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The mailbox clanging shut sounds like a
judgment, like it read the words he wrote and
knows them for the lies they are. He hasn't
passed any such sign, first of all, just grabbed
the first postcard his hand landed on. He won't
beat it home, either; he's got at least another
half day of driving ahead of him — in the
opposite direction. At least the name is only
half a lie. It was his name. Still is, as far as
Sam’s concemed. It's the name on the bills, on
his license, on their marriage certificate. But for
going on seven years now, it hasn't fit him at all.

He leaves the too-bright rest area just in time,
returning to his car as a busload of road-weary
tourists pulls in. He can’t help but feel the

miles radiating off them, not just in the way
they knuckle their backs or breathe in big gulps
of non-recycled air, but also in how each one
yeamns a bit towards home, wherever that might
be. He could look with the Sight, if he wanted,

By Lauren Roy.

see the blue and red strands radiating out from
tired travelers like lines on a map, but then he'd
have to see his own as well, the golden one
leading back to Sam.

Instead, he switches on the shortwave radio

on the passenger seat and sits back, listening.
Tessa taped a note to the back of it when she
lent it to him; instructions, mostly, and a gentle
"] want this back in one piece, Nax.” Nax is the
name he can't tell Sam. He can’t tell him about
Tessaq, either, or any of this.

Before he can get too far into the guilt spiral,
the static dies down and the chimes begin. Two
bars of a song he almost recognizes but can
never quite place. That's not the important part,
anyway. What matters is what follows the tune.

The voice is vaguely feminine, inflectionless,
reciting a handful of numbers. Batches of five,
repeated twice, then a new set. Nax copies them
down dutifully even though they're useless to
him in this mundane form. If they're a cipher,
he doesn’t have the key. What they'd translate
to is only a mild curiosity for him; he records
them in case anyone back at the Athenaeum
might want a look. But undemeath that dull,

dry voice, hidden within the litany, woven
around it, shimmers true meaning. He closes his
eyes, and his soul thrums to the tinny sound of
High Speech emanating from the shortwave's
speaker.

Much as he’d like to simply sit and let it wash
over him, the transmissions are short. If he
doesn’t act now, he’ll need to wait another hour
before it repeats, and he wants to be well on
his way before then. Nax digs the spiral-bound
atlas out from under the passenger seat and
draws his compass from inside his coat pocket.
The needle swings wildly as he utters his spell,
grasping at the voice coming from the radio and



riding its waves back to the source. He's been
chasing it for three days now, knows he must
be close. Last time he looked it was...

It's moved.
“Son of a bitch,” he mutters.

The signal’s origin is somewhere off to the
southwest. More highways, more miles, more
time spent away from Sam.

He considers going home. Drive through the
night, goose the laws of speed and distance a
bit, and he can be back before Sam leaves for
work in the moming. He imagines the look of joy
on his husband’s face, thinks they of how they’ll
read his postcard together when it arrives in a
couple of days.

Nax pinpoints where he is on the map, traces
his finger up to the next exit and finds the
cloverleaf that'll get him headed back east.
He's going to do it; he’s made his mind up to go
home, and—

The broadcast stops. Static fuzzes in, fills
the air.

] can’t lose the thread. Twelve extra hours
is all he needs. Sam will understand. He
always does.

"Hey, you're probably in your Tuesday meeting.
] wasn't paying attention to the time zones.
Sorry 1 missed you. | just wanted to let you
know 1'm going to be a couple more days. The
audit hit a snag, and they're sending me to one
of the other locations to... 1 can feel your eyes
glazing over and you haven’t even listened to
this yet. Anyway. I'll check in when 1 get to the
hotel tonight, okay? 1'm sorry. 1 love you.”

The time zone thing is bullshit. Nax knows
exactly what time it is back home and waited
until ten minutes after Sam’s weekly team
meeting had started to make sure he’d miss
him at his desk. It's easier than hearing the
disappointment in his husband'’s voice.

The job’s another half-lie, of course. He was an
auditor, back before he Awakened, and if you
squint a little, what he does for the Mysterium

is a type of auditing, too. Which means he can
sling about the buzzwords well enough to make
Sam believe he’s still at it, and field the what-
do-you-do questions at parties like it's nothing.
It's an excuse to be on the road, one that his gas
and hotel receipts will bear up to any scrutiny
Sam puts to them.

Except Sam wouldn't suspect a thing. Nax loves
him for his trust and hates himself a little for
taking advantage of it every time.

He drives all day, catching rush hours in two
different cities. Breakfast is the sludge the gas
station calls coffee. Lunch is a beef stick and a
packet of crackers and fake cheese. Dinner is a
fast food burger with a side of fries and regret.

Funny, how he always knows exactly where he
is, but in all these in-between places he feels
like he isn’t truly anywhere.

His only companion, every hour on the hour, is
the woman'’s voice, reading off her numbers.
She begins to sound lonely to him, or sad,
probably both. Or maybe he’s projecting.

When he stops for gas, cheap food, or a chance
to stretch his legs and walk some feeling back
into his numb backside, he double checks his
spell. The signal’s source is holding steady, and
the encouragement that brings — supplemented
by enough energy drinks to keep a college dorm
awake for a week — means he drives until
nearly two in the morning.

For the first time in four days, he leaves the
interstate. His GPS leads him to a cornfield, and
when he shuts off the car’s engine, the only
sounds are the rustling of the wind through the
stalks and the static of the open station on the
shortwave. 1t's 1:58, and Nax gets out, peering
into the com, hunting for a shape in the dark.
Must be a transmitter out there, right?

Two minutes take two years to pass. For a
horrible moment, as the clock flips, he’s sure he
won't hear anything, that he’s just barely too



late, and the station has played its last. Then
comes the heartbeat of silence, the song, and
the compass is out of his pocket before he even
registers it, the spell tumbling from his lips. He
makes the place within that first row of stalks by
the edge of the road and the spot in the middle
of the cornfield the same spot, and steps into it.

Her voice falls away as Nax lets the magic
fade, the shortwave radio suddenly too far for
him to hear. Now it's just him and the com,
and he’s casting about for the transmitter.

He doesn’t need to hear the broadcast to

feel the resonance of High Speech all around
him. It’s here somewhere. It has to be. He's
casting about for other minds, but he’s the only
person around for acres. He's scrabbling for
soundwaves, but they're not where they were a
moment ago.

It's moved again. God damn it.

Nax sinks to his knees in the sandy soil. He
gropes for the signal, scrawling runes in the
dirt to boost his awareness, humming the bars
of that odd little tune as though he can call
the voice back to him. But it's gone. The High
Speech hidden beneath-within-around the
numbers still buzzes against his consciousness,
but even that's fading — the echo of magic
done. He almost wishes Tessa were here; his
familiarity with Time is shaky at best. She’'d
know what to do.

Instead, he will go back to the car and wait until
the clock strikes three, triangulate again, and
get back on the road. He doesn’t need his Witch
friend here to spin out that particular tale.

] could give up, he thinks. He's tired, wrung
out, half a week of crap food and unfamiliar
beds taking their toll. He could get on the

road and head toward home, like he'd almost
done yesterday. Get there mid-morning if he's
conservative with the magic or call Tessa and
have her scope out an unlit comer of a rest stop
parking lot he can teleport right into, Paradox be
damned. Shit, he could step right into his own
backyard at this time of night. Tell Sam the car
broke down and he caught a ride home from
the towing company.

He could do it, but as he stands and brushes off
his dirty knees, he checks the time and sees it's
just after two-thirty. No matter what he does,
he’ll be in the car when the next broadcast
starts. The need to know surges, and Nax tells
himself he’ll keep the idea of going home in his
pocket, that if the next signal is more than four
hours’ drive away, he'll let some other sucker
solve this one.

Okay, more than six.

By the time he gets back to the car, he's feeling
better. Every good journey has its crisis-of-faith
moment, right? He needs a good night's sleep
and a decent breakfast. This isn't the kind of
decision to make in the dead of night. Besides,
he's so close to figuring it out. He's sure of it.

It's only later, as he tumbles into bed in a chain
motel (fully clothed, dirt in his shoes and strands
of com silk in his hair) that a terrible pun comes
to him, something about being surrounded by
all those ears and not being able to hear the
broadcast. Sam would get a chuckle out of that,
he thinks, but he can never tell Sam the truth
behind this strange quest of his. Maybe he can
turn it into a funny work anecdote. Maybe—

Shit. ] forgot to call home.

7\ .
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"Sweetie, you look like shit.”

"This is why 1 hate FaceTime, Sam. It was a late
night, is all.”

"Are they going to let you come home anytime
soon?”

“You're making the Bad News face.”

"] fucking hate FaceTime. Have ] mentioned
that?”

“How much longer?”

"l don't... ] don't know yet. Every time ] think I'm
near the end, something changes. 1 can’t get a
handle on it.”



“Tell your boss you need a couple of days to
step back from it, see it with fresh eyes. Or, hell,
I'll tell him.”

“If only it were that easy.”
"] miss you.”

"] miss you, too, babe. I'm trying real hard to
get home to you, okay?”

\\Okoy. 4

Sam doesn’t call him on his lying face, though
if he can make out the Bad News one, he can
definitely make out the lying one.

Four hours turned into six turned into twelve
turned into another three days. Another three
stops where the signal fizzled out before Nax
could get to its source. He's thought about
‘porting straight to it, cut across all those miles
in an eyeblink and be done with this, but it feels
wrong. Like he’s cheating if he does that.

So he takes the long way around, the Sleepers’
way, the way that — he fears — reinforces the
Lie so he can get to some kind of truth. He
hopes it will be worth it, in the end.

The images the High Speech conjures in

his mind all have to do with liminality and
transition. He wonders if that's why he can't
shake the feeling of not being anywhere. He's
moving, always moving, and even the times he
shuts the car off and walks away awhile, he's
figuring out where he’s heading next.

Sometimes, especially on long, unlit stretches
in the dead of night, Nax is certain he truly isn't
anywhere — as though the darkness on either
side of the road is endless void rather than

the absence of light. Other times, he's sure the
highways he's cruising along aren’t on U.S. soil
anymore, maybe not even on Earth. Maybe he's
on Mars, in another galaxy, another universe,
another dimension. Perhaps, rather than
pavement, the road beneath him is composed
of abstract concepts: bravery, free will, pride.

Calls home are tense. Rather than fight, Sam's
refrained from picking up the last couple of

times. Nax knows he's there, listening to the
machine. Checking on your husband when
you're a Mastigos is as easy as breathing.
Easier than, maybe. But rather than keep
scrying and see the hurt on his husband's face,
he pretends Sam’s simply not home. That's

easier, too.

9:32 A.M. I'm almost done here. If I don’t have
what I need by Friday, I'm coming home no
matter what.

2:14 P.M. Babe, are you okay?
8:52 P.M. Are *xwe?*

The restaurant has four thousand locations
across the country, strung along the interstates
like the kitschiest pearls. The food's good,
though. Coffee’s strong, wait staff’s friendly. 1t's
disconcerting how alike they all are. It's more
than the building’s layout; every item in the gift
shop is the same, displayed in the same spot
no matter if he’s in Jowa or New Jersey. He
wonders if they're identical down to the inch.

The waiter keeps the coffee coming, brings him
a slice of pie free of charge because “you look
like you could use a little kindness.” Maybe it's
because he’s alternating between staring at his
phone and fiddling with the shortwave radio,

its volume turned low. He missed the signal by
seconds last night, but it's nearly Friday, and he
can’t break another promise to Sam. But he’s so
close.

His phone buzzes, but it's not Sam. It's Tessa.
Fill up early, she's texted. Just a feeling. Like
Witches ever "just” have feelings.

Before he goes, the waiter gives him a to-go cup
for his coffee. “You remind me of someone,” the
waiter says. “"Guy who used to come around
here once a month or so. One of those guys who
lived on the road, you know?”

"l have a home. I'm from Maryland.”

“You're a long way from Maryland.”



Nax grunts.

“Anyway, | put you in his booth because

] thought you were him at first. He was

nice. Used to say how he never liked being
anywhere. Or, wait, no. He liked never being
anywhere. There's a difference. He had a radio
like yours, except he had a microphone.”

That makes Nax peel his eyes from his phone.
"Does this guy have a name?” Now that he's
paying attention, he sees how the other man’s
eyes have glazed over, the slight furrow of his
brow that says something’s eluding him. Nax
lightly taps a rhythm on the table, reaches out
to see what's going on in the waiter’s mind.

It's slippery. Like he’s trying to latch onto a
thought, but his brain keeps sliding off it. It's not
a spell, but neither is it entirely of this world. "]
don’t remember his name. lt's been a long time
since 1 saw him.”

“You said he had a circuit. Do you know where
he usually went from here?”

The waiter struggles with it. When he finally
spits out, "North. Through the mountains,” he
sags like he's just run a marathon.

Nax leaves him a 20-dollar tip.

Half an hour later, he’s tearing along the
highway, barely slowing down when the road
curves. The broadcast starts, the song he finally
recognizes as an older version of his and Sam’s
wedding song. As the numbers start, the car
sputters to a stop. Too late, he remembers
Tessa’s text. Nax tumns on the hazards and
guides it to the shoulder, cursing the whole
time. When he gets out, he brings the shortwave
with him, pops out his compass. Except, he
doesn’t need either. He can hear the numbers
without the radio. Just ahead, coming out of
the dark.

The scenery around him is gone. Before, the
mountains were dark shapes against a darker
sky. Now it's all blackness, except the flashing
of the hazards. The light catches a shape on the
ground, not a radio, but an antenna, stuck into
the dirt at the edge of the road. As Nax comes

closer, he realizes it's not metal, but crystal. He
plucks it from the ground, feels the words settle
around him. Into him. Nowhere. Everywhere.
In-between.

Standing in this no-place, Nax understands at
last. The numbers, the Speech, they're echoes
of an Ascension. He’s not sure whose — not
yet — but that’s a Mystery for another day. The
highway returns as he trudges back to the car,
clutching the length of crystal. It's quiet now,
the broadcast over. He hears an 18-wheeler
approaching, sticks his thumb out.

He's tired of not being anywhere. He wants
to go home. He wants to sleep for a week. He
wants to see Sam.

Y
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"Babe?”
“Where are you calling from this time?”
“Look outside.”

“You aren’t... Oh my god, you are. 1 thought you
were still two days away!”

"] took a lot of shortcuts. 1 missed you.”
"] missed you, t00.”

They're on the couch, curled around one
another, when the shortwave squawks.
Different frequency. Different song. Different
voice. But the numbers are there, and woven
around them, words in High Speech. Sam
frowns. "Bad recording?”

Nax — Glen, now that he’s back home —
reaches over and switches it off. He only
hesitates a moment. The pull will come back
again, he knows, and he'll go chasing it. Unlike
his Ascended predecessor, Nax likes being
somewhere just fine. Especially right here,

with Sam.



The universe is full of magical things patiently waiting for our wits to gro.w sharper.
— Eden Phillpotts, A Shadow Passes

_The world is a Lie, but the Awakened have glimpsed Truth. In
every Mystery, every supernatural creature, every spell, mages see
the signs of sorcery. The Supernal World is everywhere, hidden
behind the Fallen Worlds of material reality and ephemeral
realm alike. Once Awakened, all a mage must do is call on her
Sight and the Supernal is there, revealing the symbols around
everything from the most mundane human life to the strangest
Mystery. The Awakened know full well almost none of the Mys-
teries they explore are caused by the Supernal, but their insight
blesses them with the tools to examine almost anything. A tree
that raises anything buried in front of its roots from the dead is
covered in symbols of the Primal Wild and Stygia, but the mage
who found it knows it probably wasn’t the result of Awakened
magic. An Obrimos tracks the shining trail left by ball lightning
in the Aether, but knows he’s seeing a symptom, not a cause.
From their first studies with the Orders, mages learn that their
tools are not responsible for everything. '

This book is about the exceptions to that rule.

'Themez
Hi&&en Com [@Xities
np

As every initiate learns, the Supernal Realm is hidden behind
the Abyss; it only manifests when mages use their Sight to see
its shallows, or their spells and summoning circles to bring it
fully into the Fallen. Each of the five Supernal Worlds is the
world-shaped manifestation of a deeper Supernal Realm, each
one made of two Arcana. Easy. Logical. Makes sense. You can
draw a diagram of it and relax, knowing that the Tellurian is

" an orderly place.
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Except, of course, that Emanations and Verges exist. Mana
pools in Hallows. Artifacts have crept into Fallen reality far
beyond the numbers explicable by the gifts of summoned en-
tities and the product of archmasters. Like a student entering
postgraduate study and learning that his lessons so far have been
vastly simplified for his level of understanding, mages quickly

.realize that the interaction of Supernal and Fallen is not as

predictable as their first teachers described.

