life magic.
Presumably, the swords could function together like the
Traditions that they represent, but with varying de-
grees of conflicting Resonance.

What happened to some of these blades is anyone’s
guess. Certainly the appearance of one of the blades
would be a matter of great import, and would lead to a
great deal of struggling between factions hoping to
secure it as a symbol of status and power.

Akashic Brotherhood: The Akashic blade is perhaps
the most mutable of all. In its natural form, it’s a jian —
a two-foot-long, straight-bladed Chinese thrusting
sword. The blade is worked out of an etched piece of
steel with swirling dragons and a cross-guard shaped to
resemble a pair of feng huang (phoenix) in flight. A
wielder with knowledge of the weapon’s power can
concentrate on the sword and cause it to re-pattern into
any single-blade weapon desired between two and four

feet in length, from a Chinese dao to a Japanese katana -

to a German war sword. Generally, this allows the
wielder to claim a specialization bonus by shifting the
sword into an appropriate form, assuming that the
wielder has a Melee specialization in some type of
sword. A trained Akashic can even change the sword in
mid-fight (as a reflexive action) to take advantage of
shifting weight and length (and thereby remove one
success from any parry or dodge attempt on the part of
a foe).

Celestial Chorus: A cruciform hand-and-a-half war
sword, about four feet in length, with an extended hilt
and a simple shape, makes the Chorus’ weapon —
probably from a design inherited from the Templars.
The blade is forged of Primium, so the sword can be used
to block magical attacks. The wielder can make a melee
parry (Dexterity + Melee, difficulty 6) against a di-
rected magical attack like a fire bolt or plasma gun (but
not against an instant pattern attack, like Rip the Man
Body). Success causes the attack to spatter harmlessly

off the blade.
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Cult of Ecstasy: The Cult uses a lotus sword, a two-
and-a-half-foot long Indian blade made of a blued steel
metal with a simple one-handed pommel and an abbre-
viated upswept cross-guard with gold foil. Generally,
the Cult sword manages to show up at important crux
events — its appearance is almost symbolic with a
turning point. Typically, if the sword has an owner,
events conspire to bring the owner into important
conflicts and meetings. If not, the sword generally
disappears from view only to resurface in some place
where it'll be found by a Cultist of appropriate Destiny.
In game terms, the holder of the sword gains two dots of
Destiny so long as the sword remains with him, but this
also means that the individual often finds himself thrust
into very dangerous situations.

Dreamspeakers: The Dreamspeakers’ weapon is an
uninspiring obsidian knife, just under a foot in length.
The blade has many chips in it; over the years, it’s been
reshaped and rebuilt several times to retain its strength.
Although this fetish weapon may not seem terribly
impressive, it holds multiple spirits, some bound di-
rectly inside of it and others that respect it for the
chiminage its former creators and owners gave. The
blade has full effect upon spirits. In any place with a
Gauntlet of 3 or less, the wielder may cut a hole directly
into or out of the Umbra — such a passage lasts for two
turns, but does not necessarily bypass the Avatar Storm
unless it’s at a place naturally shielded from said Storm.

Euthanatos: A curved knife functions as the
Euthanatoic symbolic blade. Although apparently a
simple weapon, this image is deceptive; no armor has
any effect against this knife. It automatically seeks out
weak points and slashes through armor like paper. If the
weapon strikes an opponent who has broken a magical
oath (see the Entropy Sphere in Mage p. 164), it kills
the subject instantly on a successful hit. No magic or
defense can stop this effect.

Order of Hermes: The Order inherited a medieval
broadsword, a thin double-edged chisel-bladed piece
suited for ritual work. As a symbol of authority, the
sword lowers its wielder’s difficulty on all magical ef-
fects by two so long as it is in hand. In certamen, the
blade grants an automatic success on one action every
turn, but by Hermetic tradition its use cannot be denied
from any certamen challenge.

Sons of Ether: The Etherite blade resembles a short
Gallic or Roman sword, wide-bladed and squat. It’s
made with the strongest technomagical materials sci-
ence the Sons could devise, complete with mystic
enhancement, Pattern reinforcement and nuclear bond-
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ing. This short sword cannot be broken or bent by any
known force. (Presumably, an archmage or Exemplar
could come up with something, but it wouldn’t be easy.)

