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1 Introduction

The Cabal has lurked in the shadows of the Earth since the Pyramids were new.

It has made and unmade empires, launched and ended wars, raised and destroyed cultures.
And that's not even the scary part.

The global conspiracy thing —- that's just their day job.

Their real job is hiding the truth about the world, hiding it from us.

Magic, you see, is real, and human beings —— the ones who learn its nature, the ones who master its secret physics —— can
hear, and even tune, the music of the spheres.

That's the scary part.
Not scared yet? Einstein and Heisenberg were only paddling around in a wading pool believing it was the ocean; the
"laws of nature" we hear about in our comfortable brick schoolrooms are purely local laws, and they can be —— and are

—— superseded by higher authority all the time.

The material world doesn't even exist; even the tiny atoms strung together across vast gulf of emptiness that we call
"matter" are no more real than holograms. They're fairly convincing holograms —— but only if you never look outside.

Of course, once you've looked outside, once you've torn open the scrim of substance, once you've grasped that not just
your family, or America, or the Earth, but the entire universe from Big Bang to quasars is just a moderately—interesting
hallucination —— well, once you've done that, it's hard to really care about other people.

When you look behind the curtain of meat and mortgages and the laws of thermodynamics, you see others back there ——
others that never really cared about other people. Vampires, werewolves, trolls, specters, and things that not even legend

has names for. In a word, monsters.

And you have a lot more in common with them, because whatever else they are, they know that the material world isn't
the same thing as the real world. Just like you do.

So, like any group of people with common interests, you work together. You team up, offer a helping hand, make
common cause between monster and magus. You form a brotherhood, a trade group —— a Cabal of those who know the
true ways to power, and seek to master and then use them.

Against us.

Against humanity.

Against the unenforceable laws of nature.
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1 Introduction

Scared yet?
1.0.1 About the Author

Kenneth Hite has been in league with supernatural forces ever since a terrifying sequence of events during the fall of
1979. Although he covered his tracks as co—author of GURPS Alternate Earths and GURPS Alternate Earths 2, the
hidden archons behind human endeavor had elevated him to the shadowy line developership of the Nephilim: Occult
Roleplaying game from Chaosium. He explored the Inner Realms as editor or contributor to Heaven and Hell, Fall of
the Malakim, and The Final Trumpet for In Nomine, and vouchsafed certain dark truths in work for Vampire: the
Masquerade and Mage: the Sorcerers Crusade, culminating with the bleak revelations of The Cainite Heresy. He
helped plot the end of the world in GURPS Y2K and continues to Make Manifest That Which Should Be Hidden in his
weekly column for Pyramid, committing the ultimate blasphemy of collecting these unholy ravings in two Suppressed
Transmission volumes. His wife, Sheila, knits.

1.1 Shadows in the Earth

Brian McAllen crouched behind the adobe wall and watched the vampire below him.

The vampire seemed to be speaking urgently to a pair of twin, completely hairless men. An extremely large wolf prowled
around the perimeter of the sunken chamber, whining and sniffing the air. Even safely downwind, Brian hoped fervently
that the extra gob of chaparral scent he'd slathered on was masking his sweat.

It wasn't just fear that had him tasting salt and wishing he could move his hand enough to wipe his forehead. It was the
thrill of being right, of knowing more than the other guy, knowing more than everybody. He'd felt it, a little, hunting
these same New Mexico hills as a teenager; he'd felt it again, a lot more strongly, hunting Iraqgi snipers in the Gulf. Now,
it nearly dizzied him.

It had been in the Gulf that he first felt the other thing that had brought him to this abandoned Navajo kiva —— the sense
of some inhuman presence, watching his actions while he took cover in that stone well outside Basra. Brian had
eventually looked up the marks on those walls and discovered they were Sumerian cuneiform; he still hadn't been able to
find the marks on the smooth soapstone pendant he had found there in any reference book.

Not even in the ones he'd been sent by fans after his novel had come out ——

Deathspell in Dallas had attracted a lot of weirdos. It had also paid for much of the specialized equipment Brian had

emplaced ringing the kiva tonight, and it had put him in contact with a few people who seemed to know more than the
average Kennedy cultist.

Which had eventually brought him here, to wait.

"Finally, you come!" The vampire's outburst —— unconsciously, Brian hoped —— echoed Brian's thoughts. The woman
who stepped off the steep path into the chamber was unbelievably beautiful, moving with a sinuous grace that almost

distracted Brian from the fact that she left a snake's trail behind her rather than footprints. She said, more petulant than
angry, Brian thought, "I took the time to make sure | wasn't followed. Which is probably more than you did, Radetsky."
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Brian knew a cue when he heard one. Without moving his left hand, he squeezed his fingers together on the detonator
clip. The echoing bangs around the sides of the kiva distracted the five below long enough for him to pull the
sand—covered tarp off the high—UV SunBeam searchlight by his side. Its light stabbed into the coven, flaring off the
vampire and the lamia, and pinning the werewolf to the ground, to writhe helplessly in the throes of sudden change.
Another press of the detonator clip and the mingled asafoetida and garlic gas grenades buried in the sand popped off,
pouring aromatic smoke into the sunken room.

Brian felt the stone around his neck grow warm and slippery, and he fired a shot into a randomly chosen twin. The
silver—and—mercury round didn't have the stopping power of a standard .45 bullet, but it didn't need to. The pendant
cooled again, as one of the warlocks crumpled to the ground clutching his shattered knee.

The standing twin glared up at Brian, refusing even to blink against the blinding spotlight. "So, meddling fool. You think
you have defeated us. You may even kill us all tonight —— but the Cabal marked you for death before you pulled that
trigger.”

Brian's heart slowed back down to something near normal, and he took a deep breath.

"I think you have the wrong idea, Adept," he said. "I'm not here to kill you. I'm here to join you."

The Cabal is a loosely—knit secret society of mages, psychics, magically—affected humans such as vampires and
lycanthropes, and completely inhuman monsters. Its origins lie in the mists of ancient Egypt, from a failed sorcerous
rebellion against dead gods. Its true motives are closely guarded and known only to a few. On the surface, it appears to
be a mutual protection society, devoted to maintaining the safety and anonymity of its members. However, Cabalists
have infiltrated —— have created —— many powerful political and economic institutions, implying that the Cabal may have
more grandiose, even nefarious intentions.

1.1.1 Goals and Methods

Members of the Cabal claim that their society is as ancient as civilization, offering sanctuary and understanding to people
who have been touched by the supernatural. Members of the Cabal are sworn to secrecy, however, which makes it
difficult for an outsider to learn of the group's true nature.

1.1.1.1 Fraternity

The immediate goals of the Cabal are threefold. First and foremost, the Cabal is a brotherhood of similar individuals. A
member of the order will generally be a practicing sorcerer, exhibit psionic abilities, or be the product of powerful magic
(vampires, lycanthropes, etc.). The Cabal provides mutual protection and secrecy for such individuals. Threats against
members by mundane forces bring swift retaliation (usually through magical means). The Cabal has survived centuries of
witch hunts and religious persecution. A major part of the initiate's oath of allegiance is his willingness to protect his
fellow members.

The working Cabalist exposes himself to other perils besides those posed by ignorant mortals. From malign gods to

sadistic astral slavers to tempting demons to angry djinn, the realm of sorcery holds many threats. Even the act of magic,
of exploring the true nature of the world, can be beset with storms and mischance. Creation itself has its enemies, the
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glippoth: maggots from the corpse of history, blowflies laying eggs in the eyes of reality. The Cabal aids its members
against these esoteric threats as well.

1.1.1.2 llumination

The second goal of the Cabal is the understanding of supernatural powers. This includes magic, psionics, spiritualism,
occultism, and even Things Man Was Not Meant To Know. The Cabal has many resources at its disposal to aid in the
research and understanding of such phenomena. Many of its members are occult scholars who also possess magical or
psionic talents. The Cabal regularly dispatches members to investigate reports of supernatural occurrences, often in an
attempt to suppress the public's knowledge of such events —— agents perhaps too similar for comfort to the mysterious
"Men in Black," who make life difficult for UFO abductees and humans exposed to the tiniest corners of the strange.