This book is about the nails that stick up, the things working
in defiance of the Orders’ theories. The enigmas that draw
mages in, tempting them to Obsession and hubris. Some mages
specialize in these Mysteries and understand them more than
their peers: devoted. crafters, mages who explore the depths
of their Paths, Curators and Lorehouse Keepers who spend
lifetimes cataloging Grimoires and studying Artifacts. Though
some things elude even them, they’re the professors and doc-
tors to other mages’ postgrads.

MOO(L Closeto Home

Supernal Mysteries are personal to mages. It’s their meta-
physical backyard. An Obrimos can accept she doesn’t know
anything about vampires far more readily than she can face a
manifestation of the Aether that doesn’t make sense. Not only
do the things in this book challenge mages in their area of
expertise, but they're the only ones who can confront them.
Any Sleeper with an abundance of bravery and a deficit of
common sense can hunt ghosts, but only a mage can confront
a Stygian Mystery.




Contents

This Introduction sets the scene, discusses the finer details
of Supernal cosmology, describes the ruling Exarchs of the
Supernal, and defines some of the specialist terms mages have
invented for the Mysteries described in this book.

Chapter One: The Supernal Worlds covers the five Supernal
Worlds, expands on Mage’s rules for Mage Sight and Supernal
Entities, and describes the Mystery of High Speech.

Chapter Two: The Mage’s Tools expands the Yantras from
Mage into new uses of time, place sacrament, and tool.

Chapter Three: The Crafter’s Trade covers the persistent
magical effects created by magic within the known Practices; the
Perfected metals, Enhanced Items, and Imbued Items; and the
social aspects of magical-item creation among the Awakened.

Chapter Four: The Wealth of Knowledge is about the vast leg-
acy of past Obsessions a modern member of an Order inherits;
rotes and advanced rotecraft, Grimoires, soul stones, the Nim-
bus, and the storehouses of magical resources the Orders hoard.

" Chapter Five: The Manifest Supernal is about those Super-
nal Mysteries that do, in defiance of beginning mage’s lessons,
sit in the Fallen World. Artifacts, Hallows, Verges, Emanation
Realms, the creations of archmasters, ruins of the Time Before,
living expressions of magic, secret peoples, and the tyrannical
reign of the Exarchs. '

Finally, Chapter Six: Awakening is about just that; thé great
Mystery all mages have experienced. The lore surrounding
Awakenings, how mages might observe and follow an Awakening
in progress, attempts to trigger or discourage them, the terrible
consequences for one gone wrong, and advice for Awakening
existing Sleeper or Sleepwalker characters in play.

Advanced

Supema[ CosmO[ogy

Chapter Two of Mage: The Awakening Second Edition
describes the Fallen and Supernal Worlds as mages regularly en-
counter them; the material or éphemeral realms of phenomena
making up the Fallen World, and the Supernal World of mean-
ing mages see when they look on those phenomena through
their Mage Sight. Dedicated students of Supernal Mysteries
among the Orders soon find the explanations they learned as
Initiates and Apprentices fall short, and the full extent of the
Orders’ knowledge about the Supernal is both more and less
than the version most mages use for convenience. That version
is useful for mages in the manner of scientists using Newtonian
physics — it’s good enough for most day-to-day purposes, but the
truth is more convoluted.

Getting a full picture of the Supernal Realm has one major
complication: no human mind or soul can experience it without
suffering annihilation. The only direct sources the Orders have
for the Supernal Realm are the recorded Awakening experiences

of those members who had a Supernal Journey Awakening, and
no two are alike. Supernal researchers mix those with prized
secondary sources. These include interviews with unusually
talkative Supernal entities and the accumulated evidence of over
two thousand years’ Mysteries. The Orders also cling to the few
times archmasters have spoken or written about their ability to
enter the Supernal Realm temporarily, foremost among them
the Corpus Mysteriorum, the foundational text of the Mysterium.
The Corpus was penned by an anonymous archmaster in the
Middle Ages and — among its rotes and reflections on magic —
contains a detailed description of cosmological workings lesser
mages cannot even perceive. Last, much to the chagrin of the
Pentacle, are the Exarchs themselves. The tyrant-symbols of the
Lie never leave the Supernal Realm, not even appearing in the
Supernal Worlds, but they do send Ochemata, lesser servant
entities, and dream-visions to Seer Prelates. A persistent rumor
speaks of Emanations linked to the Iron Seals, and sometimes
Pentacle mages witness Exarchal miracles or acquire accounts
after the fact.

Put all that together, argue about it at Convocations for a few
centuries, and the Orders’ model of the universe looks like this:

The first thing to realize about the Supernal Realm is that it
isn’t a Realm at all. It’s easy for a beginning mage to think of
her power coming from a place like the Shadow or Underworld,
but the Supernal isn’t really a place. It’s a way of looking at the
universe. A mage can be lost for years in the Underworld, at
the very edge of the Astral, or as far as she can go in the Shad-
ow’s unmapped sky, but her Mage Sight will always reveal the
Supernal World of her Path, waiting for her behind everything.

Just as it isn’t a place, the Supernal isn’t an idea or a concept
either. Mages are well used to traveling inside ideas thanks to the
Astral Realms, and Shadow-born spirits gorge on the essence re-
lating to their concepts. Clearly, the Supernal is something else.

~ Think of a triangle. A simple polygon, three edges and three
vertices. Everyone knows what a triangle is, everyone can point
to a triangular object or pattern and recognize it. But within
the scope of “a triangle,” an infinite number of triangles exist of
different sizes and angles. Even then, no perfect triangle exists
anywhere in the universe. Every single one will have a flaw, no
matter how infinitesimal.

Now extend that to a cat. Or a human being. Or love.

The Supernal is the truth; in the example, it is the true,
perfect triangle existing nowhere in Fallen reality, but it acts as
the definition for its infinite imperfect reflections. The Fallen
World is named for its Abyss-damaged and Lie-clouded state,
but it could also be called a World of Phenomena. It is where
things exist, while the Supernal is how they are defined. The
two are locked together, relying on one another. Mages argue
passionately about which takes precedence — change the Su-
pernal, say the Diamond and Seers, and everything defined by
the symbol you change must then change in turn. Change the
phenomena, say the Free Council, Tremere, and Scelesti, and
the definitions must follow.

Mages often speak of one Supernal World and five Supernal
Realms defined by Path. Others of five Worlds and one Realm.

In truth, there’s as many Worlds as mages and only one Realm,
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but both can be divided into five parts. The Supernal Realm
is all the symbols of everything that can exist. Each of the five
Paths reveals a large set of those symbols, which are then expe-
rienced by a mage looking into the Supernal World with her
Sight and viewing phenomena they define. It’s easy to think of
Pandemonium as separate to the Aether, Arcadia, Primal Wild,
and Stygia based on the experiences of mages in the Fallen
World, but there’s absolutely no evidence to suggest that the
Supernal Realmis so subdivided, and lots of implication from
archmasters and Exarchal sources that it isn’t. Those sources
instead refer to individual symbolic landscapes classed by bare-
ly-understood criteria; Dhatus, Exarchates, Cintamani, and othet,
rarer terms. The best known, thanks to the Corpus Mysteriorum
- using it, is Lustrum, defined in its pages as the translation of a
single Supernal symbol into a phenomenon a Fallen being can
interact with. Awakened theoreticians describe Lustrums'as the
reverse of more familiar things like Shadow Names and Yantras
—while the Awakened spend great effort putting themselves and
their work in Supernal Terms, a Lustrum is the Supernal Realm
putting on a mask of being a place, thing, or being. The only
ones most mages will ever encounter are their Watchtowers,
during their Awakenings. Outside of bizarre Mysteries involving
deep Emanation Realms, mages only glimpse other Lustrums in
Awakenings gone terribly wrong or in the actions of extremely
powerful Supernal Entities.

Upon learning about the Awakened, other supernatural
beings often assume mages must want to leave the Fallen for
the Supernal, but an educated mage knows that’s suicidal.
Nothing survives unprotected contact with the Supernal Realm.
Entering it is not as difficult as many assume — every Emanation
Realm has'an Iris to it as its heart. Everyone and everything
that has ever gone through, however, vanishes, and in many
cases suffers additional effects; memory of the ill-fated voyager
becomes subject to Quiescence, or history quietly rearranges so
they never existed beyond subtle Mysteries of time. Awakened
scholars theorize that travelers into the Supernal conflict with
the symbols of themselves, damaging them and erasing them-
selves from existence in the process. The way that ruins of the
Time Before persist despite having impossible histories, and
the strange effects suffered by a small minority of mages upon
Awakening, point those scholars to a concept the Corpus calls
- Aponoia; whether the Supernal creates the Fallen or the other
way around, interacting with the raw symbols of creation without
a Watchtower’s protection alters the Fallen World, irrevocably
and often retroactively. Entering the Supernal safely involves
somehow becoming a symbol oneself; the definition of Ascen-
sion. For a mage seeking to leave the Fallen, no shortcut is safe.

Higher P OWers

The Temenos contains Goetia of every deity imagined by
humanity, and of every other primordial concept. The siblings
Luna and Helios rule over Earth’s Shadow from its sky, and
ghosts huddled in the riverside cities of the Underworld whisper
of Chthonic Gods. In strange places, gears pierce the skin of
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the world watched over by metal “angels,” and long-dead cultists
from a vanished-desert kingdom return again and again from a
Lower Depth, driven to sacrifice to their hungry patrons. The
Fallen World has an abundance of gods whose individual power
must not be underestimated. To the Orders, however, these
beings are worthy of respect, even obedience in extremis, but
not worship. The true gods are in the Supernal, but to most
mages that isn’t a comfort.

TI’[@ EX(’;\I‘C}‘IS

God-Tyrants of the Lie, hidden chiefs of the Supernal Realm,
symbols of human oppression. Whether they’te the enemy,
the symbol of humanity turned against itself, or the objects of
worship and devotion, all three sects collect lore on the Exarchs
and watch for their machinations — the better to oppose or
serve them. The Seers have the overwhelming advantage in this
area of Awakened study, but enough captured or defected Seers
have been debriefed by Pentacle mages for basic knowledge of
the Exarchs — the Iron Seals’ titles, the existence of Prelacies
and Ochemata — to be widespread. More dedicated researchers
collect individual omens, incident reports, and evidence, chasing
the never-ending Mysteries of the Tyrants’ plans. Most Diamond
Orders restrict access to quantity of Exarchal lore, not quality. A
cabal might have genuine need of an intercepted prophecy but
asking the Mysterium for all such prophecies leads to a cabal
being suspected of Seer loyalties, at least until they prove they
can be trusted.

Contrary to many a young Libertine’s wish that they turn

-out to be mythical, the Exarchs’ existence is not in dispute, and

any reasonably experienced mage has seen some signs of their
Supernal reign. As a rule, the Exarchs are neither blatant nor
silent. For whatever reason, they prefer to operate in the Fallen
World by indirect means — reserving direct communication for
favored Seers of the Throne and other supernatural servants
— and the missions those immediate slaves carry out reinforce
the Lie oppressing everyone else. Most individuals, even those
who’ve made opposing the Tyrants their life’s work, are beneath
the Exarchs’ notice, but when direct intervention does happen,
it comes swiftly, without warning, and with apocalyptic brutality.
An individual Pentacle mage might be the sworn enemy of a
dozen Pylons for decades without Supernal incident, unknow-
ingly cross a line one day that makes a true nuisance of herself,
and be murdered by hostile Supernal entities within hours.

T}le ll’Oﬂ SQ&[S

Seers of the Throne construct elaborate hagiographies of
Exarchs, describing thousands of Ascended masters in a celestial
Iron Pyramid of subservience and power, but the true number
of the Exarchs is unknowable, if indeed they have what a human
mind can comprehend as individual existences at all. Where
the Exarchs touch the Fallen World directly — the Oneiroi of
Prelates, Exarchate Emanation Realms, the presence of their
Ochemata — the Supernal World warps, imprinting with com-
plex High Speech runes visible under Mage Sight. The Seers
traditionally render these runes in iron, taking them as the




Exarchs’ names and using what small portion can be translated
into human speech as informal titles. Many Pentacle mages
suspect that the Seals are like Lustrums or Shadow Names,
roles the Exarchs take on to communicate with their servants.

The Seers record ten major Iron Seals, one for each Arcanum,
and prohibit worship of an eleventh. Each Exarch is a complex
Supernal symbol of a form of human oppression and control,
open to interpretation, and the Ministries and Pylons often
disagree about finer details or list additional Exarchs. Although
grouped by Arcana, the Exarchs transcend Path. An Obrimos
Seer seeing an Exarchal Mystery of Space would still describe it
as the work of the Eye.

¢ The Chancellor (Matter): Queen of numbers and mea-
sures, the Chancellor symbolizes the commodification of
all material things, even people. Everything has a price.
Everyone can be bought. Everything is owned. He is
served by the Mammon and Pantechnicon Ministries.

¢ The Eye (Space): Symbol of omniscience and acting
from afar, the Eye symbolizes scrutiny by authority and
authority through surveillance. She knows your secrets,
and he is always, always watching. She is served by the
Panopticon and Phemian Ministries.

e The Father (Prime): Judgement. Authority. Dogma.
The Father symbolizes blind faith and obedience to iron-
clad rules and commandments in all forms, especially
religious, and is one of the most worshipped Exarchs as
a result. He is served by the Paternoster and Dolusian
Ministries.

¢ The General (Forces): Symbol of control through vio-
lence, division by bloodshed, and oppression through the
threat of physical force, the General teaches that might
makes right, and commands his Seers to stir hatred into
action and hurt into retribution, ripping humanity apart.
She is served by the Praetorian and Herodian Ministries.

¢ The Nemesis (Spirit): The law of unintended conse-
quences. Calamity from hidden events. Control through
secrets. The fear that your life is determined by forces
you cannot comprehend. The Nemesis represents not
so much the Shadow World as the Gauntlet, keeping
humanity ignorant of the monsters their actions breed in
the Shadow. He is served by the Orphean Ministry and
was served by the recently-destroyed Geryon Ministry.

¢ The Prophet (Time): Great Man of History, the Prophet

instills hopelessness in the face of progress, the idea that

- only a handful of chosen individuals can shape events and

everyone else must follow or be crushed. She is served by
the Horologian and Kyrian Ministries

¢ The Psychopomp (Death): Symbolizing the fear of death,
the Psychopomp is every guardian of every afterlife from
Anubis to St Peter; the idea that only an elect may enter
heaven, and that flouting the Exarchs’ rules on earth

Other Exarchs

The chief Exarchs of each Arcanum are not the
only Iron Seals. The Seers recognize an eleventh
major Exarch called the Gate, who symbolizes
Paradox and the Abyss, but the other Exarchs
are very clear that their servants must never wor-
ship him or accept Mystery Commands from her.
Nevertheless, worship of the Gate is rife among
LlefrtHanded = Seer Legacies and former-Seer
Scelesti.

Other Iron Seals encountered by Pentacle mag-
es or recorded in captured Seer libraries include
the Monarch, the Rani, the Stranger, the Traveler,
the Mother, the Cannibal, the Destroyer, the
Tutor, the Judge, the Progenitor, the Surgeon, the
Hierophant, and the Predator. It is unknown how
many of these are aliases or alternate translations
for the major Seals. At least two (the Rani and the
Progenitor) are thought to be Ascended Seers of
the Throne.

leads to punishment or destruction. He is served by the
Rhadamantian Ministry.

e The Raptor (Life): Symbolizing the subordination of
free will to instinct, the Raptor teaches that humans
are mere machines of meat following natural law. He
encourages people to think of themselves as “alphas” or
couch business dealings as predator and prey, to act on
their impulses and resign themselves to being “sheep”
preyed on by the strong. She is served by the Sycorian
Ministry.

e The Ruin (Fate): Symbol of control through hopeless-
ness, the Ruin is the Exarch of entropy, decay, and cyn-
icism. They direct Seers to crush the dreams of Sleepers
and make it seem their mistake was dreaming at all. He
is served by the Kyrian and Peirasmon Ministries

* The Unity (Mind): Symbol of conformity and uniformi-
ty, fear of the other, and control through nationalism,
xenophobia, and fascism, the Unity promotes impersonal
authorities from banks, to corporations, to nation states,
and teaches humans to shackle themselves to the will of
the crowd. He is served by the Hegemonic and Logothetes
Ministries.