Verbena: The Verbena athame — essentially, a
ceremonial knife — provokes a bit of a split in Verbena
policy. On the one hand, some Pagan groups hold that
blood should not be spilled because it is sacred; others
believe that the same hallowed power makes blood an
ideal magical tool. Both groups agree, though, that
sacrifice is also a potent practice. The athame enables
its user to sacrifice personal health and blood (health
levels) to empower magical effects: Each health level
not only counts as a point of Quintessence toward the
effect, but garners an automatic success on the resulting
effect. On at least two occasions a Verbena has killed
herself in the course of casting an effect with this blade.

Virtual Adepts: The Adept blade doesn’t really
exist. Not as a physical object, anyway. The Adepts’
“knife” is a computer program, used to cut through
computer security and encryption. The holder of the
datablade never botches a Computer-related roll, so
long as the datablade’s used somehow (for breaking a
code or hacking into a site, for instance, but not for
making new programs or recoding reality). In the Digi-
tal Web, the datablade can manifest as a foot-long
xiphold weapon with the appearance of the underlying
green grid structure that permeates much of unformatted
webspace. In this form, the blade can strike any traveler
in the Web, resulting in a dump (if it “kills” a projected
traveler) or even killing someone immersed holisti-
cally. The blade cannot be copied, but it can make
duplicates of itself that the holder can give out — such
duplicates lack the powers of the original but still make
effective weapons in the Web, although they automati-
cally disperse after a scene.

PARAD®X STONE
(SPT.CHARIT)

Dreamspeaker Masters once made charms such as
these in fair numbers, and the technique rapidly spread
to other Tradition mages because of their utility. Mak-
ing a Paradox stone isn’t a simple task, but some mages
still hoard these tiny charms.

Generally, Paradox stones are found by them-
selves or in small groups — much less than the usual
bundles of ten in which one finds a charm (the cost
listed is for ten; one by itself costs a half point). Most
often, they’re small crystals, but some mages even use
otherwise normal rocks with small, elaborate designs
painted on to them.
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Just as a Master of Prime can nullify Paradox, a
Paradox stone holds a small amount of Quintessence
charged for just that same capability. While most Mas-
ters simply enchant a small stone at need, a few Masters
were known to produce them in a form that could be
saved for later. Typically, the stone has a single point of
Quintessence in storage, tied up into its Pattern with
the spell. When the mage suffers from Paradox, he
simply makes sure that he’s holding the stone and the
stone itself crumbles into dust while the Quintessence
counters the Paradox.

Naturally, some mages like to deck themselves out
with as many of these stones as they can carry. This
suffers from two major problems: First, the stones are
rare enough as-is; second, few mages want to draw the
sort of attentions that are brought on by carrying a
dozen easily-accessible rocks of different pedigrees —
generally the size of a quarter in diameter — all with
their own Resonance.

PARKING KARITIA
(2PT. TALISITIAN)

Charms and hexes may not be as prevalent as they
used to be, but plenty of people still use small symbols
or items for good luck in various endeavors. One sample
of such is the tongue-in-cheek “parking karma,” which
is really just one aspect of the otherwise ubiquitous
minor Wonders that many mages own.

Parking Karma tends to take the form of a small slip
of paper, a set of fuzzy dice or other affectation hung
from the rear-view mirror or placed upon the dashboard
of a car. The item makes sure that the mage always
coincidentally happens across a convenient parking
space. While perhaps a rather mundane use of magic, it
certainly helps a mage get through an otherwise frus-
trating day. Other forms of such charms might be the
small token that helps a mage to always get short lines
at a store, or the gaudy necklace that ensures the mage
has a good number when waiting for service some-
where. Such “day-to-day living” tokens have become a
staple of many mages’ existence and also a rather
ubiquitous task in creation — a sort of proof that the
mage can in fact create a mystic item, no matter how
small. Some Sleepers even rely on similar (but un-
enchanted) tokens.