It should be noted that the Cabal is not interested in making supernatural phenomena "acceptable" to society at large. It
has tried that once or twice, and nearly destroyed a continent in the process. Worse yet, it nearly crippled itself. The order
thus prefers to keep the public misled about such matters, even going so far as to stage elaborate supernatural hoaxes and
red herrings, knowing that eventually these will be revealed as frauds. The cattle mutilations of the 1970s may have been
such a hoax, as might the "spoon-bending" talk—show antics of various psychic celebrities. The Cabal even provides
grants to institutions and individuals devoted to debunking psychic powers and the occult. The reason for all of this is
clear, in conspiratorial terms —— the Cabal wishes to monopolize the supernatural for its own ends. What good is power,
if you have to share it?

1.1.1.3 Continuity

Preserving magical power, especially among its own members, is the third immediate goal of the Cabal. The society's
most powerful sorcerers create, maintain, and update spell books, tomes of necromancy and demonology, and other
grimoires of eldritch lore. Masters pass ancient secrets to their initiates, who in turn transmit them to their own recruits.
The Cabal creates magical items in niter—rimed crypts and in computerized laboratories, storing them in secret chambers
and unused museum basements. Much of the Cabal's magic could be considered malign (demon summoning, invocations
of Things, etc.), reinforcing the need for secrecy and mutual protection among its mages.

1.1.2 Inner Secrets of The Cabal

Secret societies maintain their secrecy because they have access to knowledge and power that would be misunderstood or
misused if known to everyone. The Cabal is no exception. It considers itself the most powerful and long-lived of all
magical societies, having infiltrated, affected, and even created medieval magic orders and modern groups such as The
Golden Dawn, the Freemasons and the Rosicrucians. The Cabal's true work is perfecting magic and psionics to a point
where humanity —— or at least, human Cabalists —— can achieve total immortality.

The key to the Cabal's power is its understanding of Hermetic magic, the true and accurate metaphysics that runs the
world. Or worlds, rather; our Material Realm is only the skin of the apple —— inside, in the Inner Realms, are spirits and
ghosts, gods and monsters, dead legends and living curses. Thanks to its near—monopoly on Hermetism, the Cabal enjoys

pre—eminence in the secret world of magic and can reach for the overlordship of the globe.

Many members of the Cabal have involved themselves with powerful organizations, such as governments and
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corporations. The political motives of the Cabal are not the common ones —- it already possesses power enough through
magic and psionics. Infiltrating governments grants security, suborning corporations gives flexibility and provides the
mundane resources that allow Cabalists to accumulate real power. The Cabal also manipulates, infiltrates, and subverts
mortal organizations to battle other secret societies. The Cabal sees itself as the supreme magical order, and will not
tolerate rival societies distorting the "true way" by using magic and psionics.

1.1.3 What's In A Name?

The word "cabal™ means a conspiracy, or a private intrigue. It entered English in the early 1600s, from the French cabale,
itself derived from the late—medieval Latin cabala, meaning a secret tradition, usually specifically referring to the Jewish
mystical tradition normally transliterated kabbalah. (Other transliterations include gabala, kaballah, gabbalah, kabala,
cabbala, gabbala, and so forth.) This word simply means "tradition" in Talmudic Hebrew, and originally referred to all
of the Torah except the Pentateuch. It stems from the root gbl, "to receive," since the Torah was received from God.
However, beginning in the early 13th century, the mystical Jewish schools of the Languedoc and northern Spain used
"kabbalah" to mean a specific system of thought devoted to determining the underlying, hidden form and workings of the
divine creation. It is this meaning that entered Latin, then French, and then English, with its overtones of secret
knowledge (and with Christian anti—Semitic paranoia) informing the sense of the word. Through its Hermetic
scholarship, the Cabal has adopted many kabbalistic terms and profited from many kabbalistic discoveries and theories.
The kabbalists and their later intellectual heirs were and are not necessarily members of the Cabal, but the Cabal has
profited from the confusion and often used Jewish mystics as scapegoats for its own unsavory doings. The Cabal, of
course, claims that the Hebrew word kabbalah itself derives from the Cabal, the true "receivers" of the "tradition" of
ancient wisdom. They take their name from the ancient Egyptian word khab meaning "to bow before” —— the Cabal was
the original group of those who bowed before Khaibitu—na—Khonsu. Be that as it may, the Cabal has gone under many
names since the beginning.

In GURPS Cabal, the term ""Cabalist' refers to members or doctrines of the Cabal; "'kabbalist™ refers to
practitioners of Jewish mysticism. The default assumption in GURPS Cabal is that successful, magically capable,
kabbalists (like any other successful magic—users) are actually using Hermetic magic with variant terminology
and abstruse justifications to paper over the divergences between "orthodox'" kabbalah and the Hermetic truth.
(For fitting kabbalistic magic per se into a GURPS Cabal campaign alongside Hermetic magic, see sidebar, p. 00.)

1.1.4 Magical Realism, or, What | Made Up

In the indispensable Three Books of Occult Philosophy, published in 1532, the brilliant Cornelius Agrippa managed to
weave the many various strands of medieval magic from theurgy to sympathetic magic to the theory of "virtues and
natures" with the classical arts of astrology and alchemy. Along with other Renaissance magi such as John Dee and
Giordano Bruno, Agrippa created a magical "unified field theory" of surprising flexibility and explanatory power.
Essentially all modern Western magical thought has descended from Agrippa, and even the loudly postmodern “chaos
magicians" still define their magic in the intellectual framework he constructed. The late-Victorian Hermetic Order of
the Golden Dawn again synthesized Agrippan magic, this time with kabbalism and Tarot scholarship, into a cohesive, if
dizzyingly complex and occasionally self-contradictory, whole. Aleister Crowley, who rebelled against the Order but
continued its intellectual tradition, further romanticized and formalized it, drawing on post—Newtonian physics, poetic
license, and Indian ritual traditions.
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The Hermetic magic in this book, although essentially a simplification and streamlining (no, really, it is) of
post—Crowley Golden Dawn magical thought, returns to Agrippa for its central magical thesis: that the decans, the 36
segments of the zodiac, actually govern and create all perceived existence. The combination of the decans' general
obscurity (Crowley doesn't seem to have cared much for them), inchoate practice (while researching this book, | found
no less than six completely contradictory decanic imageries), and large—yet—-manageable number (enough for each
GURPS Magic college to have one, with a spooky thirteen more left over for extra weirdness) made them the perfect
hook on which to hang the Cabal's pointy little wizard hat. With some poking and stretching for dramatic purposes, | did
SO0.

Everything else in this book is absolutely true, except for this sentence. Fnord.
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2 Chapter One: Realms and Spheres

The banks of Alph, the Sacred River, thirstily drank Brian's ectoplasm as a yithoghu shadowblade purred through his
arm.

Just because they're not material, he thought for the hundredth time that night, doesn't mean they can't kill me. After all,
my ka isn't material either, and I've killed two of them. | hope.

He instinctively flew upstream toward an ash clearing, for the moment reopening the distance from his pursuers. He even
risked a quick look back at the impressionistic blur behind him, but it all too soon resolved into dull red glints off too
many yithoghu weapons and the sickly pearlescent sheen of their hideous octopoid skulls.

The leader pulled back his flipper, and inhumanly (impossibly) strong tendrils launched the crimson dart toward the
fleeing Cabalist. This time, the blade went wide, whickering its way in an oblate arc back to the thrower's waiting cilia.

Although no canting theurge, Brian sent up a quick prayer of thanks to Hermes that he had entered the Realm magically
rather than leaving a telltale silver cord behind in an astral projection. The yithoghu wouldn't have missed with
something like that to point out the target for him.

As for who had pointed these astral slavers toward Brian in the first place —— that almost had to be Garravin, who didn't
take kindly to Brian's patron meddling in the affairs of the fae. Right now, Brian didn't think it was such a grand idea
either, although he suspected he'd never tell Doctor Dee that.

And he would sooner let the yithoghu drag him off to their Polished Citadel than give Garravin the satisfaction, either.
Draining the last of his stamina, Brian whistled one of the Names he'd picked up in that poker game in Sonora. The
dust—devil blew in on the tones, scattering dust and bone fragments into the unblinking eyes of Brian's pursuers while he
searched desperately for a way out. Nothing above, behind cut off by the hunters, the river ahead, and the sides choked
with weeds and mist forming around the chalky roots of a yew grove.