Thé De{eatecl éncl De{iant

The Exarchs aren’t the only Supernal gods, but they're by
far the most active. Seer legend speaks of a great titanomachy
during the Time Before, when the Exarchs-to-be waged war on
the Supernal and destroyed or imprisoned most of the gods.
Modern mages take the most powerful Bound to be among the
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defeated gods, exiled from the Supernal and imprisoned by the
victorious Exarchs. Other Supernal gods survive by accepting
the Exarchs’ rule, or by simply not conflicting with them, which
means not contacting the Fallen World or answering the entreat-
ies of desperate mages. Still, Artifacts linked to Supernal gods
do find their way into the Fallen World on occasion, and some
mages claim to have been contacted by Supernal entities acting
as the representatives of still-defiant gods.

Other Supernal actors have more recognizably human origins.
Archmasters may enter the Supernal Realm and deal directly
with the gods, and their manipulations of other mages can be
hard to tell apart from those of native entities.

The main opposition to the Exarchs, though, are the Watch-
" towers. The Exarchs have commanded their Seers to conquer
and control the Watchtowers since the first Exarch cultist de-
veloped a Prelacy, without any appreciable success. Doctrinaire
Silver Ladder mages (and believers in other Orders) describe
the Watchtowers as the creation of Oracles: Ascended mages
from the Time Before who chased the Exarchs into the Supernal
and built the Watchtowers to guide those who came after out
of the Fallen World. If the Oracles still exist, however, they are
silent, and no summoned Supernal entity or archmaster has
acknowledged their presence in the Supernal Realm. Their ex-
istence is a hypothesis based on a noted absence in the Orders’
understanding of the universe. According to archaeomancers,
mages did not Awaken to Watchtowers in the Time Before, so
something changed during the Fall. Only Supernal beings equal
or greater to the Exarchs’ power could build the Watchtowers,
and the Diamond are not so pessimistic about human nature
to assume that every mage who Ascended in the Fall joined
the enemy. The Oracles, then, are the missing “good Exarchs,”
the wise Kings of Atlantis who made it possible for humans to
Awaken even through their counterparts’ Lie.

The Silver Ladder names the five Oracles with symbolic titles,
developing elaborate allegorical tales about them as teaching
tools for new théarchs. Other Diamond mages don’t usually
buy into the myth to that extent and state more clearly to their
apprentices that the Oracles are a theory. The other Orders
reject the myth; the Free Council see the Watchtowers as sym-
bols of human inspiration, no creator necessary other than
Fallen civilization, and the Seers assume that the Watchtowers
" are simply the Exarch’s own creation or pre-existing Supernal
Realms brought forth in the Fall as counterweights to the Abyss.

The Ladder’s names for the Oracles are;

¢ The Youthful King of Thorns (Acanthus)

¢ The King of the Burning Voice (Mastigos)

e The Sorrowful King in Gray (Moros)

. Tile Star-Cloaked King of Thunder (Obrimos)

¢ The Throneless King of the Heart (Thyrsus)
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Lexicon

Adyton: The symbolic journey, challenges, and entities
encountered by someone undergoing an Awakening. The “nar-
rative” of that Awakening. Many Pentacle mages will observe
an Awakening given the chance, but the Orders frown upon
actively becoming part of the Adyton.

Aedes: A symbol-environment based entirely in one of the
Supernal Worlds, only experienced by mages of the correct Path
using their Mage Sight. e.g. Arcadia’s thorns.

Alethian: A mage whose focus of obsession is the study of
Awakening itself. - .

Ananke: A living spell of Time and Fate, created by an arch-
master, that encourages a specific vision of the future to come
about by persuasion and alterations to destiny.

Annullity: A negative demesne. that suppresses the inferior
Arcanum associated with its soul stones’ Path rather than en-
hancing the Ruling Arcana. '

Aponoia: Alteration to the Fallen World caused by interfer-
ing with the Supernal Realm, most often accidentally during a
metamorphic Awakening.

Ars Novum: The principle of substituting modern symbols for
Path and Order tools by experimental mages exploring Yantras.

Astra: An Artifact tied to a Supernal god as part of its panoply.

Basilisk: A form of High Speech runes used as a Yantra
to trigger the start of a spell, not the end of one as in more

_orthodox casting.

Boon: A supernatural ability possessed by a Supernal entity
above and beyond its Arcana, used on behalf of a summoner
who succeeds at the entity’s trial.

Daimonomikon: A specialized Grimoire that teaches a Legacy
instead of rotes. '

Defiler: A mage guilty of damaging another’s Awakening via
intrusion into the Adyton.

Eidoform: An artifact which draws on the perfect Supernal
symbol of its nature rather than cast spells.

Iron Seal: The High-Speech name of an Exarch, manifesting
as an Aedes in locations under its direct interest.

Lucid: The unique state of being found in someone undergo-
ing an Awakening, neither Sleeping nor Awakened.

Lustrum: A single symbol of the pure Supernal Realm man-
ifesting as an environment or creature, such as the Watchtower
in a mage’s Awakening.

Manteion: A Fallen World location which is also a Supernal
symbol, acting as a Yantra to spells following its legend.

metamorphic Awakening: An Awakening in which the new
mage returns to a changed Fallen World or is herself changed
beyond becoming a mage.




"

Ochema: an avatar-form projection of a higher Supernal be-

ing, usually an Exarch, into the Fallen World. Plural Ochemata.

; obligatior;:' a behavioral taboo or oath that a mage upholds
for symbolic purposes, serving as a Yantra

Oracle: the legendary Supernal beings (often said to be As-
cended mages in opposition to the Exarchs) who built, revealed,
or transformed into the Watchtowers. '

Palimpsest: A Grimoire written over the remains of an earlier
Grimoire, resulting in twisted, unpredictable rotes.

‘Perfected Material: Purified Fallen World substances that
reflect the Supernal truths of those substances, used for making
Imbued Items and for their own properties. e.g. Orichalcum,
the Perfected form of gold.

Pneuma: The raw, undifferentiated power of the Supernal,
counterpart to the Fallen World’s Mana.
_ Profane Form: The recurring symbolism behind Exarch-grant-
ed Artifacts, thought by Seers to represenF the magical tools of
the Time Before. Rings, Robes, Scepters, Crowns, and Thrones.

Prospect: Someone being tracked by an Order as a possible
future Awakening. _ .

Sarira: The crystalline, Tass-like substance left behind after a
successful Ascension, formed from the vanished mage’s Nimbus.

Tripod: Also called the Trimurti, the “three pillars” of causing
an Awakening; a prepared soul, a confrontation with the Lie,
and the intercession of a Watchtower. '
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Cheiron was dead, and his killer left behind a song.

It was a city song, that much was obvious: all traffic noise and buzzing wires, and
whoever killed him had managed to hide their signature in that urban susurrus. That
meant it was one of us, and that was as good a place to start as any.

I'left Hunyadi to tend to the body and set out to run the song to ground. Whoever
made it was good at covering their tracks. I nearly lost the tune at St. James, but'1
picked'it up again heading south on'Wabash. It led me through the financial district and
into back alleys, places that stank of greed and desperation and the choking, crushing
pressure to be more. One by one, the false strands fell away, leaving nothing but a
shrill, atonal wailing note that made my eardrums ache and my heart seize up. A killing
curse, then. Odd — Cheiron was meticulous (Hunyadi said “paranoid”) about keeping
himself warded against magical attack. Poured water over the image of Horus and used
Four Thieves Vinegar every day.

I'kept running. Kept'picking at that'last note, looking for what it was hiding. I sang
till my throat was raw, danced till my bare feet bled on the pavement, beat time on my
own bones. Beasts came, drawn by my exertions. Crow watched me from Dumpster’s lip,
perched lightly in case Dumpster got hungry for more than the discarded and forgotten.
The song twisted like a snake and | thought I'd lose it, maybe have toigo crawling to
Noaidi and ask her to help me crack it, when all at once like a key turning a lock my
perceptions shifted and 1 knew. That atonal shriek resolved into a frantic, arrhythmic
beeping and a synesthetic smell of disinfectant and ozone.

Stillheart. The Stopped Metronome. Nasty little heart attack from the Other Side.
That explained the how — Cheiron never had much knack for spirit-wards — but not the
why. We had no beef with Stillheart. Hell, as far as 1 knew, Cheiron didn’t even know it
existed, and 1 couldn’t see Stillheart leaving its cushy spot at St.

Joseph’s cardiac ward to kill some random sorcerer.

No, this had all the stink of an inside job.
Who did 1 know whoi could bind something
like Stillheart? It was a depressingly long list.
Leaving myself aside as a suspect for the
time being, I could think of at least seven,
including two Councilors and the Adamant
Sage. Not, in other words, people you
go around accusing without damn solid
evidence.

I turned my feet toward the hospital and
started walking. I knew Stillheart’s song
now, and that gave me power over him.
And whatever asshole killed my friend?

Well, they had a song too.
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The use of travelling is to regulate imagination by reality,
and instead of thinking how things may be, to see them as they are.

— Samuel Johnson

To be Awakened is to see the world with opened eyes, to
hear with unstopped ears, to touch the sublime truth behind
the Lie. The Wise call it Mage Sight, but that can’t do it full
justice. A man might put out his own eyes and lose his vision,
but the Supernal remains, imprinted on the dark. It is the one
universal commonality that binds all the Awakened, no matter
their Path, Order, or personal magical style.

It is also an experience unique to every individual mage. Path
influences it, but the subtle perceptions of the hidden Truth
are as individual as a mage’s Nimbus. Two Acanthus seldom see
Fate’s working in the same way, let alone an Acanthus and an
Obrimos, and the libraries of the Mysterium are full to bursting
with treatises on Supernal lexicography.

This individuality means it’s impossible for mages to 1eam how
to use the Sight from a book or a lecture; a master telling you
+ to listen for strains of discordant music when analyzing a Com-
pelling spell does no good if the Supernal reveals itself to you
in the acrid, chemical smells of a laboratory. Like any Mystery,
one can only fully comprehend Mage Sight by experiencing it.

\/{sions o{ Trut}]

Every mage walks her own road to enlightenment, but those
roads follow five Paths through five Supernal Worlds. Each Path
leaves its mark on the soul differently, and filters truth through
its own metaphors. Mage: The Awakening Second Edition
describes how mages perceive the influences of their Ruling
Arcana on the world; here we’ll talk about the deeper truths of
- each Realm, and how-mages of each Path might perceive the
other eight Arcana.
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Semiotic Arguments

It's worth calling out here that while the
expetience of using Mage Sight is unique to
individual mages, the results are not. Two mages
examining the same Mystery, even under wildly
different Mage Sights, are perfectly capable
of comparing notes on what they've learned;
it's only when they start talking about how they
learned it that the difference becomes apparent.

Arcaclta
<upemal \X/oru o{ the /A\canthus

The world is a story, and like any narrative it’s made of choices
and their consequences. In Arcadia, all that is or might be'is
spun from the loom of Fate, woven into the tapestry of Time.

Acanthus see the world as an infinite fractal stretching forward
and back from the present, a maze of Thorns representing decisions
deferred or longsince made that pin everyone to their current self.
Shining quicksilver cracks, jagged lightning or shimmering trails
mark paths not taken or the ripples from future decisions. Their
extent depends on the import of the decision at their center, and
how far they branch on the range of possibilities; an unavoidable,
life-altering event leaves a single, snaking, jagged line, while an
apparently insignificant event that has farreaching consequences
splits Arcadia like a bullet through glass, Thorns spreading for-




ward and backward like a lightning strike. Touching the Thorns
is painful, (seeing roads not taken always is) but allows glimpses
into myriad alternate worlds. Navigating the Thorns is difficult,
especially around people and places of great portent who shape
the world with their choices, but where the Mastigos see mazes as
a trap, a labyrinth of dead ends and false enlightenment, Acanthus
know that, no matter how tangled the path, every road through
the Thorns leads to the same destination. Every Path leads from
or to the eternal, ever-changing now.

Arcadian truth is not restricted to consequence. Where choic-
es bear distinction beyond their before and after, where Fate
plays a part, the Mists arise, snaking in wisps from the destined
to settle around the moments destiny comes into play, envel-
oping them with Arcadia’s touch and shielding them until the
event has passed, when the Mists rend apart with newly-formed
Thorns. Whether an Enchanter describes them as quantum
foam or the fog of possibility, breathing the Mists allows an
Acanthus to become part of that Destiny. The Mists ebb and
flow governed by strange tides. On the cusp of momentous
events, the fog rolls in, and the Witches know it’s time to cast
their auguries and shape the future they desire.

Other /A\rcana in /A\rcaclia

“And they lived happily ever after,” the fairy tales end. But
that’s a truncated modernization: it used to be “and they lived
happily ever after to the end of their days.” That's Death through
the lens of Arcadia — the end of the story, the ultimate destina-
tion of everyone’s fated path. A natural death is a gradual nar-
rowing of the path, so subtle it’s easy to miss, leading to a tomb
or a grave. Unexpected, premature deaths are like a trail that
suddenly leads off a cliff. Ghosts and other phenomena under
Death’s purview often seem to be made of chill mist and have
torn-off chunks of Arcadian thorn twisted around them in lieu
of the traditional chains; they’re things frozen in time that have
torn themselves away from the end Fate had in store for them.

Forces confuses Arcadian sight. Fire, lightning, thunder, and
cold signify narrative truths in Arcadia: the wrath of gods, the
chill of despair at the hero’s lowest moment. Acanthus trying to
scrutinize a Mystery of Forces find themselves going in circles,
looking for meaning where there might not be any. Especially
violent Forces phenomena (raging storms and the like) some-
times throw false positives that momentarily confuse Fate Sight;
a mage caught out in a downpour might get a vague sense of
love’s ending, or of someone’s soul hitting rock bottom and
beginning its cleansing.

To be alive is to stumble, blindly, through the Mists. Living
things grow and change, and who you are today is not who
you.were yesterday, last week, or last year. Life, in the Arcadian
view, is the eddies and whorls in the Mists. Living beings are
shapes in the fog, constantly churning, sloughing off past and
future natures just as their bodies’ cells rejuvenate. Spells that
manipulate health skewer bits of that Mist, pinning it in place
and forcing the rest of the Pattern to revolve around it: cancer
changes your fate just as much as it changes your body.

By contrast, Matter is inert, unchanging, a tool of Fate rather
than a thing of Time. Think of all the stories of objects that

brought their owners weal or woe: all the swords of kings, the
cursed diamonds, the nail thatlost the shoe that lost the horse.
In the Arcadian view, everything that appears in the story must
have a purpose in the story, and because all the world’s a story,
everything has its purpose. That's how Acanthus see Matter: ev-
ery manipulation of material property is, fundamentally, moving
the subject either closer to or farther from its destined purpose.

An Acanthus understands Mind as the emotional core of the
tale. Fate and Time describe the what of the story, but without
Mind to provide the emotional content, the whole thing falls
flat. Glimpses in the thorns reveal the subject’'s memories in
symbolic terms: a photograph in a cracked frame to symbolize
a broken relationship with his father, or cold, drizzly rain on
black umbrellas for mourning. Lunargent Thorns shine with
images of the subject’s deepest desires, making her motivations
plain to see or manipulate.

Arcadian logic is based on free will. Fate and Time are the
engines that drive reality, and they follow the decisions of the
characters, not the plot of the story. Prime, then, is the imposi-
tion of the authorial voice, setting events in motion and fueling
the engines. A story where nothing changes is a dull story, and
Acanthus see Prime in every breeze through the Mists, in every
shoot of moonsilver thorn that sprouts off in an unexpected
direction. Prime dictates the terms of the story as surely as Fate
dictates the events; it reveals the truths that drive the tale for-
ward, clears away the obstacles put in place by enemy mages, and
provides the blessed artifact that brings the story to its climax.

Both Fate and Space deal with the interconnections between
things, but to the Acanthus, Space operates on principles of
simile and symbolism rather than predestined intersections.
Where Fate’s Mists surround the subject’s destiny, sympathetic
connections are more like Chekhov’s gun: facts that, once es-
tablished, will come into the story later, usually thanks to the
Witch’s tinkering. Acanthus see sympathetic connections and
spatial anomalies as reflections, warped or otherwise — the classic
witch’s magic mirror. Mists obscure them or make them plain;
distance is meaningless when the fog is so thick you can’t see
your hand in front of your face.