A Parking Karma token or similar Talisman typi-
cally has one Arete and a couple levels of Time or
Correspondence magic — just enough for the user to
spot a likely location or arrive at just the right time to
take advantage of an opening.
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INFINITE CHANGE PURSE
(3PT. ARTIFACT)

Old legends credit traveling heroes with purses or
bags that never ran out of coin, or even with boots that
always had a spare penny or allowed the owner to find
a little bit of spare change when necessary. Modern
Tradition mages, leery of drawing too much Syndicate
attention with large transactions (like phone cards or
fake credit cards), sometimes rely on smaller bits of
wealth to see themselves through the day. The infinite
change purse typically takes the shape of a small,
battered, black fake-leather coin pouch with a zipper,
but a few variants have been spotted, from small draw-
string bags to thin wallets.

The mage can reach into the change purse and
coincidentally draw forth a small amount of petty
change. Some severe limits restrict this feat: The
change cannot exceed the value of Resources 1 (it’s
petty change), and the mage can only draw out coins
of a type that have previously been placed in the
purse. Thus, if the mage wants to draw forth quarters,
at least one quarter must have been placed in the bag
previously. Two other strictures help in the mainte-
nance of the magic: The mage must always place at
least one coin into the bag from any spare change
acquired, and if the bag is ever emptied or turned
inside-out, its magic dissipates.

The purse itself uses asimple Matter/Prime effect to
replicate coins of the types placed inside. Due to the
heavy limitations on its use, making such a bag is
generally easier than making a device with unlimited
replicative capabilities (hence the low cost). A few
types are built as Talismans with Arete, so that they're
easier to use or usable by anyone, but these are rare.

TRAVELING COAT
(4-PT. ARTIFACT)

In the 1500s, these artifacts were cloaks. By the
19th century, a few had come up in the form of over-
coats, and in the late 20th and 21st, they’re usually
trench coats. Regardless, they're all built with similar
benefits in mind — namely, they help to ease traveling.
Of course, modern travel offers many technological
conveniences that probably far outweigh the benefits of
such a coat, but during the Renaissance any traveler
would’ve been delighted to own one of these.

The traveling coat generally has a spate of minor
enchantments. The typical coat makes the wearer im-
mune to the ill effects of low temperatures, down to
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freezing; the wearer still feels the cold but suffers no
hindrance from it. The coat has a slew of pockets that
tend to be overlooked; although they can’t hold any-
thing too large for a usual pocket, they grant a 2-point
bonus on attempts to conceal anything that fits within
them. The coat is typically rugged and padded, offering
the equivalent of one die of armor. The coat is fire
resistant, but not fireproof (and, indeed, can be burned
and destroyed).

A few rare and unique coats are made with more
specific capabilities (and a commensurate increased
cost), such as Correspondence pockets that hold
much larger capacities than one would expect, im-
proved resistance to fire and heat or a “blending”
effect that helps the wearer to blend into crowds
(treat as one dot of Arcane).

EITIP GRENADE (S PT. CHARITI)

This is one of the inventions by the Sons of Ether
that the Technocracy vigorously seeks to discredit.
Unfortunately, the Technocrats have largely failed,
and the technology behind EMP grenades is rapidly
becoming a part of the accepted paradigm. Electromag-
netic pulses are powerful bursts of electromagnetic
radiation that destroy every piece of unshielded elec-
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tronics within range. A decade ago, a team of Sons of
Ether researchers led by electronics genius Dr. Laura
Hanson “proved” that EMPs were not solely created by
nuclear explosions. Instead, a small explosive charge, a
large capacitor and a coil of wire were sufficient to
generate small EMPs. They used this research to create
the first EMP bombs.

EMP grenades are small explosive devices that
resemble ordinary grenades. They can be set with a
timer to go off anywhere from 5 seconds to 24 hours
after they are activated, and they have a user-defin-
able pulse radius between 30 and 200 yards. When the
device explodes, anyone within 3 meters takes 2 dice
of lethal damage (electromagnetic pulses aren’t kind
to the human nervous system). Also, every electronic
device within the pulse radius is instantly destroyed.
Crucial circuits within every radio, electronic toy,
computer, fuel injection system, digital watch or piece
of cyberware are instantly fried. Only devices that are
specially shielded, or that are made using vacuum
tubes and hardwiring, continue to work. Although all
of the best Technocracy and Tradition-made elec-
tronics are adequately shielded, little else is. Even cars
made after 1970 cease running and coast to a stop,
often without steering.
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EMP grenades are one of the more popular tools
used by the Traditions, and a number of Tradition
mages sell or give these devices to sympathetic groups
of eco-terrorists or similar allies. However, they can be
somewhat unreliable. If the damage roll for the EMP
grenade results in a botch, the grenade fails and the
EMP does not occur; otherwise, it functions as desired.