Wait —— a yew grove? Throwing himself to the right, Brian scrabbled over the thin, bony roots (hanging in gray space,
but mustn't think about that) and furiously clambered inward, hunting for the mental image, the reality, of the

corresponding grove he remembered —— Garravin would never expect him to hide out in Fa'rie itself!

The yews parted, and there was the familiar greensward, glowing this time under a lambent moon about four times the
size of the one shining down right now on his physical body, a lifetime away in Santa Fe.

Brian began to hope that he'd outsmarted his nemesis again, sheer cussed human cunning twisting him out of Garravin's
coldly automatic Sidhe designs. His breathing, imaginary but still rasping in his astral ears, calmed.

Then he heard the hunting horns sound, and wondered who had outsmarted whom.

The greatest advantage the sorcerers of the Cabal possess is not necessarily their secrecy, or their allies, or even their
magic. It is, fundamentally, their knowledge of the nature of reality that sets the true Cabalist, at least potentially, above
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2 Chapter One: Realms and Spheres

kings and presidents, above physicists and financiers. To understand reality is to begin to control it, the fundamental aim
of the Cabal since time immemorial.

2.1 The Nature of Reality

The world, as we know it, can be considered a hologram constructed from 36 component images. These images represent
mystical energies of various natures, frequencies, and indexes of perceptibility. The Cabal has named these images, and
hence their energies, the decans. Each decan governs (or creates, or energizes, or empowers) a certain type of experience
or existence. Everything mortal humans can sense about the world derives from the interplay of these magical, decanic
forces, their relative proportions determining the type of matter or energy perceived. Magical fields (which is to say, all
energies) emanate from the Prime Mover, the Source of All Energy and Being within the Realm of Atziluth, what
religious people term the Godhead. As the energies flow out from this Realm, they attenuate and mix, becoming more
difficult to isolate, detect, or use by any but specialists or those specifically attuned to the decans. At their farthest
extension, the magical energies have blended and damped down so completely that they actually become common
matter. By first seeing, and then drawing upon, the powers of the decans, sorcerers can alter reality, redesign portions of
the mundane hologram, transfer energies and concepts without intervening space or time —— in short, they can do magic.

[Map: Reality]
2.2 The Four Realms

Although directionality proper is meaningless outside the Material Realm, human Cabalists traditionally conceived of the
Four Realms as four concentric rings. At the center is the pure magic of Atziluth, around which runs Briah, the Iconic
Realm, separated from Atziluth by the Abyss. On the "outer" edge of Briah, the Pearl-Bright Ocean flows between it and
Yetzirah, the Astral Realm. The far edge of Yetzirah blurs into the "soft places" in Assiah, the Material Realm that we
experience every day. This material world serves as the outer rim of reality, the "crust on the cosmic pizza." Hermetic
magi in Alexandria eventually superseded the two—dimensional "four ring” model of the Realms with a
three—dimensional construct of nested globes, with the Material at the center, the Astral "above" or "outside" that, the
Iconic Realm higher still, and the ineffable reaches of Atziluth in the "highest"” sphere. Although such a model does come
several degrees closer to representing the magical values of the cosmos, most Cabalists stick to the disk construct, if only
for greater ease in locating the various tangent locations such as the planetary spheres and elemental planes.

2.2.1 Assiah, the Material

The Material Realm, Assiah, is the world as experienced by the vast majority of humanity every day. Assiah is not just
the physical world of dirt and rocks and bacteria. Assiah also comprises the energies of sunlight and plate tectonics and
cosmic rays, and even such indefinables as collector's passion or panicked fury. If it can be experienced by the "normal*
human animal, it is an aspect of Assiah.

The precise nature of Assiah (and of material perception itself) has been chewed over by philosophers, theologians,
physicists, and mystics both within the Cabal and without. The general consensus inside the Cabal is that Assiah, as the
most fully—blended and diffuse expression of the decans' magical force, creates a kind of "mask" or "shadow" over
perceptions. Although such supernatural phenomena as "hunches" or déj” vu occur even to the most normal and
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"grounded" people, the actual ability to move outside oneself, to see something besides the air and earth around you, may
be actually suppressed by the nature of the Material Realm. Technically—inclined Cabalists, such as those active on the
NousNet BBS, see an analogy to radio jamming; because the decans are so thoroughly mixed and omnipresent
throughout Assiah, detecting any specific energies of a purer and more usable sort becomes difficult indeed.

2.2.1.1 Ley Lines and Places of Mystery

One specific result of this "jamming" is that almost all of Assiah is a low mana realm (p. B147). To counteract this
tendency, mages can utilize the existing correspondences within Hermetic Magic (pp. 00—-00) or seek out places where
certain decans may resonate more strongly. A plague pit, for example, is powerfully imbued with the energies of

Kurta |, Decan of Death. Other places within Assiah, however, simply "vibrate" at a higher magical frequency. These
places of power can be likened to the studs behind a lath—and—plaster wall, or to the power junctions underneath an
office building. To the Cabal, they hint at the basic "blueprint" of the universe, and by mapping these points and the "ley
lines" connecting them, a geomancer can control (or even usurp) the creative powers of the Godhead (see Mappamondi,
p. 00).

Ley lines range in size from minor tendrils a few inches wide to massive "main trunk" leys yards across such as the one
connecting Stonehenge with Salisbury Cathedral. Where major leys intersect (such as at Stonehenge, or the Exernstierne
in Germany, or Buckingham Fountain in Chicago), the mana level rises to normal mana. (At the GM's discretion, leys
can activate only at astrologically or otherwise significant times.) See pp. PM25-27 for more details on leys and ley
magic.

2.2.2 Yetzirah, the Astral

Located "above" or "inside" the Material Realm is its closest shadow, Yetzirah, the Astral Realm. In appearance, the
"outer" reaches of Yetzirah closely echo the "neighboring" sections of Assiah —— the astral counterpart of a sunny
mountain lake in the Material might glow in a Technicolor overlay, or a haunted house in Assiah could extend into
Yetzirah, warping into Expressionist geometries full of shadow and menace. Many astral projectors, ghosts, and magi
never move beyond this "ghost zone" into the deeper Astral.

Sufficiently "astrally charged" locations, items, or artifacts actually have a kind of astral shadow. This is how magi carry
their wands or robes into the astral while projecting, for example. Forcibly removing something's astral shadow is
difficult, requiring an expenditure of Fatigue equal to the energy spent to create it —— and three times that amount if its
creator is present either materially or astrally. (At the GM's option, psionic Mindsword strikes or magical Breaking spells
may significantly reduce this cost.) Something without its astral shadow is only half as effective in the Material Realm as
it was previously. Magical wards, pentagrams, etc. can block an astral shadow, as can anything that blocks Astral
Projection; many magi keep their most powerful artifacts in such warded sanctums.

In deeper zones, Yetzirah usually appears misty and indistinct to mortal eyes, although clearer paths and regions appear
throughout the Astral Realm, usually associated with its denizens or with the magical sub—creations of sorcerers or
supernatural entities. Yetzirah holds towering cities, remote prisons, vast continents, and unending expanses of luminous
whiteness. Yetzirah, even more than the other Realms, is indefinable by conventional, material dimensionality. In some
areas, Yetzirah may simply take on a gray formlessness, darken to impenetrability, or become a hallucinatory
kaleidoscope without warning. Many Cabalists chart the eddies and shoals of the Astral Realm; rather fewer of them
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share their knowledge freely.

The Astral Realm seems to function as an "interface™ between the more starkly—defined worlds within Briah, the Iconic
Realm, and the perceptible world of Assiah. As an interface, or gateway, it is especially interpermeable from the Material
Realm. Particularly energetic or powerful accumulations of spiritual energy (such as ghosts or other astral entities) can
cross over into the perceptual world of Assiah. Similarly, "places of power" or "weak points in the fabric of reality"
(depending on one's perspective) exist where the veil between the Realms can be more easily breached. In addition to ley
intersections and spaces particularly resonant with the decan ludal (p. 00), powerfully or anciently haunted houses, mass
graves and battlefields, or similar places where enormous magical stresses have occurred can make "crossing over"
easier. Many ghostly or spectral members of the Cabal make their home at just such locations, to enable them to easily
influence events in both the Astral and Material Realms. Even some material nonhumans prefer such places; the inherent
magic that pools under bridges keeps trolls alive even beneath iron railway bridges.