All the old stories had their forbidden places: the dark woods
full of wolves, the wastes where monsters dwell, the place beyond
the safety of the firelight. Those places are the domain of Spirit,
and the Witch who masters them calls up the powers of beyond.
Mists part to reveal alien vistas, and collars of Thorns bind the
denizens of the Shadow to her will.

P ahclemonium:

Supema[ Wor[cl o£ tke Mastigos

The world does not exist. All that is the self, or rather, an
infinite multitude of selves that are in truth one self. This is the
Truth of Pandemonium: we are not beings of flesh wandering
through a world of inert matter, we are Auras, cloud-shells of
Pandemonic entities, creating individuality out of aggregates,
pulled apart by Chains of sympathy. To the Mastigos, people
are less real — or at least no more real — than the thoughts,
impulses, and desires that make up their Astral landscapes.
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That’s how Warlocks see us, when they look with the Sight: an
indistinct cloud of a thousand, a million, demons, all clashing
and ‘battling for dominance. When they sharpen their gaze,
they pick out specific demons, and by their conformation do
the Warlocks know us.

Once, the Psychonauts say, we were all part of a single, vast
Aura, our identities merely momentary dalliances between the
demonic hordes that were all of existence. But when the world
broke and the Lie fell upon it like a cage, the Exarchs snared us
with barbed hooks and lashed us around with chains that tied
us to the world and stopped our demons from dancing free.
Under Pandemonium’s Sight, the whole world is lashed by
chains: some taut and groaning, others hanging loose, jangling
in the psychic wind. All but the most enlightened are pierced
and bedecked with iron links, and to a Warlock we seem scarcely
able to move for all our connections. :

cher /A\rcana in Pan&emonium

It’s no accident ghosts are often depicted as wrapped in the
chains they forged in life. Death in Pandemonium is an absence,
a cessation of self that can be Nirvana or hell, depending.
Mastigos see death in the gaps between the Chains, in places
where connections should be. Ghosts are strangely clear to a
Warlock’s Sight; lacking an Astral connection, ghosts are frozen,
fixed in the form of whichever of their demons had control at
the moment of death. Manipulating a ghost, then, is a matter
of exploiting its connections and rattling its Chains.

Fate kinks the Chains, twisting them into arcane knots and
twining them around symbols of the subject’s destiny. Mastigos
manipulate Fate by pulling on those chains like marionette
strings, or else cutting the Gordian knots like Alexander.

Pandemonium isn’t a Christian Hell, but it does boast-its
share of howling winds, raging storms, and lakes of fire. Mastigos
understand these not as punishments for the damned, but as
crucibles in which the soul can be scoured of its weakness. This
is the Pandemonic view of Forces: neither mechanistic energy
nor the wrath of God. Mastigos conjure Forces by feeding their
own sins to the fire, purifying themselves to purify the world.

Life is the force that binds and contains the Mind; it is the
visceral counterpart to the cerebral. Pandemonium understands
- Life in much the same way it understands Mind. Each “indi-
vidual” being is really a composite of its innumerable parts,
symbiotes, and parasites, down to the mitochondria, and up to
“superorganisms” of crowds, acting as one. Living things can
thus be dissected, analyzed piece by piece to understand and
manipulate the greater whole.

Matter has only a limited place in Pandemonium. It is inert,
lacking agency or ego, and thus is the foundation of the Lie.
Only by the attachments thinking beings form to it can one really
understand Matter, and Mastigos find it difficult to manipulate
Matter unless they first frame it in the context of desire for
material things (or the abjuration thereof). Absent the human
connection, iron bars are merely iron bars.

Prime is the energy of the First Movement, the catalyzing
force that sets all things in motion. To Mastigos, that energy
is will, desire turned into action. Even more so than Obrimos,
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Warlocks anthropomorphize the Arcanum of Prime; those
under its influence seem purposeful and determined, often
garbed in some form of royal regalia. Working directly with the
energies of Prime is less like coaxing the power to bend to the
mage’s desire and more like opening the gate before a champion
greyhound. The magic wants to act upon the world, all the mage
must do is set it free.

Pandemonium readily accommodates Spirit; according to
its mysteries, spirits are those Goetia the Lie never ensnared
and bound into discrete individuals. Cut off from their Astral
siblings, they were forced to anchor themselves to lesser beings,
to the dead matter of the Lie. Some flit about the mass of hu-
manity, drawn in by the resonance of thought and deed, but
until the Lie once again dissolves, they cannot rejoin the whole.

Mastigos understand that no mind is static, they change and
grow with Time as different Goetia rise to dominance in the
struggle of existence or fall away to the depths of the subcon-
scious. They see the Time Arcanum, then, less as an absolute
principle of existence than as the spectrum of an individual’s
entire existence. Mastigos who employ the Time Arcanum see
people stretched.out in four dimensions like a vast, segmented
snake, or a cloud of darting Goetia that the sorcerer may read
like an augur.

Stygia:

Sulpema[ Woru o{ t}\e Moros

The world is a distraction. All the things we accumulate, the

“possessions, the passions, the triumphs, and the sorrows, they’ll

all fade away and be lost. This is the Realm of Matter: Moros
often see afterimages of destroyed items or corpses or look on
the world through a lens of entropy and decay. They see the
things we cling to set aside, abandoned, broken: nothing but
Shells devoid of meaning or purpose.

To the Moros, the Supernal is a still, silent place; often the
world seems to move slowly, muted sounds no more than whis-
pers, even the strongest scents are more like dim memories from
childhood. This is the realm of Death. Our destiny is to die, to
be washed clean, and to return in an endless cycle of unceas-
ing change. Until we pay the Leaden Coin and lay down our
burdens, we cannot move on, and so the Moros see us trapped
in the Crypts of our own lives; the trappings of our day-to-day
existence taking on an air of solemnity, of memoriam, as though
we’re dead before our time. Our every action is an epitaph, our
every legacy a monument. Others may remember us when we
are gone, but memory is not immortality.

Other Arcana in Stygia

Much as Acanthus see Death as the ultimate expression of
Fate, Moros see Fate as the ultimate expression of Death, or
rather the journey to it. Fate spells appear to Stygian Mage Sight
as the conveyances of the dead: ferrymen and hearses, black
dogs and owls, herding the subject toward her ultimate destiny,
however indirectly. The binding laws of the Underworld appear
here as well, from pomegranate seeds to the hooks Inanna hung




from. Moros working Fate magic often invoke imagery of figures
from Anubis to Yama, judges of the dead who hand out reward
or punishment as befits the subject’s deeds.

In the Stygian philosophy, Forces are a tool for change and
little more. Storms tear down buildings, fire clears forest and
carries away grave goods, even light corrodes and ruins ink. Mo-
ros studying Forces Mysteries can’t help but see them in terms
of what they can unmake or change, but to attribute meaning
to the storm is to seek wisdom in the alembic. It’s the process,
not the tool, which brings enlightenment.

Unlearned mages often suspect Moros of having difficulty
with Life, but nothing could be further from the truth. Life
and Death are not opposites at all, but two halves of the same
whole. Moros see Death as the active force, stripping away the
attachments of the world and rendering the soul ready for
reincarnation, and Life as the passive, resisting detachment
and stubbornly clinging to the phenomenal world. Life magic
stands out sharply to Moros Sight; it is the bright splash of
color in the world of gray, the bright, brassy tune that mocks
the funeral dirge.

Mind is a burden to Moros. It is the weight of memory binding
us in Marley’s chains, the nostalgia we cling to, the brooding
weight of history pressing down upon us. It’s called up by sense
memory, twisted by the inexorable decay of years, compelled
by haunting visions of past mistakes. To Stygian Mage Sight,
Mind might be a host of phantoms surrounding the subject,
each representing a memory or an emotion. It is sometimes an
epitaph, carved above the Crypt that traps the subject.

Prime is the universal solvent, the ultimate catalyst of disso-
lution and transmutation. Stygian Prime does not burn with
celestial fire, it bubbles and hisses, coursing along ley lines and
pooling in Hallows, leaving nothing it touches unchanged. Mo-
ros working with Prime imagine it like manipulating the tides,
as an ebb and flow of formlessness into form and back again.
The mage pulls that energy into the Fallen World at the proper
moment of its cycle and thereby enacts the change she desires.

To Moros, Space is the chief symptom of the disease their
Path seeks to treat. Like their Pandemonic cousins, Moros
often see Space in terms of chains and manacles, but where
Mastigos envision those chains stretching between people and
their attachments, Necromancers are more likely to see them
as the trappings of Dickensian ghosts, wrapped around their
unfortunate prisoners, weighing them down and preventing
them from moving on. Less esoteric applications of Space rely
on the truth that death is a journey. Moros often open portals
by paying two obols to their own personal ferryman or bind a
location by calling up the rivers of the Underworld to make an
island of it.

Spirit undercuts the core of Stygian philosophy: that material
things are dross that serve only to weigh us down. Many Moros
can only interact with spirits by treating them as though they
were personifications of alchemical philosophy. Old Gray King
is not the “soul” of the mountain, merely an anthropomorphi-
zation of the properties of the element of earth.

If Fate is the ultimate expression of Death, then Time is
the ultimate exptession of Matter; no substance, not adamant

nor granite, not air nor water, can survive the passage of time.
Moros perceive Time as the ravages of history played out upon
the subject: not just in the sense of rot and erosion, but in the
sense of being forgotten, buried, and abandoned. Timepieces
also feature prominently in Stygian imagery of Time. Hourglasses
and doomsday clocks, countdowns toward zero, and church bells
are all common parts of Moros Imagos when Time is involved.

/A\et}\er:
Superna[ Wor[cl o£ tke Obrimds

The world is a complex system. From the smallest movements
of the atoms to the flow of raw Supernal truth, a guardian angel —
bedecked with signs and seals of power —watches over everything.
Every angel is governed by laws, whether those be the 99 names
of God or the principles of quantum mechanics. Those laws are
not written in dusty tomes ot legal texts, but in the very structure
of the universe. Obrimos who examine these Mandalas see the
substance of reality laid bare. Complex equations and sacred
symbols of the divine mingle: P vs. NP scribed around the border
of Solomon’s Triangle, Fermat’s Last Theorem in the blazing Eye
of Horus. By these words and signs are the thunder made to bow.

Power without hierarchy is chaos. Action without purpose is
waste. The Aether resounds with power exercised and reveals its
use through the Dominions. Those with authority are crowned in
glory, their subordinates seem to bow before them. The truth of
Prime reveals executives as queens, head offices as castles, the sun
as a god’s holy chariot. The mage herself extends the scepter of
her Awakened will and issues commands in the name of God,
and the universe obeys.

Otl’xer /A\rcana in the /A\etl’\er

Death has small hold in the Aether. The end of all things
is the purview of the Silent Angel, who yields his secrets only
grudgingly to mages. Obrimos seldom look for his shadow
in the glory of their realm, and his seal is a mere empty ring,
easy to overlook and difficult to glean information from. And
though many know his name, God gave no dominion over him
to mortal mages; even calling on him feels faintly blasphemous
to the Obrimos.

Fate is the machine-code of the Aether, the conductor that
keeps the music of the spheres in time, the word of the Gods
made manifest. Obrimos see it as a pulsing rthythm or the
mark of God upon the subject. They manipulate its power by
beating time, singing hymns, or rotating the Mandalas into a
more auspicious position. Blessings take the form of anointings
or coronations, while curses are envisioned as investment and
usurpation. '

The human body is a wondrous miracle, a microcosm of the
universe. Life is far more than human life, of course, but most
Obrimos still see it through this Vitruvian lens. The Mysteries of
Life are made manifest by analogy to this microcosm: stars out of
alignment, warped reflections, and so on. Obrimos manipulate
Life by calling on Paracelsian symbolism or speaking the secret
names of the plague angel.
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In the beginning, God separated the heavens and the earth. It’s
the root of innumerable creation myths, and to Obrimos, Matter
is the firm place to stand from which to move the earth. Its angels
are powerful and unsubtle, its signs are the altar and the foundation
stone. It is base and profane, yes, but that does not mean it is to be
shunned. It is through the base Matter of the world that unbalanced
energy is filtered and purified: lightning arcs to earth, fire does not
burn stone, and poisoned resonance drains away.

In Aetheric philosophy, the Mind is envisioned as a vast
engine, a decision-making tree not unlike a computer program.
Fiery wheels and gears like halos spread from subjects of an
Obrimos’ Sight, and by studying the way they are put together,
the mage can predict how a subject will react, or even what he’s
thinking right now. The secret names of the guardian angels set
to watch over all thinking beings unlock the ability to manipulate
those engines directly, reprogramming the mind’s Enochian
source code directly. :

Space arrays the world in its hierarchies, placing thrones above
powers and ensuring that the order of heaven is maintained.
Obrimos see Space’s sympathetic connections as golden Thrones
presiding over their hosts and slip through the cracks in reality
on the chariots of the Ophanim.

What is a Spirit if not a Fallen angel? Obrimos often perceive
spirits as holy beasts and angels brimming with power, but
somehow lesser, cut off from the Prima Materia that roils in
the Aether. Some ascribe this to sins on the part of the spirits
themselves, echoing tales of Grigori and gods forced to dwell
beneath the hills. Others lay the blame at the feet of the Exarchs

“and minister to the trapped angels, offering what succor they

can in this Fallen, divided reality. In either case, they entreat
spirits by their secret names and construct elaborate charts of
correspondence and authority, seeking to know which spirit to
summon for which task, and when.

Every hour, day, and month has its angel, and so to do the
signs of the zodiac that mark the turning of the years. Hymns
to these angels are the primary expression of Time in Aetheric
philosophy, and mages seeking to manipulate it often chant
their names in sequence (or out of sequence, depending on the
desired effect) to invoke the power of the Arcanum. Time, to
an Obrimos, is orderly: cycles and calendars, the tick of a clock.
Manipulations of Time are broken seals, mandalas that rotate
out of sync with the rest of the world.

P rimal Wll(l
Supernal Wor[cl or( tI’le Thyrsus

The world is a living thing. It hums with resonance, it pulses
with life, it sings a song that only the wise can hear. By listening
to these Singing Paths, Thyrsus learn how to not only navigate
the land, but deal with the spirits who dwell there. By seeking
out new Paths, they add to the body of shamanic lore and come
to greater accord with the spirits of the world. For Thyrsus,
the study of a Mystery is more likely to be a ramble across the
countryside or down forgotten streets, listening for that elusive
song, than a staid, static examination. A Shaman runs Mysteries
to ground like a lion stalking prey.




To a Thyrsus, the Supernal World is not an external phenom-
enon to examine and study, but a part of the magician’s soul.
The Supernal resounds with life, and Thyrsus experience it as
Ecstasy; they feel it in their blood and in their bones and know
its truths as surely as they know the sound of their mother’s
heartbeat. A Thyrsus Scrutinizing a killing curse feels her heart
gripped by a vise, feels sight dim and limbs grow cold. An Ecstatic
who wishes to inspire fear with her magic must make herself feel
that fear, then cast it-out and inflict it upon her quarry. Magic
must be lived to be understood.

Othelr /A\rcana in the Prima[ Wl[(l

The world is alive, and it feeds on Death. From the apex
predator to the lowest bacterium, for a thing to live, another
must die. Even autotrophic plants receive nourishment from
their spirits, and those spirits must consume spirits of earth
and sunlight. A Thyrsus’ experience of Death is not tinged by
dread, but an understanding that Life always ends. Death is an
absence — of life, of light, of warmth — but not an unnatural
one. Shamans make little distinction between ghosts and spirits;
both are part of the invisible world that must-be appeased, lest
they vent their wrath on the living, physical world.

What is Fate, but instinct honed to the point of inevitabil-
ity? Thyrsus see the Arcanum less as the skein of destiny and
more as the natural course of action. A Thyrsus does not wield
the loom of Fate to ensure her subject finds his way to her by
happenstance; she stokes his instinct and drives him to her as a
hunter drives the buck with brushfire:She acts in concert with
her animal self, free of self-doubt and thus with extraordinary
skill, she slips the bonds of oaths and curses with a snarl of
dominance. When she scents Fate in a Mystery, it often comes
as a sharp need: pangs like hunger, an imperative rooted at the
base of Maslow’s hierarchy. '

While many Thyrsus are more comfortable appealing to spirits
of storm and fire directly, Forces has its place in the Shaman’s
repertoire. Forces follows Life, whether on the scale of a single
cell or the movements of tectonic plates. It is the life force of
the universe; storms are the world’s breath, earthquakes its
heartbeat. Thyrsus see Forces as the spoor of some vast, unseen
beast, knowable only by the signs of its passage.