While the Sons of Ether pioneered Tradition EMP
grenades, the Virtual Adepts quickly devised copies,
and other Traditions sometimes make variants that
work on mystic principles (a bound electricity spirit, for
instance). Versions of this Charm are now fairly com-
mon among Tradition mages who expect Technocratic
opposition.

For 5 points, the character has 10 grenades, as usual for
a Charm. One grenade costs 1/2 of a Background point.

ORGANIC KNIFE
(2PT. ARTIFACT)

For the truly paranoid, or merely the exceptionally
careful, this device can provide the user with easy access
toaweapon in almost any circumstance. Originally made
using a formula for memory plastic that a Virtual Adept
stole from the Progenitors, the material of this knife has
several unique properties. [f heated to the boiling point of
water (which can be either by accomplished by immers-
ing the knife in boiling water for a few minutes, or placing
it in a microwave oven for 30 seconds) the plastic
becomes extremely soft and pliable. It can then be
molded into a wide variety of shapes. Molds for bangle
bracelets, large novelty key chains or plastic toys are
usually provided with this weapon. Once it is allowed to
cool, it will act as the item it resembles in all ways, except
that the plastic is unusually hard and scratch resistant.

Since plastic knives are normally made in a variety
of bright primary colors few ever suspect that it is
anything other than what is seems to be. However,
when hit against a hard surface with moderate force
(merely dropping it on a hard floor is unlikely to exert
enough force) the item’s molecular structure alters and
it instantly becomes a moderate-sized knife. Since the
memory plastic is quite tough, this knife is just as hard
and sharp as an ordinary steel blade. Botches rolled
when using this knife normally cause it to either revert
to its previous form or to shatter.

Mystically-inclined Traditions don’t use the same
memory plastics as technomancers, but instead rely on
other organic compounds with similar properties. A
Verbena might grow a wooden knife with these charac-
teristics, or a Hermetic might have a bone knife scribed
with a rune of changing. The effects are similar.
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An organic knife functions in all ways like a normal
knife when it’s in knife form, including combat statis-
tics. Larger blade or cudgel weapons are possible but not
recommended, since they retain their mass and it can
be hard to find a reasonable plastic accoutrement that
would have mass enough for afull-on club orsword. The
plastic can’t be broken up between multiple objects.

SUBITIERSIBLE C
(SPT. ARTIFACT

Now that the Umbra is effectively cut off from easy
visiting, many Tradition mages interested in exploration
are turning to other regions. Since the depths of the
oceans still contain a number of untapped and
unmonitored Nodes, there has been considerable inter-
est among Tradition mages in submersible craft. Based
around a late model mini-van, this vehicle was devel-
oped by a faction among the Sons of Ether who were
interested in discrete underwater exploration. This ve-
hicle superficially resembles an ordinary mini-van.
However, itis electrically powered, and advanced batter-
ies, life-support equipment and underwater propulsion
systems have replaced both the rear-most seats and the
back door. When the vehicle enters the water the driver
can convert it to underwater use at the push of a button.

The wheels retract, intake and exit ports for the
inboard motors open, and the oxygen tanks and re-
breather units supply fresh air. Underwater the craft
can trave] at speeds up to 20 kph, while on the surface
of the water it can reach 40 kph. However, battery
charge and life-support limits only allow this vehicle to
remain submerged for up to 12 hours. Also, this vehicle
is incapable of safely diving more than 2 kilometers
below the surface. Diving deeper will destroy the ve-
hicle and kill everyone within it.

On land, this vehicle can easily reach speeds of up to
120 kph. It seats up to five people and can carry several
hundred kilos of gear. The right rear door on this vehicle
can also convert to a small expandable airlock that will
allow a single person to depart the vehicle at a time while
keeping the van water-tight. Also, at least one group of
mages has designed an undersea habitat with an airlock
that can fit perfectly with this door. Unfortunately any
botch to adriving roll usually results in a serious malfunc-
tion, which can require several hours to repair.
Malfunctions while underwater can be fatal.