2.2.2.1 Entering the Inner Realms

Even in places where the Astral does not directly impinge on the Material Realm, sorcerers and psis can cross into
Yetzirah (and eventually the higher Realms) using the Planar Visit (p. G45) spell or the Astral Projection psionic skill
(pp. P10-11). These (and similar "out—of-body travel™) techniques create an astral form or "shadow body" of the sender,
known to Cabalists as the ka. A mage's or psi's ka is immune to physical attacks or dangers, since those attacks and the
ka don't even exist in the same realm. The ka of a traveling mage or psi, of course, is vulnerable to any of the astral or
magical dangers of the Realms, such as magical or psionic attacks by rival mages, bands of roving egregores or yithoghu,
and astral storms or riptides. The Astral Realm is normal mana (p. B147).

Note that neither the Ethereal Body spell (p. M72) nor the Insubstantiality ability (p. C159) translates the subject to
Yetzirah, but simply transform the physical body from flesh to aether. The caster remains in Assiah, simply "rotated" out
of phase with the immediately physical universe. By contrast, the Plane Shift (p. G46) spell actually sends the caster
physically into the targeted realm, which can prove rapidly fatal in areas such as the Elemental Plane of Fire (sidebar, p.
00). Even in the "normal” areas of Yetzirah, some sort of magical armor or protection may turn out to be necessary, given
the changeable nature and frequent dangers of that Realm.

2.2.2.2 Traveling in the Inner Realms

In Yetzirah, conventional dimensionality simply does not apply outside the Astral Realm's tangent connections with
Assiah, in the "ghost zone," and with Briah, at the Pearl-Bright Ocean. In Briah, although the geometry is plainer (there
is, for example, an "up" and a "down"), it remains unearthly; for example, distances vary with the traveler, not with the
geography. The actual mapping of these realms, and navigation within them, can be complex. Rather than conventional
geography, common associations (between a stone ring in Ireland and its other side in Fa'rie), frequent interaction
(between a morbid writer's dreamworld and the astral reflection of a haunted house he often visited), or common
elements (between any two bright scarlet—colored regions) create "adjacency.” Occasionally, a powerful entity (or one
that strongly dominates a given area of the Realm) can enforce location, at least relative to something else. For example,
a magically—aware dreamer can place an astral thorn—barrier around his dreamworld to slow intruders, a Master can
force anyone traveling to or from a pocket—dimensional prison to pass a guardian spirit, a god can build a terrace of
realities and initiatory encounters on the path to his court. As a rule of thumb, this requires a successful Will roll at -15;
to violate such geography, the traveler must win a Quick Contest of Wills at —=10. Various spells, maps, and artifacts can
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make either process simpler, reinforce it, or work around it entirely.
2.2.2.3 Manipulating the Inner Realms

Sufficiently powerful entities can manipulate the ectoplasmic fabric of the Astral Realm, building anything from a small
penknife to an astral airship to the Polished Citadel of the yithoghu. Within Briah, although iconic natures remain
relatively fixed (because they are tied to the decans and to human imagination), sufficiently powerful eikones can alter
the appearance, access, and contents of their own domains. Others choose to bring in the elements they seek to include
from elsewhere, as Minos does for Atlantis (p. 00).

There are any number of ways to create something from ectoplasm: psionic Telekinesis (usually combined with the
suitable Craft or Armoury skill), Lucid Dreaming, various magical spells such as Create Object, and so forth. Spirits can
use the Poltergeist Effect (p. 00) or Probability Manipulation (p. 00) to do so, albeit slowly. Contests between two
ectoplasmic creations should default to contests between their creators, either a straight battle of Will vs. Will or a
contest of skills (magical, psionic, or both). A weak magus can create a mighty castle —— but a powerful eikone would be
able to cut his way through its "stone" walls with an ectoplasmic butter knife. That said, GMs are free to grant modifiers
for "correct” attacks —— the Astral Realm rewards symbolism. The same eikone might find his ectoplasmic battering ram
even more effective at knocking down an astral castle wall, even with less energy invested in its creation.

2.2.2.4 Dreamworlds

As far as the Cabal can determine, all sentient, material creatures dream. (Cabalistic rumor hints that some very powerful
entities within Briah also dream. Entering the dreamworld of a god might grant power or insight worth the tremendous
danger inherent in such an attempt.) Their dreamworlds act as a kind of personalized astral dimension, built using highly
individual imagery or concepts drawn from the dreamer's life experience, memories, and beliefs. Individual dreamworlds
exist in bubbles within Yetzirah, linked to Assiah by the physical body of the dreamer. Entering an individual
dreamworld usually requires the Dream Projection spell (p. G21), spirit (p. 00) or psionic Dream Travel (p. 00), or some
other magical or psychotronic mechanism. Entering an individual dreamworld from the Material Realm, like entering any
other area of Yetzirah, creates a ka. However, a ka is vulnerable to lucid dreaming by the dreamworld's dreamer; the
dreamer's lucid persona can attack the ka just as any astral entity does. A lucid dreamer who is also a mage or psi can add
half his skill in Lucid Dreaming (p. C1142) to his skill at magic or psionic techniques within his own dreamworld only.

All individual dreamworlds connect to each other in Nod, the land of dreams within Briah, the Iconic Realm (see below).
A lucid dreamer, even one who is not technically a mage, can potentially travel between his own dreamworld and Nod.
Similarly, a ka can theoretically "backtrack” from Nod to an individual dreamworld, although finding one individual
dream track among billions takes either magical divination or inside information from one of the more powerful (or
knowledgeable) inhabitants of Nod. The true nature and function of Nod remain unclear; some Cabalists believe that Nod
is simply the reflection of all Briah as it exists on the edge of individual dreamworlds, while others (especially the
oneirically—obsessed Corvae Hermanubis Lodge) believe that it has a separate archetypical existence. Nod sits on an
island, in an estuary of the Pearl-Bright Ocean at the mouth of two rivers, behind a high brick wall with two gates. The
Gate of Horn, which traditionally emits true dreams, bestrides a major tributary flow of the decan Ruax (p. 00), and the
Gate of Ivory (the traditional source of false dreams) likewise focuses a powerful manifestation of the decan Methiax (p.
00). Within the wall roils a surrealistic panoply of dream imagery from Jungian archetypal figures to masturbatory
fantasies to fanged beasts of nightmare. Nod is ruled by a triumvirate consisting of Chabuiyah, Lady of Love (the Aethyr
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of Methiax), Deneyal, Lady of Dominion (the Aethyr of Ruax), and Hypnos, the god of sleep. Since the Aethyrs usually
have more pressing business elsewhere, Hypnos and his servitors have the most immediate influence and power within
Nod.

2.2.2.5 Fa'rie

The land of Fa'rie is the domain of a specific race of ultraterrestrials (p. 00), the fae, who interacted with Assiah
repeatedly and openly for about three millennia, primarily in various parts of the European continent. As a response to
Garravin's strike for domination of the Cabal (p. 00), King Oberon and Queen Titania decided to remove their domain
from close association with Assiah, completely isolating it on the outskirts of Yetzirah in the year 1212. Individual fae
(in troops or singly) have wandered the trods between Fa'rie and rural Europe since then, and individual humans (most
notably John Dee and William Butler Yeats) have attempted to reopen full traffic between Fa'rie and Europe in the last
millennium, but with dubious and debatable results.

Fa'rie, although mutable by sufficiently powerful fae, usually resembles a rural area of northwestern Europe on a perfect
spring afternoon. The palace of Oberon and Titania rises in the center of the domain, with a "goblin marketplace" on the
border. Many trods, or pathways, run from Fa'rie to Assiah, still laid down in the ancient pathways, especially at loops or
nodes of the ley network (p. 00). Other trods link Fa'rie to the Forest of Arden, deep within Briah. From Earth, even
non—-mages can (at the proper time of year, or with the right blood) find themselves stumbling into Fa'rie, into the Astral
Realm from an Irish hilltop or a Tuscan grove. The relative solidity of Fa'rie makes it a common destination for material
travelers elsewhere in the Realms, as well.