Matter sings a slow, sonorous song, but it’s one the Thyrsus
know well. The spirits of inert matter are often sleeping, or else
they operate on geological time scales that make it difficult for
mages to interact with them. Mastering the Arcanum of Matter
allows a:Shaman to glimpse the dreams of these spirits, and to
coax them into action in accordance with the mage’s desires
without waking them.

The Primal Wild has no room for deliberation or debate.
Mind stands out as an aberration, a sense of wrongness that
pricks.the hairs and warns of hidden danger. Thyrsus can only
come to even a limited understanding of the Arcanum by think-
ing of the mind as a trapped spirit, especially in humans. To
others, it’s a vestigial organ, an appendix. Why bother touching
a subject’s Mind when Life makes it trivial to kick his adrenal
glands into overdrive, or a spirit’s compulsion is just a Ruling
spell away?

The Primal Wild’s truths are simple, but no less powerful
for that. Prime is the endless:dance of predator and prey, of
mountains rising and falling, of species dying off and new ones
being born. Where the Obrimos see this cycle as one of ordered
mechanisms and arcane but understandable laws, Thyrsus know
it is a raw, red thing, and that the only way to master it is to be-
come a part of it. Thyrsus experience Prime as an overwhelming
torrent of experience: at once the taste of blood and the feel
of nutrients drawn from the soil, a low-pressure zone building
behind the ribs, sensations at once familiar and wholly alien to
human experience. Manipulating that torrent is like trying to
channel a flash flood: it’s physically exhausting, but it comes
with an exhilarating sense of having done the impossible.

Space is very real in the Primal Wild, but Thyrsus see it in
terms of territory and spoor. A Shaman tracking someone’s
sympathetic connections scents them like a hound following a
trail, while warding a space involves displays of ownership and a
powerful possessive urge. Stepping into a Mystery of Space brings
the cold dread of a predator entering a rival’'s hunting ground,
or a sense of a fresh game trail and the urge to run it to ground.

Most Thyrsus live purely in the moment, but those who study
Time’s Mysteries understand the Singing Paths have innumerable
branches stemming from a single root, many futures branching off
from the past. Shamans often envision Time as the World Tree,
and they explore its many boughs to find a deeper understanding
of the world’s song. Theywalk back along its trunk when they need
to go from complexity to simplicity and venture perilously high
into its branches to comprehend the fractal patterns of the future.

Mage Sight

Supernal awareness gives mages an uncanny ability to per-
ceive the Mysteries. To the Wise, the supernatural is not only
omnipresent, it is obvious.

The basic rules for Mage Sight begin on p. 90 of Mage: The
Awakening Second Edition. This section expands, clarifies,
and provides additional advice for incorporating Mage Sight
into your chronicle.

P eripl’leral Mage Sigl’lt

As described on p. 90 of Mage, Peripheral Mage Sight auto-
matically detects the presence of any active, unconcealed super-
natural effects: the casting of a spell, activation of a.vampire’s
Discipline, a ghost Manifesting, and so on. Peripheral Sight does
not give the mage insight into the nature of the phenomenon,
but the location of the effect is apparent. If a vampire activates
one of her Disciplines, for example, any mage watching would
know that there was something supernatural about her. If the
source of the effect is invisible (such as a ghost in Twilight), the
mage knows where it originates from even if she cannot see
the ghost. A mage can even see the presence of a Mystery in a
photograph or a video, or through a scrying window or recon-
struction of the past via Postcognition or the like.

Peripheral Mage Sight only functions within the range of a
b . b . b . . .
mage’s senses; if she can’t perceive the effect’s point of origin
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or area, her Peripheral Mage Sight isn’t triggered. Another
mage casting a spell in the next room behind a closed door
doesn’t register — but if the spell’s area of effect encompasses
the whole house, the mage will sense it. Likewise, if a ghost in
the same room uses a Numen, the mage knows that something
supernatural happened, but without a spell or Attainment to
let her see things in Twilight, the effect would seem to originate
from empty space.

Events of major mystical significance, like the arrival of a
Supernal being or the Manifestation of a high-Rank spirit,
sometimes cause disturbances that trigger the Peripheral Mage
Sight of any mage in the general vicinity; sometimes even an
entire city.

| Meritz Keen P eriphery (“)

Prerequisites: Wits © o ©

Effect: Your character’s Peripheral Mage Sight is unusually per-
ceptive. When she senses an effect via Peripheral Mage Sight, she
also senses the Arcanum under whose purview the effect falls.

Meritz P fercing Cﬂance (“ or .'..)

Prerequisites: Gnosis ® ®

Effect: Your character may undertake a Clash of Wills to
sense a concealed effect with Peripheral Mage Sight. For two
dots, you suffer a -2 penalty on the roll. For four dots, there is
no penalty on the roll.

High Speech

One facet of Awakened life that transcends Mage Sight,
Yantra, and Mystery is the High Speech, the Supernal symbol
of language that all Supernal entities “speak.” As described on
p. 66 of Mage, all mages are capable of understanding, reading,
speaking, and hearing High Speech from the moment of their
Awakening. To a Sleeper or Sleepwalker, a mage speaking in
High Speech seems to be speaking in tongues, and a message
written in it is nonsense. When a mage encounters the Speech,
however, her Peripheral Mage Sight somehow translates it, and
she instinctively understands its meaning.- By concentrating
on the message she wishes to convey, she can blurt out brief
- messages in the Speech or write them down. As Mage notes,
as a means of communicating direct truth, High Speech has
no capacity for metaphor or lying but is particularly good at
conveying mood and describing spells.

The Orders teach all prospective members how to use High
Speech as a Yantra by describing the imago of the spell aloud in
the Speech, as represented by the High Speech Merit on p.102
of Mage. A few mages, however, have experimented further.

Meﬁt:_ SeconCLP erson High Speec}l (”’)

Prerequisites: Awakened, Presence ¢ ¢  Expression ® ® e,
High Speech

Effect: Your character is so adept in the High Speech that
she can provide it as a Yantra for other mages, not just her own
spells. By chanting during.the turns during which another mage
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accesses Yantras prior to spellcasting, or on the turn he casts,
your character allows him the +2 dice Yantra effect as though he
had used the High Speech Merit. Your character must, however,
possess all Arcanum dots used in the caster’s spell.

If your character does not meet the Arcanum requirements for
the spell but does have at least one dot in its primary Arcanum,
using this Merit allows the caster a one-die Yantra bonus instead
of the usual two dice.

In addition, if your character activates an imbued item or
Artifact, she can use High Speech and gain the bonus dice even
though imbued items and Artifacts normally can’t use Yantras.

If the caster uses High Speech to intone his own Imago, the
effects of this Merit do not stack.

Merit F[uer_lt Hig]’l Speech (“')

Prerequisites: Awakened, Presence ® ® ¢ ¢ Expression ¢ ® ®

Effect: Most mages are limited to short, direct messages or
commands in High Speech when not using it as a spellcasting
aid, but your character has practiced to the point of true fluency.
She may converse at length in the Speech, secure in knowing
only the Awakened can understand her, and is soughtout by
mages wanting to deal with Supernal Entities.

When using High Speech for a Social Action against mages
and Supernal entities, she gains a +2 dice bonus to Persuasion
and Intimidation rolls and does not reduce Expression rolls to
a Chance die. She also reduces the successes needed to summon
a Supernal entity by 2 if she participates in the summoning.

Merit: Hidden High Speech (’)

Prerequisites: Awakened, Manipulation  ® ¢, Expression

Effect: With effort, your character may use mundane lan-
guage to conceal a message in High Speech, so that Sleepers
and Sleepwalkers hearing or reading it do not hear glossolalia
or read gibberish. This has no cost for writing High Speech, but
to use it in the spoken form is taxing, requiring you to spend
a Willpower point. '

Merit Hl’gl’\ Speech P erception (“)

Prerequisites: non-Awakened

Effect: Even without Awakening, your character may perceive
and read High Speech as though they were a mage, and write
or speak short, direct messages in it.

Active Mage Sig}lt

Active Mage Sight allows a mage to study her surroundings
through the lens of her Path and the Arcana she knows. It makes
plain supernatural beings and phenomena and reveals the nature
of things under her Arcana’s purviews. It does not offer insight
into the nature or function of the Mysteries a mage observes
— that’s the role of Focused Mage Sight — but if the mage has
encountered the phenomenon and successfully Scrutinized it
before, she can recognize it with Active Mage Sight. A mage
who has previously Scrutinized the victim of spirit possession,




for example, recognizes the telltale signs when she sees someone
else possessed by a spirit.

. Assume any mage can recognize the effects of any supernatural
ability common to mages: Mage Armor, Focused Mage Sight,
Pattern Scouring/Restoration, and so on.

Unlike Peripheral Mage Sight, Active Mage Sight requires
direct observation of the phenomena in question: it doesn’t
work on recordings or a live television feed. A mage can use
Active Mage Sight through a scrying window or visions of the
past from Postcognition or similar effects.

Merit: Supemal Taxonomy (“) :

Prerequisites: Intelligence ® ¢, Occult ® o ©

Effect: Your character possesses a deep, intuitive understand-
ing of Active Mage Sight. When she observes a phenomenon
similar in either effect or origin to one she has previously
Scrutinized, she can recognize the similarity. For example, a
mage who has previously Scrutinized another mage’s Psychic
Domination spell, upon seeing the victim of a vampire’s Dom-
inate Discipline, would recognize the effect as some sort of
mental control. If instead she saw someone under the effects of
the Augment Mind spell, she would recognize the signature of
Awakened magic. If she’s Scrutinized the Signature Nimbus of
another mage, she can now see it with Active Mage Sight rather
than having to Scrutinize.

F ocuse({ Mage Sight |

The final, and most mechanically complex, aspect of Mage
Sight is Focused Mage Sight. By plunging deep into her Path’s
Supernal World, a mage can dissect nearly any supernatural
phenomenon she comes actoss.

Arcana

e While Active Mage Sight allows a mage to observe the
effects of multiple Arcana at once, Focused Mage Sight
requires the mage give all her attention to one Arcanum.

System:- The Mage may use Focused Mage Sight to study
Mpysteries under the purview of any Arcanum she has as part
of her Active Mage Sight. See Mage, p. 93 for information on
including multiple Arcana in Focused Mage Sight’s dice pool.

¢ To understand a subject with Focused Mage Sight, a mage
must have Mage Sight in at least one Arcanum under
whose purview the Mystery falls. Life Sight, for example,
is no use for Scrutinizing a ghost’s tombstone Anchor.
However, since all the Supernal Realms are comprised
of all the Arcana, a mage can examine the “gaps” in her
perception to infer the correct path forward.

System: If a mage does not have the appropriate Arcana active
in her Mage Sight, she may still attempt to Reveal the Mystery.
If she succeeds, however, the only Surface Information she
receives is under which Arcanum’s purview the Mystery falls.
An exceptional success reveals one additional piece of surface
information.

TOO[S

~ An Acanthus peers through a hag stone to study the Mysteries.

A Moros sees the Supernal through the distortions of a cracked
crystal ball. A Guardian of the Veil gazes out from the eyes of
the mask of Sophia and thereby gains understanding.

Just as an ordinary crime scene investigator employs sophisti-
cated tools in addition to her scientific knowledge, a mage has
tools at her disposal when Revealing or Scrutinizing phenomena.

System: Path and Order tools, so long as they can be semi-
otically linked to divination, understanding, or revelation, can
be used with Focused Mage Sight. They add their Yantra bonus
as an equipment bonus to any Revelation or Scrutinize rolls.
The mage can only use one such Yantra, regardless of Gnosis.

TeamworL

The normal Teamwork rules (Mage, p. 214) apply to Focused
Mage Sight. However, too many investigators run the risk of
trampling evidence: every two teamwork rolls count as one
Scrutinizing roll for determining when Nimbus contamination
begins. ;

Time

Too many Scrutinizing rolls in too short a time risks con-
taminating.a Mystery with the investigator’s Nimbus (Mage, p.
93.) Sometimes it’s better to take what information you have,
explore other avenues of investigation, and hope that new leads
turn up. A mage can abandon her Scrutiny and come back to
study it later with no ill effects, assuming the Mystery remains

Optional Rule: Long-Term
Investigation

The rules for Scrutinizing presented in Mage
are geared more toward a single scene’s worth
of investigating a Mystery, rather than longterm
research projects. If you want to mechanically
enable mages to spend months or years investi-
gating a particularly thorny Mystery, consider the
following rule: by spending a point of Willpower
per roll and increasing the interval per roll to
a number of ddys (or weeks, if you want really
long-term investigations) equal to the Mystery’s
Opacity, the mage removes the risk of her Nimbus
contaminating the Mystery. Likewise, Scrutinizing
a Mystery becomes an .action the mage can
abandon and come back to later without losing
her progress. '

If this rule is in play in your chronicle, most Consilia
will consider a mage allowing her Nimbus to con-
taminate a Mystery a crime, one they may redress
by paying a fine or, in extreme cases, forfeiture of
the right to investigate the Mystery.
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relatively unchanged. If something dramatic happens surround-
ing it, such as the resonance of the local ley lines changing or
the vampire’s thrall receiving new orders, the Storyteller may
increase the Opacity or even restore it to the original value to
represent the change.

ol

Over the centuries, mages have developed numerous spells
to aid in the dissection of Mysteries. The following are just a
few examples.

Camera OL)SCUI‘a (Prime ...>

Practice: Weaving

Primary Factor: Duration

Cost: 1 Mana

Suggested Rote Skills: Craft, Expression, Science

Mpysteries tend to arise in inconvenient or even dangerous
places. This spell enchants a camera, video recorder, or similar
device, allowing it to record Supernal energies. This allows a
mage to study the recordings made while the spell is active with
Active or Focused Mage Sight as though she were present at the
site of the recording. The magic fades from the recordings when
the spell’s Duration expires, and only one recording (a single
photo, a continuous video shot, etc.) per Potency can retain
the Supernal information, and only the original image retains
the information.

The spell has two drawbacks compared to studying a Mystery
in person. First, the spell’s Potency caps the mage’s base dice
pool for Revelation or Scrutiny’. Second, instead of the ob-
serving mage’s Nimbus contaminating the Mystery itself, rolls
in excess of the mage’s Gnosis + Arcanum reduce the spell’s
Potency by half her Gnosis. If the Potency is reduced to 0, the
studied recording becomes useless. This Potency reduction only
applies to the specific recording studied; it does not affect others
not yet reviewed.

+2 Reach: For 1 Mana, the magic is Lasting for recordings
produced by the subject. The camera’s ability to record Supernal
information ends with the Duration, but the recordings retain
their Supernal information until they’re degraded.

| Light Uncler a Bus}\e[ (P rime “)

Practice: Shielding
Primary Factor: Potency
Suggested Rote Skills: Empathy, Investigation, Subterfuge

Contaminating a Mystery with one’s own Nimbus is an ev-
er-present danger when Scrutinizing. By means of this.spell, the
mage dampens the subject’s Nimbus and gives her more time
to study the Mystery. Add this spell’s Potency to the number of
rolls allowed before the subject’s Nimbus leaks into the Mystery
(Mage, p. 93.)

If this spell’s Duration expires while the subject is still Scru-
tinizing, immediately apply all accumulated penalties to the
subject’s Scrutiny rolls.
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Pat}\ to Jerusalem (Prime -“)

Practice: Veiling

Primary Factor: Potency

Withstand: Opacity

Suggested Rote Skills: Expression, Larceny, Subterfuge

This spell, named for the labyrinth at the Cathedral of Char-
tres, has been the choice of mages for distinct reasons, including
attempting to conceal their involvement in illicit activities, frame
their rivals, or simply stymie other occult investigators. Add the
spell’s Potency to the Opacity of the subject Mystery.

+1 Reach: Every Reach spent allows the mage to plant one
false piece of Surface or Deep Information in the Mystery, either
concealing a true piece of information or adding an entirely new
falsehood. This can include placing another mage’s Signature
Nimbus on the Mystery, if the caster has studied it. Recognizing
the falsehood requires a Clash of Wills while examining the
Mystery with Focused Mage Sight.

S}larecl Sigl’\t_ (P rime .)

Practice: Unveiling .

Primary Factor: Duration

Cost: 1+ Mana (see below)

Withstand: Resolve

Suggested Rote Skills: Expression, Investigation, Occult

Few mages have even a rudimentary understanding of all the
Supernal Mysteries, but mages often find it useful to pool their

“investigative efforts. This spell grants the subject, who must be

a mage or under the influence of the Prime ® ® ¢ ¢ spell Apoc-
alypse (Mage, p. 169), Prime mage Sight. Mages still perceive
granted Arcana under their own Path, not the Path of the caster.