Only three submersible cars currently exist, all
unique prototypes of the Sons of Ether. The Hermetic
House of Thig has considered construction of a magi-
cal variant, but find resources for such a project hard
to come by.
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rotes than the Technocracy. While each
Tradition has its own stock in trade for
Y training and everyday use, the rotes thatall
4 Traditions use tend to fall into two catego-
3 ries: Ones so ubiquitous that there can’t
help but be a version for every Tradition,
and ones so critical that every Tradition
has learned to adapt them.

ATEASE(TIND e o)

Resonance and mystical quirkiness tend to set
mundane humans on edge around mages. While some
unscrupulous mages might directly take control of other
peoples’ emotions to circumvent this problem, most
subtle Traditionalists prefer to give off “harmless” vibes.
With this rote, the Traditionalist seems more like an
eccentric but otherwise harmless individual, instead of
a strange and potentially threatening outsider.

System: The mage applies this rote to himself.
Successes allow the mage to send off a weave of
harmlessness and calm along with his normal Reso-
nance. This negates interpersonal relationship
penalties for Resonance on a one-success-for-one-die
basis. Note that the mage must also generate a dura-
tion from the successes scored. Also, this effect does
not require constant concentration, but does count as
a running effect.

SITOKER’S TITING (TTIITIE o o)

A fair number of Tradition mages are smokers —
probably a by-product of the stress of the lifestyle.
Smokers have their own library of small tricks and
amusements relating to their particular vice. As such,
this rote relies more on the superstitions surrounding
smoking than upon any sort of Tradition paradigm.

The smoker’s timing relies upon the well-estab-
lished urban legend that any time a smoker waits for
something, he need only start a new cigarette and it’ll
arrive. The smoker can be waiting for traffic to move,
for a meal to arrive, for a bus to show up — all he has to
do is pull out a smoke, light it and take a drag. The
phenomenon almost always takes place nigh-immedi-
ately thereafter.

System: This rote is very simple; the smoker doesn’t
so much force an event to happen, as garner a precog-
nitive timing and happen to light up a cigarette at just
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the right {(or wrong) time. A more powerful version of
the rote might actually cause the smoker to alter time
and circumstance in accord with lighting up a cigarette,
though! Use the usual Arete roll successes to determine
how close the smoker cuts his prediction. With only
one success, the smoker probably makes it through one
drag before having to crush out his cigarette and deal
with the attendant problem (dammit!). With four or
five successes, the event probably happens just as the
smoker finishes a cigarette.

Ne&DE RAIDER (PRITIE e o )

Sometimes, there’s just not enough time to wait for
a Node to refresh a mage’s Avatar, or to generate Tass,
or to refuel a chantry... sometimes, a mage needs
Quintessence right now, and there’s no choice but torip
that energy straight from the Node at hand. Node
Raiding is a long-established practice, once used com-
monly to steal enemy Quintessence while
simultaneously denying the foe the Node’s resources. In
this modern age of dying magic, it’s regarded as a much
more criminal act, but occasionally mages don’t have
much choice....

The mage need only arrive at the site of a Node, as
usual, and fire off the rote to steal its Quintessence.
Ripping Quintessence in this fashion is quite deleterious
to the Node, but it’s a nigh-addictive rush of power to the
mage — the mage can feel the pulsing, raw energy of
creation course through his Pattern in a surge of magical
might. Of course, any guardians that the Node may have
— be they Technocrats, spirits or shapeshifters — are
likely to be quite incensed by this sort of behavior.

System: The mage reseats his Pattern with re-
spect to the Node’s Quintessence stream, then calls
upon this rote to tear its power out in a tremendous
stream. Each success causes the mage to immediately
absorb one Quintessence from the Node. The mage
can also redirect this Quintessence into a Periapt or
other storage medium without further casting. An
extended ritual of the spell causes the mage to gain
Quintessence as successes are scored, instead of wait-
ing until the end of the ritual.