2.2.2.6 The Pearl-Bright Ocean

At the deepest, inmost edge of Yetzirah swirls an ocean mighty enough to contain worlds. In fact, it does; this is the
Archetypal Ocean of the Unconscious, the "face of the Deep," connected to all oceans and to the Elemental Plane of
Water. Its tides and currents, eddying around the Isle of Glass and other legendary landmarks, slowly trace out a
mappamond (p. 00), mirroring the flows of magic throughout the worlds. Somewhere on these currents floats the True
Sargasso, where shipwrecks from all across the Realms float, mired together within a vast expanse of seaweed. In the
deepest trenches swims Leviathan, the great sea monster the size of a continent. Her hatchlings sometimes escape down
the murky crevasses to surface in isolated lochs or "weak spots™ in reality such as the Bermuda Triangle. Similarly, the
Flying Dutchman and its kindred ghost ships cross from the Pearl-Bright Ocean to the night seas of Assiah, making port
in plague-stricken coastal towns, or in the phantom city occasionally visible in the Straits of Messina.

Such mirages may be reflections of (or imperfectly—closed gateways to) Tritonis, the City Under The Sea, which marks
the sea—bottom boundary between Yetzirah and Briah. Merfolk, tritons, nereids and other oceanic beings both spiritual
and material dwell here. Many other underwater ruins and conurbations appear beneath the waves of the Pearl-Bright
Ocean, but unlike Tritonis their locations shift and ebb with the currents of memory and magic. Other significant
underwater locations include Davy Jones' Locker (a realm of the pirate dead and coral—covered treasure galleons), the
voudun Rada spirit realm Guinée, the desolate Lemurian metropolis (see p. 00), and the mirror-moon captured beneath
the Lake of Nemi in Italy. Those who know the way can walk from the silvery beaches below that reflection to the maria
on the surface of the Moon.
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2.2.3 Briah, the Iconic

On the other side of the Pearl-Bright Ocean from Yetzirah is Briah, the Iconic Realm, the Realm of Forms. Within
Briah, the energies of the decans are strong enough to show clearly and separately; images and scenery are more richly
symbolic, colors purer and cleaner, and actions more ritualistic and significant, than in lower Realms. Briah is a very high
mana plane (p. B147). Travelers within Briah face fewer sudden dangers than in Yetzirah or Assiah; this realm is more
organized and less chaotic. However, here ignorance becomes an even greater threat. Most of the denizens of Briah are
proud creatures used to exercising unquestioned power within their own domains. Offending the god of some isolated
sphere, or accidentally interfering with an aethyr's ritual dramaturgy, can bring down a storm of inhuman wrath on the
unwitting visitor's head. Communication, negotiation, courtesy, and reputation are vital coins of the realm here; Briah's
spirits are more used to worship than bluster. However, knowing the rules remains crucial. Even the most
kindly—disposed eikone (or malevolent ultraterrestrial) may find her hands tied by the laws of the Realm, and justice at
the hands of the Archangels is always sure, and often stern.

2.2.3.1 The Archangels

Four immense, beautiful, winged beings stand equidistant from each other, defining the four quarters of Briah. Gabriel,
Archangel of the West, holds a giant beryl chalice of pure Elemental Water. Uriel, Archangel of the North, holds an
immense platter of salt-crystal, covered in Elemental Earth. Raphael, Archangel of the East, brandishes a lightning wand
of Elemental Air. Michael, Archangel of the South, wields the traditional flaming sword, with pure Elemental Fire
lambent within its opal pommel. They serve as pillars of the Realms, and as viceroys and messengers of the Atziluthic
Godhead to mere sentience. Less reverent Cabalists conceive of these Archangels as transformers, "stepping down" the
power of ineffable Atziluth into the still inhumanly-bright, but comprehensible, energies of Briah. Their eidolons, the
angels, administer what high justice the Realms require, stepping in when aethyrs quarrel or the Realms are endangered.
Occasionally, the Archangels insert themselves into disputes for unknown reasons or on seeming whim. There is no
appeal from their judgement.

2.2.3.2 Atlantis the Lost

Within Briah, on an arm of the Pearl-Bright Ocean, bustles the port city Atlantis. Here, ruled by the eldritch Sage King
Minos (an eikone of near—godlike power), spirits, ultraterrestrials, ghosts, dreamers, and not a few Cabalists work to
rebuild the antediluvian world from the legends and memories of Earth. Spiritual triremes, airships, and clippers sail
across the Four Realms, alert for artifacts, plans, materials, or people to add to the walls and minarets of Minos' renascent
utopia. Atlantis' marketplaces hold treasures from all times known or forgotten, from roc's—egg white pigment to Chinese
phoenix feathers to duralumin fountain pens crafted from derelict zeppelins. Aside from yithoghu slavers, almost any
traveler with something to trade or sell is welcome in Atlantis. Many Atlantean traders (or their factors) operate in the
areas of Yetzirah closely parallel to the Material Realm; Atlantean ships have been known to cross into Assiah for a
particularly good cargo, and many Cabalists find lucrative work searching out rare objets d'art, maps, or minerals for
Minos' galleons. Since so much of Atlantis either originated in, or is strongly connected to, Assiah, it is even more solid
than Fa'rie —— parts of it are actually material, and could be removed to Assiah. Minos' plan may, in fact, involve
translating Atlantis back into the Material Realm when its reconstruction is complete.
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2.2.4 The Abyss

Between Briah and Atziluth yawns a vast chasm, the Abyss. Here, the failed and negative energies are strongest,
shadowed from the direct light of Atziluth by enormous walls of un—potential. All the negative and tainted elemental
energies flourish within the Abyss; shrouds of sulfurous green flame lick the walls, pools of actinic sludge foam down
the sides of the canyons, mephitic blasts of putrid gas well up and choke those attempting to fly across. Within the Abyss
dwell demons, who reject the Godhead and the Archangels. They seek to enter the other Realms through cracks in
reality, some of which extend into the Material. Even more dangerous to the Cabal, and to Assiah, are the glippoth (p.
00), who lurk in the Vale of Hinnom, a crack in the very bottom channel of the Abyss.

2.2.4.1 Bahamut

Bahamut, the Greatest Beast, walks along the bottom of the Abyss, grazing on demonic corpses, the fungal blooms from
glippothic sludge—heaps, overflowerings from Atziluth, impolite strangers, and other bulk matter. If Bahamut stayed in
any one place for long, he would denude it utterly and starve (albeit within centuries), so he slowly ambles around the
entire Abyss leaving even grosser devastation in his wake. One popular theory, promulgated by the 16th century Cabalist
(and kabbalist) Simon Caphtorius, holds that Bahamut makes a complete circuit every 22,600 years. So enormous is he
that if he raises his head, he is at eye level with the edge of the Abyss; his extended tail and trunk would span the Abyss
from side to side. Although crossing the Abyss by climbing along Bahamut would seem to be the most practical method,
no Cabalist survives who admits trying it.

2.2.4.2 The Sword Bridge

The way from Briah into Atziluth passes over a razor—thin bridge of perfect sharpness in the shape of an enormous
sword, edge upward, with its pommel in the gatehouse of Atziluth and its point buried in the rock of Briah. Travelers
crossing it have portions of themselves carved away: memories, skills, personality traits, and even physical pieces fall
into the Abyss, where they become food or ectoplasm for spirits. Some of these cut—off parts slide to the underside of the
blade to nurture strange blooms in the Abyssal and Briatic air. An entire jungle ecology of winged simian demons has
evolved in the magical moss and epiphyta growing beneath the bridge. These entities feed on each other, on flying (or
falling) entities within reach, and on the poisonous fruits that grow in the tangle of personality flaws and memories
clinging to the sword's lower edge. Often, these demons will attack a vulnerable—appearing voyager as he makes his
tentative way across the Sword Bridge; by now their predations dismember more travelers than the Sword Bridge Kills.
Cabalists who seek to enter Atziluth traditionally prefer to seek a powerful demon on the shore of the Abyss, the Dweller
on the Threshold (p. 00), defeat him in single combat, and force him to transport them across the Abyss instead.