This spell costs 1 Mana per Arcanum per subject, unless the
additional Arcanum is one of the caster’s Ruling Arcana.

Add Any Other Arcanum ¢: Instead of or as well as Prime
Sight, the spell may grant Mage Sight in the included Arcanum.
Including multiple Arcana allows the spell to grant Mage Sight
in a number of Arcana equal to the spell’s Potency, so long as
any Mana cost is paid.

Supernal Translation (Mincl ..;/ Prime “.)

Practice: Weaving
Primary Factor: Duration
Suggested Rote Skills: Empathy, Expression, Occult

This spell allows the subject to comprehend High Speech,
translating any they hear or read as though they had Peripheral
Mage Sight. It does not, however, convey the ability to speak or
write High Speech back, or offer any protection from Quiescence
or Dissonance if they encounter High Speech used as a spell-
casting Yantra, spoken by a Supernal entity, or as a spontaneous
Mystery. For this reason, the Orders frown on its use on Sleepers,
but for a mage with Sleepwalker or inhuman companions, the
ability to pass secure messages can come in very handy.




Mage Sight and Investigation

The Chronicles of Darkness Rulebook presents a new system for investigating mysteries (Chronicles
of Darkness Rulebook, p. 77). While it's geared toward investigating the secrets of the Fallen World, the
system can interact with Mage Sight in a few different ways.

The following rules are optional if you're using the Investigation rules in your chronicle.
MYSTERIES AS CLUES

The Hierarch is déad, and the only lead is the rapidly-fading remnant of the spell that killed him. People are
compelled to fling their most prized possessions into as deep pool where some forgotten god slumbers. Murder
rates have spiked, but is it the summer heat wave or poisonous Loci?

In situations where a Mystery is one component of a larger investigation, exposing the Mystery simply counts
as a clue. Revealing a Mystery’s Surface Information without reducing its Opacity to O gives the mage an
Incomplete clue with one element. Fully Scrutinizing a Mystery removes the Incomplete tag and grants an extra
element. -

CLUES AS MYSTERIES

“When a Mystery’s Opacity proves daunting, it's sometimes better to approach from a-different angle. The
Storyteller may treat a Mystery as the heart of an Investigation, determining the number of clues the characters
can find and the scope of the information to be uncovered — in this case, how much of the Mystery’s Opacity
to remove upon completion of the Investigation. )

Clue elements can be spent on Scrutinizing rolls or saved up to complete the Investigation, as normal. If the
investigators attempt to complete the investigation without the requisite number of clues, use the following list of

complications instead of those on p. 81 of the Chronicles of Darkness Rulebook:

. The Mystery’s architect is obscured or has deniability.
. ‘A hidden effect within the Mystery reveals itself at the worst possible time.
. One of the investigators falls under the Mystery’s sway. '
. A relevant party (rival mage, Supernal entity, Seer servitor, etc.) becomes aware of the investigation.
. The Mystery suddenly and dramatically increases in power, size, or duration.
' Both |

Of course, nothing prevents you from building a complex web of intrigue in which smaller Mysteries serve as
clues for the unraveling of a larger Mystery. If you do take this approach, it replaces the linked Opacity rules

below.

Buiuing a Mystery:
Fxpanded

The Mysteries a mage studies with Mage Sight are broken
down into three parts: Opacity, Surface Information, and Deep
Information.

Opacity
Mage provides some guidelines for devising the Opacity of
a Mystery. This section expands on that advice and provides

more guidance for Opacity ratings for Mysteries other than
Supernal spells.

Basic Opacity

If the source of the Mystery is something with a dot rating: a
spell, a Discipline, or an ephemeral entity’s Influence, that’s a
good place to start. More powerful Mysteries are more complex
and require more study... most of the time. Sometimes a power-
is rated at a high level for raw power rather than complexity,
and sometimes a low-level power is subtle enough that it’s easily
missed. If it doesn’t feel right that a four-dot effect that blasts
its target with a lightning bolt is more complex than a one-dot
effect that slightly influences subtle emotional cues, feel free to
ignore this advice. : _

If the Mystery is a living being rather than a magical effect,
consider using its Rank (for ephemeral entities) or half its
Supernatural Tolerance, rounded up. Likewise, if it could be
reflected as a Merit, you can use that rating as the base Opacity.
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If none of those guidelines apply, consult the following chart
for benchmarks:

Opacity Example

1 Barely a Mystery to anyone with the Sight;
a routine haunting, active Hallow, or minor
psychic ability.

2 A euriosity, but one easily explained; an old

magical relic, a minor cryptid, a locus with
unusual resonance.

3 The sort of thing a mage might become ob-
sessed with; a Supernal artifact, a Verge that
only appears on an unknown calendar, the
Daimonomikon of a forgotten Legacy.

4 A hotly contested Mystery; Places That Aren't,
Abyssal incursions, the secret library of a
third-degree Master.

5 A Mystery famous throughout the Awakened
world; the principal Mystery around which
a Consilium forms, an archmaster’s tomb, a
potent Supernal artifact, an Abyssal Verge.

6+ A Mystery that's withstood Scrutiny for thou-
sands of years: ruins of the Time Before, arch-
angels and Shadow gods, a vast and intricate
destiny spanning decades and thousands of
people.

MOCM in O acit
yingxpacity

Once you have an approximation for your Mystery’s base
Opacity, consider the following adjustments, in addition to
those described on pp. 93-94 of Mage: The Awakening Second
Edition.

e [s this Mystery the central plot of the current story! If
so, consider increasing its Opacity by 1-2 so the players
can’t immediately brute force their way to understanding.
Conversely, if the Mystery’'s main purpose in the story
is to provide a clue toward bigger and more interesting
things, drop the Opacity by 1-2 so they don’t waste a
bunch of time on it.

e Abyssal Mysteries and those from similarly alien realms
(the Lower Depths, splinter timelines, and the like)
almost always have a higher Opacity than those that
originate in the Supernal or Fallen Worlds.

¢ Even if the Mystery isn’t Supernal, if it falls under the
purview of multiple Arcana, increase the Opacity by 1
for every additional Arcanum that applies.

. If the Mystery is an example of a well-catalogued phe-
nomenon (for example, an instance of Astral possession
in Los Angeles), lower the Opacity by a point or two.
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Permutation: Linked Opacity

Sometimes a Mystery is the confluence of sev-
eral smaller Mysteries; a strange, Twilight tow-
er of bone and wire built by the stolen souls of
dreamers can be better understood by examining
those souls and understanding how they were en-
sorcelled, for instance. When multiple Mysteries
are Linked in this manner, fully Scrutinizing and
Revealing the Linked Mystery reduces the Primary
Mystery’s Opacity by 1. Use this approach to
present an intimidatingly Opaque Mystery to
your players while still giving them a way to
progress.

If you use this rule, one piece of Surface
* Information for the Primary Mystery should be a
general direction for finding the Linked Mysteries.

Permutation: Locked Opacity

Sometimes a mage simply cannot progress in
her understanding of a Mystery until she has
some other information; the functioning of the
Guardian of Kal-chak-mul cannot be understood
until the mage has deciphered the Pyre Codex,
‘perhaps. In this case, choose an Opacity level
for the Locked Mystery, usually half its base val-
ve is a good start. Until the mage solves the Key
Mystery, she can’t make further Scrutinizing rolls
against the Locked Mystery.

If you use this rule, one piece of Surface
Information for the Locked Mystery should be a
hint toward the Key Mystery.

Examp[e Mysteries: Opacity

Cameron has handed her Storyteller a backstory for her character,
Belladonna, with a large gap that says, “insert plot hooks here.” The Sto-
ryteller takes her up on this generous offer by deciding that her character
is linked somehow to the fate of an ancient archmage who was written
out of existence by the Exarchs. He decides that a Mystery will represent
this connection: a locked door deep in Belladonna’s Oneiros that leads
to the archmage’s Chantry. The spell that created the door is a Mind |,

e o o o spell but the fact that the archmage no longer exists in this
continuity means the Mystery also incorporates Time, which increases
the Opacity by 1. He knows the Opacity needs to be high enough to
sustain the Mystery over at least the first part of the campaign, so he
gives it another 2-point boost, for a total Opacity of 7. That should keep
Belladonna from unravelling the Mystery too quickly — but so she doesn’t
feel completely blocked, he creates a few Linked Mysteries to knock the
Opacity down a bit: maybe a couple of relics of the archmage’s erased life
or someone with a sympathetic link to someone who never existed. She
also Locks the Mystery’s final Opacity behind solving the Mystery of the
erased archmage: Belladonna will have to figure out who he is and how
he was erased before she can solve her own Mystery.




Presentation

Mage Sight can quickly become a dull, rote pro-
cess if reduced to clues dispensed in exchange
for dice rolls. Remember that mages are diving
into the truth that underlies this Fallen reality. Look
to the descriptions of how each Path perceives
the Supernal and its Arcana beginning on p. XX,

to the Nimbus (or other aura) of the Mystery's
creator, and to the themes and motifs you've de-
vised for your chronicle and use those to color the
information delivered via Mage Sight..

Stephanie is creating a Mystery involving a powerful, alien

spirit that is creating servitors by unravelling people’s Patterns and
stitching them together in bizarre ways. The actual spirit remains in
the Shadows for now, but Stephanie expects her players to get their
hands on one of its servitors in the next session. Since this isn’t the
result of Awakened magic, she can’t fall back on Arcanum level as

a guideline. The spirit that created this unfortunate wretch is Rank
3, though, which will work as a baseline. Since it’s a non-Supernal
Mystery, the base Opacity should be increased by roughly 1.5 times,
which brings it to 5. That would work, but the whole reason Stepha-
nie is putting this Mystery in the players’ path is to get them interest-
ed in hunting down the big bad spirit, so she drops the Opacity by 1,
for a final total of 4. ; :

Sur{ace In{ormation

Surface Information represents the fundamental nature of the
Mpystery. It can be a high-level overview picked up first, before
delving deeper into the Mystery, or it can represent the foun-
dation of the Mystery not fully understood until it is partially
or wholly dissected.

Mage, p. 94 describes the Surface Information that should
be available for Supernal Mysteries. Here, we’ll expand that to
talk about Mysteries less easily classified than Awakened magic.

/A\rcanum P urview

The first and most consistent piece of Surface Information
that should be available when investigating a Mystery is under
which Arcanum’s purview it primarily falls. In fact, this Sur-
face Information is available before the mage even engages her
Focused Mage Sight. Active Mage Sight reveals the presence
of an abnormal configuration of Arcanum energies. This is an
extremely high-level overview, however. Active Mage Sight only
reveals the most prominent Arcanum involved, usually the one
most strongly associated with the effect of the Mystery rather
than its cause. A faerie’s death curse, for instance, initially reg-
isters as a Death effect rather than a Fate effect.

Revelation should always reveal the whole suite of Arcana under
whose purview the Mystery falls. But what constitutes belonging
to an Arcanum when the Mystery isn’t a Supernal spell? The
fundamental effect of the Mystery is your first and most obvious:

a convergence of ley lines that makes those in the vicinity more
prone to anger echoes with Mind, while a storm that rages without
end roils with Forces. The source of the Mystery also contributes;
whatever other effect it has, a vampire’s powers are always tinged
with Death, and a spirit’s influence with Spirit.

For most Mysteries, that will be enough, but just as Awakened
spells can combine multiple Arcana for more complex effects,
so can a non-Supernal Mystery. If that convergence of ley lines
makes people more violent and makes them stronger in propor-
tion with their anger, it would resonate with both Mind and
Life. If the souls of the unquiet dead fuel the endless storm, it
would resonate with Forces and Death.

What this Surface Information doesn’t provide is how the
Mpystery uses those Arcana; for that, a mage must Scrutinize the
Mpystery or perform other experiments. Surface Information only
provides the form, not the function.

Resonance

The Surface Information of a spell includes its caster’s Nim-
bus, assuming the spell wasn’t cast as a rote. Mysteries with other
origins instead reveal the resonance of their source. This might
be the aura of a creature like a vampire or werewolf, the flavor
of Essence stemming from a locus or spirit, or the resonance of
a ley line. Just like a mage’s Signature Nimbus, the information
revealed should allow a mage to identify the same resonance
if she encounters it again. Without Scrutinizing the Mystery
fully, though, a mage can’t always tell the difference between a
Signature Nimbus and some other form of resonance.

However, if the source of the Mystery is obscured or hidden,
whether by deliberate occultation or just by being the result of
a long, intricate cascade of supernatural phenomena, make the
Mpystery's resonance part;of its Deep Information. Consider
making one or more Linked Mysteries to represent the root
causes of the Mystery, and give leads pointing to them in the
Surface Information. '

Age

This piece of Surface Information is unchanged for non-Su-
pernal Mysteries. Unless the Mystery involves unusual appli-
cation of the Time Arcanum, Revelation should discern its
approximate age.

Mysteries from the Time Before, whether Supernal or not,
never reveal their age as part of their Surface Information. Or
rather, attempting to Reveal them yields confusing, contradictory
information that seems impossible, the magical equivalent of
attempting to divide by zero.

P ower Leve[

Revelation can expose the Practice used to cast a spell, or the
Practice that most closely resembles the effect of the Mystery. It’s
worth noting that mages understand this in terms of Awakened
magic, which doesn’t necessarily translate into raw power. For
example, -a spirit’s ability to Control its Influences is a * ¢ ®
effect, but most closely corresponds. to the Practice of Ruling,
a * * Practice.
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Even taking that into account, Surface Information only
reveals the power level of the Mystery itself, not whoever or
whatever created the Mystery. Getting a sense of the power
behind the Mystery requires deeper investigation.

Example Mysteries: Sur{ace In£ormation

Cameron’s Storyteller has an easy job of it: The Mystery of the
archmage’s door is, despite its creator no longer existing in this time-
line, a Supernal spell. Revealing it uncovers the following informa-
tion: '

e [t resonates with the Arcana of Mind and Time (due to the
temporal editing that removed the caster from reality.

e Its age is best described as “not applicable;” the Supernal semiot-
ics that illustrate age variously point to the door having existed
from the moment of Belladonna’s birth, six years in the. future,
and never having existed at all.

e The door is most closely linked to the Practice of Patterning.

The Storyteller briefly debates whether being removed from reality
altogether is enough to obscure the archmage’s Nimbus but decides
it’s more interesting to give Belladonna the Signature Nimbus of a
mage who doesn’t exist anymore as a plot hook.

Stephanie’s warped spiritual experiment, meanwhile, requires a
bit more adjudication. The Mystery clearly résonates with Spirit
and Life, and Stephanie decides it also includes a bit of Fate as the
victims’ destinies get tangled up in odd ways. The alien spirit’s reso-
nance, a sense of numbing cold and inchoate fury, provides a nicely
evocative fingerprint for her players to go hunting for. This hybrid
was created about a month ago, and the mingling of two Patterns
most closely resembles the Practice of Patterning.

Deep In{ormation

Scrutinizing a Mystery pays dividends of information. Deep
Information goes beyond the surface, moving from the how of
Surface Information into the what and why. Understanding Deep
Information is vital to getting Arcane Experiences from explor-
ing a Mystery, and mages with an Obsession don’t consider it
resolved until they've unearthed every scrap of it.

> Distrikuting Deep In£ormation

As described in Mage, p. 94, you have essentially three options
for distributing Deep Information: all at once after a successful
Revelation once the ‘Opacity is reduced to-O or parceled out
automatically as Scrutiny lowers the Opacity. Finally, you can
combine the two, doling out some aspects of Deep Information
with each drop in Opacity but saving the key pieces for the final
Revelation.

All at Once

Holding off all Deep Information till the Mystery’s Opacity is
reduced to O can be risky, particularly if the Mystery has a high
Opacity (which discourages players from trying to Reveal the
Mystery straightaway), you might be looking at a large number
of rolls with minimal new information being conveyed. Not
only is that frustrating for the players, it undercuts the sense of
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discovery and limits players’ ability to follow up on other leads
to help unravel the final mystery. This approach is best saved
for low-Opacity Mysteries, but it can also work well with the
optional LongTerm Scrutiny rule presented on p. XX.

Mpysteries like this are like intricate puzzle-boxes, offering no
hint as to their contents but allowing investigators to gauge
their progress. For this reason, they make excellent McGuffins
or vehicles for the deployment of a mid-chronicle plot twist.
They're less well-suited to being the Mystery that drives play over
the course of a chapter or story, but with liberal use of Linked
Mysteries they can serve that function.