On the downside, the Node is suppressed for a
number of days equal to the successes scored — it won't
generate any Quintessence or Tass in this time. Worse
still, every ten successes causes the Node to permanently
lose one level of power. If the Node drops to a rating of
zeto, it’s destroyed and no more power can be drained.
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FATEITIARK (ENTR®PY eeee

While some Traditions rely on a Binding Oath
(Mage p. 164), especially before acknowledging the
responsibilities of a Master, many rely on simple Fate
Marks for recognition. The caster places a simple mark
on the patterns of destiny around the mage, a sort of
metaphysical bend that’s recognizable to anyone with
Entropy senses. The mage can customize this bend, so
a true Tradition Herald may have a mark, a messenger
may have a special mark or a traitor might have a mark.
It’s customary to place a Fate Mark on a newly-founded
chantry, and some cabals also Fate Mark all of their
membership. Of course, with a dearth of Masters of
Entropy, Fate Marks aren’t as easy to come by — but
that also makes them more difficult to counterfeit.

System: A Fate Mark is essentially a metaphysical
“tag.” It carries the Resonance of the individual who
cast it (so an onlooker can tell who made the mark, ifhe
recognizes the Resonance), and can take on a unique
sigil so that it’s distinguishable from other marks. Such
a fate mark is rarely permanent — usually it’s renewed
if the subject takes on a job and continues to carry it out
over time. Removing a fate mark is also possible with
this level of Entropy. A Fate Mark may additionally
mark an area or chantry — so, a specific mark might
indicate “This chantry is property of the Northern
Wind cabal” or “This Node is a place of danger.”

N&DE SPIKE (PRITTIE e e o [TIIND o o)

The Node Spike rote is one of the more fearsome
modern magics — it serves as a response to the
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Technocracy’s recent trend of “tagging” Nodes with
Resonance and then tracking down people who’ve used
the Node and thus become carriers of that Resonance.
The Traditionalist performs a symbolically painful or
poisonous act — self-mutilation, drinking something
mildly acidic (painfully so) or otherwise generating a
strong aura of anguish. Then, the mage casts that
concentrated hate and pain into the Node itself. The
next time the Node’s accessed with Prime magic, this
psychic spike lashes out at the hapless Node user.

System: Successes scored on a Node Spike trans-
late into duration, telling how long the Node remains
tainted, and into effect dice like a mental impulse used
as an empathic attack. The Node Spike generally
causes pain, nausea and disorientation, although its
effect level is resisted by the victim’s Willpower roll. If
the Node Spike manages to best the victim’s Will-
power, the hapless mage is overcome with wracking
agony and stunned for a number of turns equal to the
netsuccesses of the effect. A more powerful variant uses
Mind ®ee to actually make the Resonance so strong
that it’s telepathically damaging; treat asa Mind attack.
Once fired off, the Node Spike is discharged. Since this
relies on tainting the Node’s Resonance, it doesn’t
require Time to hang an effect; the Node itself is
altered, just as if the mage had turned a dull chunk of
metal into an effective blade. More esoteric versions of
this rote might use Time ®®ee to hang an effect
(usually Forces) so that when the Node’s accessed, it
fires off an actual physical attack.
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Traditions 187, 242 W
Ahl-i-Batin 92 Wonders
Akashic Brotherhood 188, 242 EMP Grenade
Celestial Chorus 189, 242 Infinite Change Purse
Cult of Ecstasy 190, 242 Organic Knife
Dreamspeakers 191, 242 Paradox Stone
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Traveling Coat
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TRADITIONS

KEEPING THE W/ @RLD'S TTIAGIC ALIVE

We keep alive the old ways. We remember the days when magic flowed across the
Earth and dreams strode in hosts with spirits. For every person who believes in a world
beyond reason, we are illumination, teacher and guardian. Although beset by unbelief
and torn by dissent, we stand together as guides to the shining Ascension to which
humanity may strive. If you yearn for hope, if you seek to replace wretchedness with
inspiration and you are ready to change the world, you can be one of us.

NINE TRADITIGNS, INFINITE POSSIBILITIES

A definitive look at the Traditions as a whole — how the'Council functions, who'll
take charge with the dearth of Masters, what techniques determine the allocation of
chantries and Wonders. Between the roles for up-and-coming Disciples and the problems
facing the 21st century Council lie a host of stories waiting to be told.
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