2.2.5 Atziluth, the Spiritual

Those who have returned from Atziluth describe it, haltingly, as perfection. The most common images involve golden
sunlight, an endless glowing whiteness, a serried row of hypergeometrical forms, or a smooth green meadow stretching
to infinity. In Atziluth dwells the Uncreated Source, the Prime Mover, the First Being —— in short, God. To become an
Ipsissimus, a member of the Cabal must enter Atziluth and return. Since each traveler sees his own Atziluth, checking the
story of a claimant is impossible. Especially cynical (or paranoid) Cabalists believe that every Grand Master who claims
the rank is lying, and that no living being has ever entered Atziluth and returned. Why, they ask, would a magus reject
perfection and walk in the cruder Realms having once tasted the ultimate? Other Cabalists wonder the same, and question
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the supposed perfection of Atziluth rather than the integrity of Ipsissimi. Perhaps the Godhead dwelling within Atziluth
has its own agenda, and sends its chosen servants back to the Realms for some purpose it chooses not to share with lesser
beings. Some Gnostic Cabalists fear that the entity within Atziluth has imprisoned or slain the true Godhead and seeks to
pervert the universe, using the Cabal to destroy everything truly representing the actual Prime Mover. These are the kinds
of questions that consume and obsess the Brotherhood of Phlebas (sidebar, p. 00), among others. The GM can decide
which, if any, of these theories is correct and how, if at all, it will affect player characters who manage to attain the
highest Realm.

2.2.6 Parallel Worlds

The default GURPS Cabal campaign presents only a single Earth and attendant planes, recognizing the basically
geocentric notions of classical magical theory. However, nothing prevents a GM from extending Assiah into a fifth or
sixth dimension, composed of any number of Earths. Whether one Earth (usually ours) is the "true" Earth and the others
merely shadows can affect (or not) spellcasting, magical rules, and so forth. Other Earths can hold parallel histories
(including parallel Cabals!) or even divergent or entirely alien sentient races; travelers from these Earths might be able to
cross into ours through the Astral Realm, or through specific weak points, crossover areas, or magical doorways such as
the Gates of Thoth. Particularly ambitious and powerful magi might have built other Earths as private empires, hideouts,
experiments, or by accident. Given the infinity of space within the Astral Realm, these "pocket Earths" could be
solidified ectoplasm entirely contained within a crystal ball or wardrobe on Assiah. What happens to such a pocket
world, or its inhabitants, when its creator dies or loses interest might make for interesting gaming.

2.2.7 The Anthropic Principle

In the Hermetic world—view, mankind is truly "the measure of all things." The Microcosm, human beings, reflect the
Macrocosm, all the great powers and movements of the planets and the Realms. And vice versa. This basic truth is the
key to magic; because humans encompass all of the Macrocosm within themselves, they can ascend through the Realms
and manipulate the magical energies that also encompass all of reality. However, human magi not only reflect and refract
the universe; universal constants reflect humanity. Everything is thus personified; all energy, all matter, all locations, all
planets, everything can be described, visualized and interacted with (given the correct summoning spell, prayer, or ritual)
as a recognizably human entity. Families have their Lares, or family spirits, powerful or influential people (both alive and
dead, though mostly dead) have daimones that embody their luck and skills, and every place from a patch of grass in
Laos to the Chrysler Building has its own spirit of place or genius loci. Even sufficiently important concepts or
archetypes have human faces, the mighty eikones of Briah, the Iconic Plane. The decans themselves, the fundamental
building blocks of the cosmos, are personified in the Aethyrs.

2.2.8 Into The Astral Without Gun Or Camera

In the "default” GURPS Cabal campaign, the trappings of modernity such as guns and computers and so forth remain on
the Material Realm, occasionally leaking into human dreamscapes and memory palaces. Outside those places and beyond
the walls of Nod, the "feel" of the technology and culture remains resolutely within the Renaissance of the Cabal's
rebirth. There is a certain implied conservatism to magical imagery, which the GM can simply enforce by fiat. ("When
you remove the revolver from the Colonel's dream, it transforms into a Roman shortsword.") If the PCs use a Stasis Box
(p- 00) to bring in a high—tech item, remember that many devices from compasses to computers simply will not function
outside the Material Realm. Likewise, the lack of a consistent perspective or laws of physics will reduce the accuracy of
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rifles and the performance of ultralight aircraft. As a general rule, the GM may wish to assess a —5 penalty to use for each
TL above 4 of the item.

In all these matters, use your best judgement about your preferred feel for the game. Occasional departures from the TL4
ceiling (Atlantean airships, or yithoghu electroshock machines, for example) should exist to accentuate the flavors of
musty antiquity and morbid romance. A "sorcerous ops" game involving gunrunning Cabalists assisting a rebellion
against the Chinese gods on Briah or launching an aerial bombardment of the yithoghu's Polished Citadel against its
spectral vampiric pterosaur guardians would have a very different flavor. So, too would a technothriller game of astral
bathyspheres outfitted with Kirlian sensors and alchemical-emerald lasers churning through the depths of the
Pearl-Bright Ocean or plumbing the astral void for fragments of the First Creation. It might even be a very interesting
flavor, but be sure you want to go down that road before you allow modern weapons or technology into the Inner
Realms.

2.2.9 Planetary Spheres

The planets and the signs of the zodiac powerfully influence the nature and power of the magical fields. The zodiacal
signs are fixed on the upper surface (or inner edge, depending on one's perspective) of Briah, "diffraction gratings"
within which magics are concentrated and through which they emerge. The planets, those "wandering stars,” move on
their courses across the Realms. Each planetary sphere connects to its actual physical planet in the Material Realm and to
one of the sephiroth of the Tree of Life (sidebar, p. 00); more usefully, each one can be located within the "sky" of
Yetzirah or Briah. The domains within Briah of any gods closely associated with the planets (Nergal, Ares, or Mars with
Mars; Amaterasu, Ra, or Apollo with the Sun, for example) hold stairways or mountains leading to their respective
planetary spheres, as well. Within the planetary spheres, spells corresponding with the governing planet are cast at +5,
those of other planets at —5, and those of opposing planets at —10. Even elsewhere in the Realms, suitable materials
(those listed on the Planetary Correspondences table, p. 00) taken from the planetary spheres add +2 to corresponding
spells and +4 to skill rolls to create corresponding alchemical elixirs (see p. 00). Materials used in alchemy, of course,
sublime away and cannot be reused.

The spheres, their natures, their governing heptarchs (powerful eikones also known as "Olympic spirits™), and a few of
their connections to other planes follow.

The Moon appears as a beautiful sandy country containing many large seas, everywhere lit by a silvery radiance under a
purple sky. Its ruler, the heptarch Phul, appears as a beautiful maiden holding a bow and arrows. In addition to the
sephirah of Yesod, the Pearl-Bright Ocean, and the Lake of Nemi in Italy, the sphere of Moon adjoins Fa'rie and Nod in
its orbit.

Mercury continuously changes and shifts: fiery blasts open up great cracks in the ground, from which fogs spray only to
condense into rain. Lighting, vegetation, and geography continuously alter as well. Its Olympic spirit, Ophiel, can take
any shape he wishes, although she often has either the head or tail of a serpent. The sphere of Mercury intersects the
sephirah of Hod and all four elemental planes, as well as Atlantis and the hidden Inca citadel of Machu Picchu.

Venus resembles nothing so much as a vast ocean green with mineral salts and floating bergs of seaweed and lotus. Its

sky roils with yellowish—green clouds at all times, occasionally opening up in drenching deluges. Hagith, the heptarch of
Venus, appears as a beautiful mermaid. Along its orbit, Venus touches upon the sephirah of Netzach, the Elemental Plane
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of Water, the Pearl-Bright Ocean, Atlantis, and the ancient harbor of Paphos in Cyprus.

The Sun is governed by the heptarch Och, a golden king with a crested helmet. The sphere resembles a tropical veldt
ringed by jungles and thronged by packs of lions and antelope. Its passage across the Realms transects the sephirah
Tiphareth, the Elemental Plane of Fire, the city of El Dorado in Briah, and the ruins of Akhetaton in Egypt.