Even Distribution

Distributing Deep Information at each reduction of Opacity
gives a much stronger sense of progress and encourages players
to engage with the Mystery as part of the overarching plot; upon
hitting the threshold that reveals the Signature Nimbus of a
spell’s caster, the players might go and dig into the culprit’s life
to gain greater understanding (and a bonus to future Scrutiny
rolls). It works best with higher-Opacity mysteries and those
with Locked Opacity. When the investigator hits the Locked
Opacity level, the associated Deep Information can point toward
the Key Mystery.

While you should decide on the order in which the Mystery’s
Deep Information will be revealed when you build it, you're
under no obligation to reveal information in the same order
every time; tailor the information revealed to the needs of the
story and to the investigative habits of your players. If they're
easily distracted by fresh clues and tend to go haring off after

‘new lines of investigation at the first opportunity, offer tantaliz-

ing but potentially misleading or dangerous information early
in the process.

Consider also the nature of the Mystery you're designing; the
story of the Mystery will often dictate which Deep Information
is more readily apparent and which you should bury deeper.

Trail of Breadcrumbs

Handing out some clues over the course of the investigation
while saving major revelations for the end of the process provides
a good mix of the previous options but relies on the Mystery
having a major revelation to be impactful. Exactly what consti-
tutes a major revelation depends on the chronicle: the kindly
old Mysterium Councilor’s Signature Nimbus‘on the jar full of
stolen souls might qualify, as might the pre-Fall temple’s wards
being designed to keep things in rather than keep looters out.
If you don’t see one or more pieces of Deep Information that
will dramatically shift the course of the story when it becomes
known, you're better served with even distribution.

Examples o[ Deep Ingormation .

Mage: The Awakening Second Edition presents a small
selection of possibilities for Deep Information a mage might
learn. This section expands that list.

Unlike Surface Information, which generally yields the same
broad categories of data, Deep Information is less uniform. Some
Mysteries might have only a single piece, while others can yield
up a half-dozen or more. It’s the Storyteller’s call how much




Deep Information a Mystery should reveal. However, remember
that Deep Information represents the total understanding of
the Mystery; it’s no fair introducing a surprise twist in a Mystery
that’s been fully Scrutinized. It is fair to hide Deep Information
behind a Clash of Wills (as described in the Path to Jerusalem
spell on p. 28), but not to withhold information outright.

e If the resonance of the Mystery is too obscure to be
revealed as part of the Surface Information (see p. 31),
Deep Information should reveal it.

* The specific nature of the Mystery, including the effects it
has on the world around it. Even a self-contained Mystery
like an esoteric grimoire or a fracture point in the fabric
of Time, often has some influence on its surroundings,
and many deep, powerful Mysteries come to someone’s
notice due to innocuous weirdness. “Specific nature”
and “effects on the world” can be a single piece of Deep
Information or two separate pieces. A mage might inves-

tigate a seemingly-minor “Mystery. Spot” and discover
that liquids flow uphill and perspective distorts in odd
ways, but only realize on deeper investigation that this is
because the Spot sits atop an Abyssal Verge of anti-Forces.

¢ A detailed analysis of the scale and general strength of the
effect: how much longer the Mystery will last (assuming it
has a finite duration), how large its sphere of influence is,
and how powerful its effects are. This could be expressed
in terms of damage inflicted or healed, penalties or
bonuses levied, or any other game-mechanical effect. Its
expression could also be more abstract, as in the intricacy
of manipulated probabilities or how many of the dead
will rise and devour the living when the planets align.

* In addition to recognizing the unique resonance of a
Mystery, the mage can learn whether the Mystery is con-
nected to a Mystery the mage has already Scrutinized. A
case of spirit possession might link to a Locus by virtue
of the spirit having crossed over from the Shadow there,
while a potent magical item might be linked to the soul-
theft that empowered it.

If the mage hasn’t Scrutinized a connected Mystery, she might
instead discover a hint that leads her in its direction.

e Whether the source of the Mystery is more or less pow-
erful than the mage herself, as measured against her
Gnosis, and by roughly how much. Mysteries that derive
from characters with a Supernatural Advantage Trait
measure that value against the mage’s Gnosis, while Loci,
Hallows, or Mysterious environs use the dot rating, or
the level of any Environmental Tilt the Mystery creates.
Supernal Mysteries, including Supernal Verges, entities,
or Environments, always read as vastly more powerful
than the mage.

¢ [If the Mystery is related to, or caused by, one or more of
the Realms Invisible, or if it has its origins in the physical

reality of the Fallen World.

e How the Arcanum used relates to the Mystery; for exam-
ple, using Death Sight to scrutinize a vampire’s ghoul will
reveal Deep Information relating to the undead blood in
the subject’s system, and any powers the ghoul has gained
from it. Using Fate Sight to assess a changeling’s powers
will reveal that they are formed by mystical bargains.

¢ Actions involving the Mystery can be unlocked as part of
Deep Information: An Iris that resists attempts to open
it with Space magic, for example, might yield up the key
to opening it. )

Examp[e Mysteri@sz Deep In{ormation

Cameron’s Storyteller decides he’ll be doling out Deep Information
about the Mystery Door successively, with each reduction of Opacity.
He decides on the following information, in the following order:

e . The origin of the Mystery'is significantly more powerful than
Belladonna (or pretty much any mage short of multiple-degree
Mastery who Scrutinizes it).

e The Door connects to another Mystery, which the Storyteller
will detail later. -

e The Door connects Belladonna’s Oneiros to someplace not a
part of the Astral Realms (its impact on the world, and the
Realm from which it originates).

e Another Mystery connected to the Door.

*  The Door is permanent, and once opened will allow any Astral
traveler to pass through to whatever lies beyond.

e A third and final Mystery connected to the Door.

e ' How to open the Door; prior to uncovering this piece of Deep
Information, the Mystery Door Withstands any attempt to open
it via sorcerous means with an effective Potency of 10.

o Finally, fully understanding the Door reveals that it means
Belladonna’s soul is intimately linked with that of the arch-
mage whose Signature Nimbus the door bears: she is a part of
him. The nature of their connection, as well as the archmage’s
identity, are further Mysteries to be-developed as the chronicle
progresses.

Since the Mystery has an initial Opacity of 7 and eight distinct
pieces of Deep Information, the Storyteller decides to hand out one
piece of Information-each time the Opacity drops a level.

Stephanie’s hybrid servitor will reveal the following Deep Informa-
tion. Because this is a new and strange type of being, the Storyteller
decides to withhold all the Deep Information until the Opacity is
reduced to 0. '

The Source of the Mystery is roughly equivalent to a mdge of
middling power.

e The Mystery has partially unraveled the victim’s Pattern and
that of a spirit of wrath, then combined the two like a weaver
merging two pieces of cloth. Despite outward appearances, this
is not the result of simple spiritual possession or even Claiming.

e The interweaving is permanent and far more powerful than
most spirit Manifestations.
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*  The Mystery originates from the Shadow, but it has a tinge of
strange, alien Essence about it. (This is because the spirit that
created the hybrid is one of the Moon-Banished, a spirit that
spent aeons trapped on the Shadow reflection of the moon.) Dis-
covering what that strange Essence means is another Mystery.

e In addition to fusing the unfortunate victim’s body with spirit
ephemera in a manner unlike Claiming, the Mystery causes. the
victim to “leak” Essence. This causes dormant Loci nearby to
flare up and attract curious spirits, and possibly werewolves.

Supema[ Eco[ogies

The Supernal World is more than a convenient metaphor for
the Truth underlying the Fallen World. It has its geographies,
its inhabitants, even its own weather — all of which are symbols
of the Truth in their own right, and which can influence the

Phenomenal World.

Supemal Environmehts: /A\ecles

No mage has ever mapped a Supernal World; such a task
may be impossible given human understanding of geography.
Nevertheless, mages are aware of certain “environments” within
the Supernal: places where the symbols of a given Path lie thick
and its Realm exerts a stronger pull on the Phenemenal World.
Some are permanent, or at least seem to be. Others arise only
briefly or appear and vanish at auspicious times. Mages call
them Aedes, after the Roman name for the dwelling place of
a god. The Orders have catalogued many Aedes: the Tangled
Road of rural Kansas, the Empty Shul in Krakow, the Queen
of All Flesh who incarnates once a generation somewhere in
Madagascar. Doubtless many more lie in forgotten places and
discovering and mapping a new one is the sort of Mystery that
can make an archaeomancer’s career.

Qrigins

Aedes (the term is both singular and plural) arise in places
where the presence of a particular Arcanum is unusually strong.
They are almost always natural occurrences; even the repeated

casting of Master-level magic would require centuries to build up
enough metaphysical weight to create an Aedes. Imperial magic

Aedes vs. Supernal Verges

The difference between an Aedes and a Supernal
Verge is small but significant: A Verge is a place
where Supernal Reality intrudes directly upon the
Fallen World. An Aedes is a place wholly within
the Supernal which, while it has some influence

on the Fallen World, has not “broken through.”
Many Aedes are found within Supernal Verges,
however, which only serves to muddy the waters
further.

34 | CHAPTER ONE: SUPERNAL WORLDS

Aedes vs.

Supernal Phenomena

The Supernal phenomena described beginning
on p. XX are not all Aedes. An Aedes is a spe-
cific place with exceptional power within the
Supernal. An Obrimos perceives every manifesta-
tion of Forces as a Mandala, but only Mandalas
of exceptional power and influence can be lo-

beled Aedes.

may be able to create them and given the preponderance of
Aedes in ruins of the Time Before it’s likely that pre-Fall mages
could do so as well.

Some Aedes appear at the site of momentous events: the place
where an Exarch’s Ochema entered the world, or a decisive
battlefield that changed the course of history. Others arise in
places that seem innocuous, perhaps following the resonance
of local Ley Lines or other occult geography. Still others are, as
the name implies, the domains of powerful Supernal entities.
Some aren’t even fixed to particular places in the Fallen World
but can be called forth much like a Supernal summoning.

N'ature

Every Aedes is unique, a singular manifestation of one of the
Paths, with its own inhabitants, purpose, and symbolic truth.

‘The Briar Garden in Oxford and the Forge of Dead Hephaestus

on Lemnos are both Mists, or Aedes of Fate, but where the Briar
Garden is a riotous maze of roses, acacias, and hawthorns where
a magician once called her faerie lover into this realm, the Forge
of Dead Hephaestus is a vast junkyard of rusted machinery and
broken wonders where a dead god once forged artifacts that lead
heroes’to their destinies.

Aedes are wholly within the Supernal World; as such, only
mages who have Active Mage Sight attuned to the appropriate
Path can see them or interact with them. That’s not the same
thing as a mage including an Arcanum in her Mage Sight by
paying Mana; an Obrimos who adds Fate to her Active Mage
Sight still perceives the Aether’s interpretation of Fate, not Ar-
cadia’s. The Obrimos in question can see Aetheric Aedes but
remains blind to Arcadian Aedes.

Aedes rarely have a noticeable impact on the Fallen World
directly. Some, particularly Aedes of the gross Arcana, cause
minor strangeness like witch-lights or odd fluxes in probability,
but their influence is more often felt in the resonance of the
surrounding ley lines and their influence on Awakened magic.

Aedes are seldom uninhabited. As the name suggests, many
are home to a powerful (Rank 5+) Supernal entity, and these
ancient gods often have lesser servitors that dwell with them.
These beings are far more active and engaged with the Fallen
World than their kin; this makes them both easier to summon
and more likely to notice a mage Scrutinizing a Mystery in the
vicinity.




Aedes as Mysteries

Every Aedes is also a Mystery waiting to be
solved: deciphering its Truth unlocks a more po-
tent or useful effect of its Environmental Tilt. You
can use the guidelines for Building a Mystery be-
ginning on p. XX to construct an Aedes’ Mystery,
but here’s a guideline to get you started:

Opacity: 4

Surface Information: Arcanum Purview (ob-
vious even without a Revelation), Age, Theme,
Vastly Powerful.

Deep Information: Effects of the Environmental
Tilt (Opacity 4), any secondary Arcanum asso-
ciated with the Aedes (Opacity 3), Resonance
of the most powerful inhabitant (Opacity 2),

Conditions of the Aedes’ appearance (if any)
- (Opacity 1), Full Understanding effect of the Tilt
(Opacity 0).

Systems

Aedes are represented mechanically by a pair of Environmen-
tal Tilts. The first, simply named Aedes, reflects the closeness
of the Supernal to the Fallen and the increased activity of the
Aedes’ denizens. The second is a specific Tilt representing the
environ the Aedes reflects. This Tilt includes an additional “Full
Understanding” effect, which applies to mages of the appropriate
Path who have fully Scrutinized the Aedes. -

In both cases, the Tilts only affect mages of the relevant Path
who are using Active or Focused Mage Sight, or who are actively
engaged in a Supernal summoning (see Mage: The Awakening
Second Edition, pp. 94-95). Mages of the appropriate Path can
sense the presence of an Aedes with Peripheral Mage Sight, and
the spells and Mage Sight of mages belonging to the appropriate
Path behave strangely within the bounds of an Aedes.

Every Aedes has a Theme, a specific expression of its Arca-
num’s themes and purviews to which its effects apply. The Briar
Garden’s Theme is the concept of fated love; its effects apply to
magics that ensure lovers will cross paths, romantic Destinies,
and so on. The Workshop of Dead Hephaestus, on the other
hand, has a Theme of tools of destinyj its effects apply to Fate
magics that enhance tools or bring artifacts together with those
meant to-wield them.

One kind of Aedes is the sole exception to their Path-linked
nature; the prolonged attention of the Exarchs on a place creates
the complex, oppressive High Speech patterns of an Iron Seal.
Seers take Iron Seal’s appearance in all Supernal worlds simul-
taneously as a sign of their masters’ Supernal dominance. Pen-
tacle mages theorize it’s more likely to be the result of multiple
Exarchs, and note that other Exarchal manifestations, especially
Ochemata, give rise to more usual, Path-Specific Aedes as well
as the generalized Iron Seal.

The Aedes Tilts presented here are examples only: feel free
to use them, along with the advice for creating Tilts on p. 290
of Mage: The Awakening Second Edltlon as guidelines to
construct your own.

AEDES

ENVIRONMENTAL

Description: The Supernal Realm is unusually close to the
Fallen World here, and its denizens are more alert and receptive
to the Fallen World. Mages of the appropriate Path can see the
Aedes with Active or Focused Mage Sight and can sense it with
Peripheral Mage Sight.

Effect: Any mage of the appropriate Path attempting to Scru-
tinize a Mystery within the Aedes is more prone to attracting
Supernal attention. If the player has already made a number of
Scrutiny rolls equal to the unmodified dice pool, a Supernal
entity of the mage’s Path takes note of the mage and may affect
him with its powers as long as he maintains his Mage Sight.

If a mage attempts to summon a Supernal entity that dwells
within the Aedes, subtract 4 successes from the total required
(see Supernal Summoning, Mage, p. 94).

Causing the Tilt: Momentous events related to the Arcanum’s
purview, direct contact between the Supernal and the Fallen,
or the presence of a powerful Supernal entity can all create an
Aedes. Certain Imperial Practices can as well.

Ending the Tilt: Barring the use of Imperial Practices or
Exarch-level magic, Aedes fade in their own time, appear and
vanish according to Supernal alignments or conjunctions, or
simply last forever. Destroying the Supernal entity that calls the
Aedes home might also destroy it.

THORNS

ENVIRONMENTAL

Description: A decision has split time like shattered glass,
silver lines marking the distinction between real and not real.
Breath, flesh, love, time, reality itself — the edge of the Thorns
cuts everything.

Effect: Time spells cast by Acanthus receive one free Reach, as
long as the caster is using Active or Focused Mage Sight and the
spell falls within the Aedes’ Theme. In addition, any Acanthus
whose player rolls an exceptional success while Scrutinizing a_
Mystery within the Thorns gains Connected Temporal Sympathy
to the event that caused the Aedes until her Mage Sight ends.

Full Understanding: An Acanthus who fully comptrehends
a Thorns Aedes gives an Acanthus a deep awareness of the pos-
sible futures and now-rejected pasts within the Aedes’ Theme.
By spending 1 Mana, the mage gains the Informed Condition
related to the Aedes’ Theme. She must be within the Aedes and
employing Active or Focused Mage Sight to gain this benefit and
cannot benefit from more than one such vision per chapter.