Mars has a large spirit population; in addition to the normal servants and courtiers, many of the more quarrelsome and
warlike spirits, ultraterrestrials, and lesser eikones have emigrated (or been banished) to this planet. They serve in the
armies of the armored giant Phalec, heptarch of Mars. Many of them inhabit pre—existing bodies (probably grown by the
Lemurians unguessable eons ago); others possess enough energy to permanently materialize on this sphere. A network of
pyramids and cities, joined by canals, has sprung up in the shallow plains of Mars between the volcanoes that provide
Mars with metals in the form of molten iron lava. Occasionally Martian war—craft emerge from the planet as it passes
over the topless towers of Ilium in Briah or Mount Erebus in Antarctica, although the sephirah Geburah and the
Elemental Plane of Fire present greater obstacles to Phalec's raiders.

Jupiter swirls with roiling clouds, some of which solidly support oaken feast halls and cedar temples, and some of which
part and dissolve under the wings of the peacock—dragon Bethor, heptarch of the sphere. His home adjoins the sephirah
Chesed, the Elemental Plane of Air, and passes above Camelot in Briah and the Empire State Building in New York City.

Saturn is a sphere of dark, rich soil littered with the skeletons of dead giants and monsters. Aratron, heptarch of Saturn, is
a cowled, bearded figure in a black robe. Saturn's slow procession grinds along the sephirah Binah, the Elemental Plane
of Earth, the Abyss near the Sword Bridge, and Ayers Rock in Australia.

2.2.10 The Zodiacal Houses

The fixed zodiacal signs each have a House within Briah, in which their magical energies predominate, and within which
similar magical resonances exist (corresponding spells cast at +5, other sign spells at =5, opposing sign spells at —10).
Since the zodiacal signs are fixed at the edge of Briah and don't immediately connect to anywhere in particular, Cabalists
seldom pass through their Houses or invoke their eikones.

2.2.11 The Elemental Planes

Although the thirty—six decans compose all existence, the original four elements still serve as the basic magical
constants. It is, in fact, possible to define the decans on the basis of their elemental composition, although practical
magical theory has moved beyond such Aristotelian reductionism. The decans of the four elements serve as
"load—bearing beams" of the cosmos, each one welling up from an infinite core, its elemental plane. At the center of each
plane, only the purest irresistible force of that element can exist, howling wind, swelling water, roaring fire, crushing
earth.

The "surfaces" of the elemental planes, where they appear tangent to the Realms proper, are considerably more
accessible than the pure planes themselves. Each Realm holds an entrance to one of the four elemental planes. The
Boreal Stream blows across Yetzirah, with birds and griffins and orchids and dirigibles and every airborne thing hanging
in the infinite distance below the Plane of Air. The Pearl-Bright Ocean, the border between Yetzirah and Briah, covers
the whirlpool entrance to the Elemental Plane of Water beneath Briah, just as the volcanoes of Crete lead (for those who
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know the roads) to the cyclopean entrance halls of the Plane of Earth beneath Assiah. From inside Atziluth, the Central
Fire dances, and its sparks shower down across the Four Realms, opening flickering doorways to the Plane of Elemental
Fire. Each Archangel is also connected to its respective elemental plane (p. 00).

Where the elemental planes intersect, they give rise to para—elemental regions, dappled places where matter rests in a
hazy state of indeterminacy. Mages who wish to draw on the elemental forces sometimes operate from these
subdimensions, where the raw onslaught of elemental force is muted. Alert Cabalists encounter beings from these
para—elemental regions (see Para—Elementals, p. 00) in the Realms almost as often as they do pure elementals.

2.2.12 Psionics

In GURPS Cabal, the Hermetic—magical viewpoint is the truth, the way reality actually functions. Some Cabalistic
groups, such as the Caput Knoumis Lodge or the loose confraternity of mages and psis within the Clear Thought Society,
work to reconcile magical reality and psionic practice. Theories range from psis as unconscious magicians to magic as
clairvoyant, telepresent, psychokinesis. Some purists of both stripes hold to extreme versions of those theories, and
Cabalist magicians periodically attempt to downgrade the position of psis within their ranks. (Cabalist psis seldom have
the numbers or the leverage to return the favor, although the psionic Grand Master Dr. Fang no doubt wishes he could.)
In rules terms, however, psionics function in the same realms as magic: psionic Astral Projection and a magical Planar
Visit both get you to Yetzirah; the Dream Projection spell (p. G21) and the psionic Dream Travel advantage (p. 00) can
each transport their users to the same dreamworld. Psionic attacks and magical spells can both harm yithoghu or astral
parasites. Although the specifics of effects, and the efforts needed to create them, differ, the two disciplines are both
"supernatural” to the slumbering outside world, and both grant great power to the user. Which, in the final analysis, is all
the Cabal truly cares about.

2.2.13 Memory Palaces

A practitioner of the Great Art of Memory (p. 00) creates a structure that both organizes and contains the memories of his
experiences and learning. Traditionally, this structure takes the form of an enormous building, with the rooms, décor,
architecture, and so forth keyed to specific memories. Although a museum or mansion is most common, some users of
the Great Art shape their recollections into castles, formal gardens, theaters, libraries, or labyrinths. In general, such a
memory palace shares much in common with a personal dreamworld; it is, after all, a kind of waking dream, an active
organizing of the unconscious.

A practitioner of the Great Art needs only to spend a round of Concentration and make a Great Art of Memory skill roll
to enter his memory palace; for an outsider, the task is more difficult. While within his own memory palace, its builder
can add half his skill in Great Art of Memory to his skill with any magic or psionic techniques affecting those inside it.
Invited outsiders may enter (as spirits or ka forms) from any location in the Realms that the palace's maintainer has
visited; he must be in his own memory palace, recalling that visit, to "open a door" from that chamber to the location.
Uninvited outsiders must find a hidden way in. Careless memorizers will incorporate elements of their dreams into their
memory palace; this can create doorways between one's memory palace and one's dreamworld. To avoid this, skilled
practitioners of the Great Art keep vital dream information in closed books or sealed snow—globes in their memory
palaces. Doorways between palaces are harder to close; entering from a connected palace is possible via any humber of
techniques, such as a Lockmaster spell (p. M70), or a psionic Mental Blow, for the unsubtle. A married couple who both
utilize the Great Art will have many connecting passageways between their memory palaces. A magical mentor can
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easily build a "back door" into his student's memory palace while training him.
2.2.14 The Sephiroth

Both Cabalistic and kabbalistic scholars (see sidebar, p. 00) have derived another framework for understanding the
underlying structure of reality, that of the Otz Chaim, the Tree of Life. Some Cabalists believe that the Tree remains a
convenient metaphor or an eidolon of some entity within Briah; others argue that each Realm has its own Tree leading to
the Realm above. Conventional wisdom, however, holds that a single Tree descends from the unguessable glory of
Atziluth to the base world of Assiah, passing through ten sephiroth, or spheres, in the process. Magi who devote
themselves to kabbalistic study can enter these sephiroth as they would any other plane in the Realms, creating an
alternate route to Atziluth. However, each sephirah must be entered in turn, always beginning with Malkuth. Taking the
sephiroth out of order, or trespassing without specific ritual preparation, can result in the violator's astral destruction by
the Archangels or his opening to glippothic infestation. (The more Gnostic Cabalists argue that the sephiroth are already
home to jealous guardian archons who oppose magical exploration on principle.) At the GM's discretion, a spellcaster
who has actually achieved a given sephirah may add +2 while casting any associated spell at any time; within a given
sephirah, only spells associated with that sephirah may be cast. (For associations of the sephiroth to the decans, see the
Decan Reference Table, p. 00.) The ten sephiroth, their definitions, natures, and any associated elements, planetary
spheres, or magical verbs (in parentheses; see p. M91 or Gematria, p. 00) follow.

Kether: "The Crown," it is the closest emanation to the Godhead itself, and manifests as a brilliant white light within
Atziluth. It is the Primum Mobile above all planetary spheres, and the unification of all the elements into a single
essence. (Create)

Chokmah: "Wisdom," it is the highest sephirah in Briah. It resembles a rainbow starfield, a mosaic tesseract of all colors
seen and unseen. It comprises the Zodiac in its entirety, and the root of elemental fire and air that form the fixed stars.
(Sense)

Binah: "Understanding" makes the forms of Briah comprehensible. It can be seen as a black cave full of rich smells of
food. Binah grazes the sphere of Saturn, and deep within it is the true Hippocrene spring of elemental water and the lush
cornucopia of elemental earth. (Communicate)

Chesed: "Mercy" is one of the two extensions of the Tree from Briah into Yetzirah. This sephirah appears as a brilliant
blue temple mirrored in blue airy skies. It abuts the sphere of Jupiter. (Protect/Guard; Warn)

Geburah: "Severity," the other extension of the Tree into Yetzirah from Binah, appears as an arsenal of heated iron
chariots; the weapons, walls, and armored figures all glow with ruddy fire. Unsurprisingly, Geburah strongly connects to
the sphere of Mars. (Weaken)

Tiphareth: "Beauty," is the highest sephirah in Yetzirah. Suffused with a golden lambency, and guarded by lions, it
resembles the first savannas, where mankind awoke to sentience. Its dry, shimmering heat denotes its fiery nature, its

golden light emanates from the sphere of the Sun. (Heal)

Netzach: "Victory" hangs through Yetzirah in space, a pillar of cloud and storm lashing an emerald—green sea,
powerfully tied to water. Across its tumultuous waves is the sphere of Venus. (Control)
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Hod: "Splendor" shines from the orderly lines and figures drawn within an infinite latticework of deep orange
cloth—of-bronze, shot through with fractal, threaded patterns. If a magus follows the patterns long enough across
Yetzirah, they will resolve into the gateway to the sphere of Mercury. It holds the nodal point where the four elemental
corners meet, somewhere at the center of its pattern. (Transform)

Yesod: "Foundation" here refers to the occult structures underlying the visible, not to the physical act of founding. It
serves as the mirrored, whirring interface between Assiah and Yetzirah; a realm of hidden passages, hissing pistons and
lever arms, the motors of the world. Its ever—turning, unmappable nature reveals its ties to air; its deep purple light shines
down through a million gratings and kaleidoscopic skylights from the sphere of the Moon. (Move)

Malkuth: "The Kingdom" is the root sephirah, tied not only to elemental earth but to the material Earth in Assiah. The
Tree of Life manifests on the Material Plane within the Holy of Holies, a subterranean chamber beneath Temple Mount
in Jerusalem, visible only to magical sight. Kabbalists, or scions of the Levite priesthood of ancient Judah can also see
the Tree's roots and trunk, but very few of the lost and scattered Levites know the words that will open the chamber
physically. Hence, most travelers enter even physical Malkuth astrally. (Strengthen)

2.2.15 Daath

Daath, the hidden eleventh sephirah, lies between Binah and Chokmah, the "worm that gnaws" at the Tree of Life. The
coincidence between Daath and the Hebrew word for "knowledge™ has led some theorists, most significantly Aleister
Crowley, to suggest that entering Daath is necessary in order to cross the Abyss. The Cabal, however, believes that Daath
actually leads to the anti—universe of the glippoth, the "Hell reality" created by the sundering of the Aborted Creation.
The powerful demon Choronzon, Breaker of Thought and Form, is said to guard the entrance to Daath, slaying all who
seek to cross. Choronzon's motive remains unclear. Is he recruiting only the bravest and strongest magi for the glippoth?
Is he serving a penance imposed by an Archangel, or by some other overwhelming force? Is he a convenient lie told by
the Grand Masters to cover up their own failure to enter Atziluth —— or their own treasonous collaboration with the
glippothic ur—lords?
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The walls of the old tunnel beneath Marseilles twisted in ropy coils, branching and knotting in an almost—discernible
geometry where the passage forked.

Petrified wood, thought Brian. Definitely one of Garravin's old lairs. Now, if I could just figure out where the heart of
this particular labyrinth falls . . .

A scrape, and then an echoed clank broke the Cabalist's train of thought. Voices, with guttural Corsican accents ——
Garravin's men, at least three of them.

Quickly, and silently, Brian dug in his pockets as he dug in his memory, running through the correspondences that John
Dee had so meticulously drilled into him at Oxford —— and elsewhere. Phoub |, first decan of Leo, also governed by the
Sun —- that meant a golden lion can focus the star or the planet. Brian slipped a museum—quality Mycenaean statuette
off his key chain and onto a loop of golden wire from his jacket lining. Slipping that around his head, he felt the energies
of Leo surge toward him. Now for the decan: one of the little Pyrex tubes in his belt held saffron, harvested at sunrise on
Midsummer from an old temple to Apollo in the Ukrainian steppe. Brian didn't allow himself the distraction of
remembering who had harvested it for him, or what had happened to her afterward. The delicate taste blended horribly
with the stick of Big Red chewing gum, but he didn't have anything else cinnamon.

Chewing as rapidly as he dared, he pulled the sticky wad out of his mouth and drew a solar cross through the air over his
face, murmuring the litany of Yelayel's Unseen Squire in haut-Goidelic.

Nothing for a desperate two seconds, while the noises grew uncomfortably loud nearby.

Then the air shimmered, and Brian knew the Invisibility had taken effect.

The three men moved past where Brian stood, and after a murmured argument took the right fork.

Well, that narrows it down, Brian mused. Pulling the Colt from his belt, Brian crept after the three Killers.

Hermetic magic provides the physics of the magical universe, the unifying canon lore of Cabalistic mages, and the
avenues to power for those capable enough —— or obsessed enough —— to travel them. Sages have pored over musty
codices, bargained with fearsome entities, and performed extraordinary feats of intuition and mathematics to derive these

truths. Measuring and deducing the delicate interplay of magical forces, the Cabal has learned to tease out the tiniest
fragments of decan energy, refract them through the mind and body, and alter reality itself with their power.

3.1 First Principles

3.1.1 In Theory

According to piously self-serving legend, Khaibitu—na—Khonsu, the first Grand Master of the Cabal, learned the truths
of magic from the god Thoth. The Greek magicians, who rediscovered, refined, and expanded the Egyptian magical
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secrets, identified Thoth with their own god of secrets and language, Hermes. As Thoth—Hermes, he became the patron
of magic, knowledge, and the secrets, a figure of reverence to mystagogues and librarians alike. After Alexander the
Great's conquest of Egypt, the Greek influence on the Cabal became paramount, and Thoth—Hermes became known as
Hermes Trismegistos, the "Thrice—Great."

According to open lore, Hermes Trismegistos (sometimes identified with the 3rd Dynasty Egyptian architect Imhotep,
who later became god of medicine) was "philosopher, priest, and king." To Renaissance occultists (who translated and
built on Alexandrian lore), his threefold mastery of magia, cabala, and chymia explained his title. To the Cabal, all three
are facets of the same knowledge. Chymia, alchemy, explains the true nature of matter and reality —— that illuminated
power can spring from seemingly base matter. Cabala, or kabbalah (see p. 00) the study of the emanations of mystic
power and their specific interrelations, measures the precise mechanisms by which the universe exists. And magia ——
magic —— is the practical result. Theory, measurement, and practice. These truths and techniques remained hidden, at first
by their extraordinary difficulty, and later by the selfishness of those who commanded them. Hence, they acquired the
name of their half-legendary inventor, the god of secrets: Hermetic magic.

3.1.2 And Practice

Hermetic magic, at its most basic, involves creating a link between the sorcerer and the source of magical energy, the
pure decan field at the wellsprings of Briah. By manipulating his mental state (in game terms, concentrating on the spell),
the magician can visualize the decan powering his spell and use himself as a prism to refract, or lens to focus, his chosen
"wavelength" of magical energy onto a subject. The scholars and experimenters of the Cabal have made this difficult and
draining process easier by determining what kinds of physical elements, planetary or zodiacal emanations, or other
qualities correspond, or resonate, with the various decans. By physically altering or drawing on his material (or astral)
environment, by creating or utilizing resonant materials that correspond with the given decan, the sorcerer can amplify
his chosen magical energies. Then, he must will the spell to happen, casting it and letting it flow from the world of his
will to the experiential world outside him.

To maintain a spell, the caster must either be able to pay the necessary energy cost unmodified or keep the resonances
that reduced said energy cost active. The simplest way to do this is to remain in the exact environment in which the spell
was cast. However, even here, the GM may rule that some of the modifiers decrease over time (for rapid solar eclipses,
or for burned-up incense, for example). Many Cabalists attempt to enchant amulets containing as much of the resonance
for a given spell as possible, allowing their "magical space" to become somewhat portable.

In rules terms, the Herme