SUPERNAL ECOLOGIES | 35



Causing the Tilt: A place where many possible futures in-
tersected (such as the site of a decisive battle or world-altering
decision), a place where the Prophet altered the timeline, or the
presence of a powerful Anachronism can all create a Thorns

Aedes.

Ending the Tilt: Thorns may be unmade by undoing the
event that caused them with Time magic, or by the destruction
of the Anachronisms that call them home.

MISTS

ENVIRONMENITFAL

Description: Fate lies heavy in the air, and the portents of
doom are everywhere. The Mists rise from and around the
destined, marking their import and shielding the moment of
decision from prying eyes. -

~ Effect: Fate spells cast by Acanthus receive one free Reach, as
long as the caster is using Active or Focused Mage Sight and the
spell falls within the Aedes’ Theme. In addition, any Acanthus
who rolls an exceptional success while Scrutinizing a Mystery
within the Mists may gain a dot of the Destiny Merit - along
with its doom - that lasts until the end of the Chapter.

Full Understanding: Full understanding of the Mists puts an
Acanthus completely in tune with destiny as it flows from and
through her. As long as she has a Destiny related to the Aedes’
Theme, she may spend a point of Destiny to turn a successful
roll into an exceptional success. She must be within the Aedes
-and employing Active or Focused Mage Sight to gain this benefit.

Causing the Tilt: The fulfillment of a powerful (¢ e o)
Destiny, the manifestation of an Ochema of the Ruin, the
appearance of an Ananke, or the presence of a powerful Moira
can all create a Mists Aedes.

Ending the Tilt: The Mists can be driven away by the delib-
erate breaking of a great prophecy, or the destruction of the
Moirae that call it home.

CRYPIS

ENVIRONMENTAL

Description: All is still and cold and silent, the world a vast
mausoleum, a prison of attachments and broken dreams. The
dead are all around, though they do not know that they are dead.
Every house is a tomb, every city a necropolis.

Effect: Death spells cast-by Moros receive one free Reach, as
long as the caster is using Active or Focused Mage Sight and the
spell falls within the Aedes’ Theme. In addition, any Moros who
rolls an exceptional success while Scrutinizing a Mystery within
the Crypts gains the Steadfast Condition as she internalizes the
need to detach from the physical world.

Full Understanding: Full understanding of the Crypts re-
leases a Moros from her attachment to her physical body. By
meditating within the Aedes, she may step outside her body
and roam the world as a ghost. This functions as though the
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mage had stepped through a Ghost Gate (as per the spell on p.
130 of Mage: The Awakening Second Edition) but counts as
an Attainment rather than a spell.

Causing the Tilt: Places where many people died suddenly,
where an Ochema of the Psychopomp manifested, or the pres-
ence of a powerful Specter may create a Crypts Aedes.

Ending the Tilt: The Crypts can be broken by the laying to
rest of a powerful (Rank 4+) ghost, or the destruction of the
Specters that call it home.

SHELLS
ENVIRONMENTAL

"

Description: Possession is an illusion. Consumption a corner-
stone of the Lie. The things we love will break, be lost; die, and
we will set them aside. The world is a garden of monuments to
forgotten things, and all the treasure vaults are empty.

Effect: Matter spells cast by Moros receive one free Reach, as long
as the caster is using Active or Focused Mage Sight and the spell falls
within the Aedes’ Theme. In addition, any Moros who rolls an excep-
tional success while Scrutinizing a Mystery within the Shells receives
any and all Deep Information that falls under Matter’s purview.

Full Understanding: Full understanding of the Shells reveals
to the mage the power of letting go. By sacrificing an object she
cares about, the mage gains the benefit of Soft Leverage on a
Social maneuver whose intent matches the Aedes’ Theme. It
doesn’t matter whether the target of the Social maneuver wants
the object sacrificed; the mage’s own detachment gives her the
improved Impression level.

Causing the Tilt: Places devoted to the creation, destruction,
or interment of precious objects, the site where an Artifact or
Ochema of the Chancellor entered the Fallen World, or the
presence of a powerful Apeiron may create a Shells Aedes.

Ending the Tilt: The Crypts can be broken by the claiming
possession of a powerful (® ® ¢ ¢ +) Artifact, or the destruction
of the Apeirons that call it home.

AURAS

ENVIRONMENTAL

Description: Thoughts and emotions echo endlessly in the
void. Half-seen demons lurk in the corners of reality, hissing
and gibbering, while a woman’s best and worst natures literally
wrestle over her. This is the mind externalized, the universal
solipsism shorn of all its self-deceptions.

Effect: Mind spells cast by Mastigos receive one free Reach, as
long as the caster is using Active or Focused Mage Sight and the
spell falls within the Aedes’ Theme. In addition, any Mastigos
who rolls an exceptional success while Scrutinizing a Mystery
within the Auras regains all her spent Willpower the next time
she indulges her Vice.

Full Understanding: Full understanding of the Auras allows
the mage an intuitive understanding of her own Mind. Within

the Aedes, she may meditate to enter the Astral as though she
were in a Demesne. This additionally allows her to summon
Goetia from the Astral (see the Mind © ¢ ¢ Goetic Summons
spell on p. 162 of Mage). Finally, she may spend 1 Mana to
grant any Goetia she summons the Materialized Condition for
the Duration of the spell, even if she doesn’t have Death  ®
or Spirit ® e.

Causing the Tilt: Places perceived as having “minds of their
own,” where the Unity has touched the world, or the presence
of a powerful Wraith may create an Auras Aedes.

Ending the Tilt: Auras may be stilled by completing an Astral
journey of self-discovery, or the destruction of the Wraiths that
call it home.

CHAINS

ENVIRONMENIFAL

Description: A vast and intricate spiderweb of iron links
connects everything. From each of those links, smaller chains
spring, and from those emerge yet finer ones, on and on, a
Mandelbrot fractal of sympathetic bindings. Something lurks
at the center of the web, plucking strands that reverberate
throughout the cosmos.

Effect: Space spells cast by Mastigos receive one free Reach, as
long as the caster is using Active or Focused Mage Sight and the
spell falls within the Aedes’ Theme. In addition, any Mastigos
who rolls an exceptional success while Scrutinizing a Mystery
within the Chains also learns a piece of Deep Information for
a Mystery sympathetically linked to the one she’s studying.

Full Understanding: Full understanding of the Chains lets
a mage know exactly which links to pluck to send her magic
resounding across the world. When she casts a spell whose effect
matches the Aedes’ Theme, she may spend 1 Mana to have the
spell also affect one of the subject’s sympathetic connections. She
does not need a Sympathy Yantra (or, indeed, the Sympathetic
Casting Attainment) to do this, but the spell is still Withstood
by the connection’s strength as normal.

Causing the Tilt: Places where the three-dimensional reality
of the Fallen World breaks down, places where the Eye has
observed the world, or the presence of a powerful Imp may
create a Chains Aedes.

Ending the Tilt: Chains may be broken by a mage shedding
all her sympathetic connections within the Aedes, or the de-
struction of the Imps that call it home. -

MANDALAS

ENVIRONMENTAL

Description: The energy of creation is not a wild and chaotic
force, but a clockwork of unimaginable precision and intricacy.
The secret names of nuclear fire, the angels of thunder and
wind, the formulae by which atoms are bound together are all
made plain. '
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Effect: Forces spells cast by Obrimos receive one free Reach, as
long as the caster is using Active or Focused Mage Sight and the
spell falls within the Aedes’ Theme. In addition, any Obrimos
who rolls an exceptional success while Scrutinizing a Mystery
within the Mandalas may remove an Environmental Tilt such
as Blizzard, Earthquake, Heavy Rains, or Heavy Winds within
the Aedes’ area.

Full Understanding: Full understanding of the Mandalas
gives the mage an understanding of the signs and countersigns
that govern, the energies of the cosmos. As long as she is within
the Aedes, she gains a +3 bonus to Counterspell Forces magic.

Causing the Tilt: Earth-shattering storms, places where the
General’s wrath has scorched the earth, and the presence of a
" powerful Seraph can create Mandalas Aedes.

Ending the Tilt: The Mandalas may be stilled by brmgmg a
great storm to an end, or the destruction of the Seraphim that
call it home.

DOMINIONS

ENVIRONMENTAL

Description: Power and authority are revealed by the signs of
rulership. Glory is given to those who rule and reflected upon
those who serve well. The crown, the scepter, the chain of office:
these symbols reflect the raw Supernal Truth of magic.

Dominions are unique among Aedes because, while they are
still Environmental tilts, they manifest around a single authority
figure (or, more rarely, a group of authority figures) and those
in her orbit. The Dominion.often chooses a single individual
in each generation in whom the Aedes’ power is invested, and
the Tilt spreads along that character’s Sympathetic ties.

Effect: Prime spells cast by Obrimos receive one free Reach, as
long as the caster is using Active or Focused Mage Sight and the
spell falls within the Aedes’ Theme. In addition, any Obrimos
who rolls an exceptional success while Scrutinizing a Mystery
within the Dominions gains a deeper understanding of the ties
that bind. She gains the use of a single favor from the subjects of
the Aedes, equivalent to one she could request with Status ® ® .

Full Understanding: Full understanding of the Dominion
" gives the mage insight into the authority that is hers by right of
the Golden Key. Whenever she casts a Prime spell whose effect
is in-line with the Aedes’ Theme, she scores an exceptional
success with three successes instead of five. She must be in the
presence of the Aedes and use Active or Focused Mage Sight
to gain this benefit.

Causing the Tilt: Extremely potent mystical anointings, the
word of the Father, or the presence of a powerful Cherub can
create' Dominion Aedes.

Ending the Tilt: A Dominion may be ended by ritually sac-

rificing a potent symbol of leadership, or the destruction of the
Cherubim that call it home.
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SINGING PATHS
ENVIRONMENTAL

Description: A song heard in your bones, reaching up from
the depths of the earth and down from the vaults of the sky.
A sense of being pulled, drawn along an invisible road by the
powers of the unseen world. The resonance of the whole world
laid out just for you. '

Effect: Spirit spells cast by Thyrsus receive one free Reach, as
long as the caster is using Active or Focused Mage Sight and the
spell falls within-the Aedes’ Theme. In addition, any Thyrsus
who rolls an exceptional success while Scrutinizing a Mystery
within the Sihging Path gains the Aedes’ resonance as a new
Virtue. This extra Virtue lasts until the mage uses it to regain
Willpower, or until the end of the story, whichever comes first.

Full Understanding: Full understanding of the Singing Path

“puts the Shaman in tune with the invisible world. As long as

she is within the Aedes and is using Active or Focused Mage
Sight, she can perceive and interact with both the Shadow and
the physical world simultaneously.

Causing the Tilt: The actions of Shadow Gods (Rank 6+
spirits), Ochemata of the Nemesis, or the presence of a powerful
Totem can create Singing Path Aedes.

Ending the Tilt: A Dominion may be ended by bamshmg a
Shadow God to the Deep Shadow, or by the destruction of the
Totems that call it home.

ECSTASIES
ENVIRONMENTAL

- Description: Your heart hammering against your ribs. Adren-
aline-bright pinpricks of panic, of hunger, of lust. Your muscles
screaming, bones twisting like flags in the wind, pleasure and
pain in equal measure.

Effect: Life spells cast by Thyrsus receive one free Reach, as
long as the caster is using Active or Focused Mage Sight and the
spell falls within the Aedes’ Theme. In addition, any Thyrsus
who rolls an exceptional success while Scrutinizing a Mystery
within the Ecstasies becomes inured to pain, Until she next
sleeps, she suffers no wound penalties and does not fall uncon-
scious when her Health boxes are filled with bashing damage.

Full Understanding: Full understanding of the Ecstasies puts
the Thyrsus in tune with her own instincts. She is so attuned to
her body’s signals that, as long as she is within the Aedes and is
using Active or Focused Mage Sight, she applies the higher of her
Dexterity and Wits to her Defense and scores an exceptional suc-
cess on any perception actions with three successes instead of five.

-Causing the Tilt: Places where the laws of nature are more
powerful than those of reason, the Raptor’s hunting grounds,
and the presence of a powerful Beast can create Ecstasy Aedes.

Ending the Tilt: An Ecstasy may come to an end by deliber-
ately and ritually rejecting instinct in favor of reason, or by the
destruction of the Beasts that call it home.




S

IRON SEALL

ENVIRONMENTAL

Description: You are an insect, insignificant, a tiny mortal
life who will live and die in the soul cage. This place has drawn
the gaze of those who rule from the outside, whose design built
your reality and from whom you will never escape. See their will
written in the world and obey.

Effect: Spells cast in the Aedes that meet with its Theme
receive one free Reach, as long as the character is using Active
or Focused Mage Sight. In addition, any mage who rolls an ex-
ceptional success while Scrutinizing a Mystery within the Iron
Seal understands the intent of the Exarchs’ design. She learns
what the Exarchs want in the form of a potential Mystery Com-
mand (Mage, p. 103) and may replace an Obsession. with the
Command as though she had the Prelacy Merit if she chooses to.

Full Understanding: Full understanding of the Iron Seal
allows the character to invite the Exarchs into her Oneiros or
remove their influence from her soul — she either gains the
Exarchal Dreams Condition (p. 56) or removes it, her choice.

Causing the Tilt: Places where the Exarchs especially focus
their attentions, exceptionally large Seer Demesnes, the Oneiros
of Prelates, and the manifestations of Ochemata may all cause
Iron Seals.

Ending the Tilt: An Iron Seal ends when the Exarchs demand
it, and no sooner.

Gi{ts o£ the SupemaL Boons |

Supernal entities are powerful creatures, with command of the
Arcana that match or exceed even gifted mages. But it’s not only
for their magical prowess that Supernal entities are summoned
and bound. Each entity, whether Manifest or Recondite, possesses
at least one power that ties to their symbolic truth, but which
falls outside the purview of their Arcana ratings. Mages call these
abilities Boons, and their libraries are filled with books of names
and descriptions of the denizens of ‘the. Supernal, each with a
description of their Boons and how they might be invoked.

Systems

All Supernal entities possess at least one Boon. Entities of
Rank 4 or greater possess an additional Boon per Rank above 3,
and lesser entities may trade one dot of their primary Arcanum
to gain an additional Boon.

Boons’ effects are largely narrative, but some can be employed
directly against mages and other beings. Unless otherwise speci-
fied, a Boon that directly targets another being becomes a con-
tested action, with the entity rolling Power + Finesse contested
by the subject’s Resolve + Gnosis (or Power + Resistance if the
subject is an ephemeral entity).

To use its Boons, a Supernal entity must be physically present
in the Fallen World, usually as a result of a summoning (see
Mage: The Awakening Second Edition, p. 94). The summoner
must first pass the entity’s trial (Mage, p. 96), and it can only
invoke a Boon once per summoning. '

Entities that have noticed a mage employing Focused Mage
Sight are an exception and may use their Boons on the mage in
question. Reports of them doing so are rare,"however — Boons
tend to be large-scale actions once an entity has been appeased
via trial. '

The following Boons are examples only, grouped by the types
of entities (and their Secondary Arcana) likely to possess them.

AﬂS@‘.S

Angelic Boons are forthright, direct actions. They rarely take
the form of blessings or gifts, but rather revelations of hidden
truths or the excoriation of the wicked with fire and storm.

* Death of Magic (Death): The Angel may completely
dispel any magic with a dot rating (i.e. Merit rating,
Arcanum level of a spell, etc.) equal to or lower than its
Rank. Its touch can also remove a dot of Gnosis from a
mage if it succeeds in a contested action. If the mage is
reduced to O Gnosis, she becomes a Sleepwalker.

e Grace of the Sword (Fate): The Angel may raise (or
lower) the dot rating of an Artifact by a value equal to
its Rank. A given Artifact may only benefit from this
Boon once, though a second application can restore its
original rating.

* Scouring (Forces): One of the most terrifying Boons, this
power allows an Angel to unleash a divine storm of such
magnitude and ferocity that it effectively destroys an area
with a diameter equal to the being’s Rank in miles. The
destruction takes at least a day (40 days and nights is more
traditional), during which time the area suffers whatever
Environmental Tilts the Storyteller deems appropriate.
Those within the area have a chance to escape, but even
with a large-scale, concerted evacuation effort, many peo-
ple will die. Angels reserve their most arduous Trials for
those mages who would ask them to invoke this power,
and never do so for any reason they deem unvirtuous.

* Living Mana (Life): The Angel may grant dots in any
Physical Merit or create or cure a number of Conditions
or Tilts relating to physical health (including Blinded,
Deafened, Poisoned, or Sick), equal to its Rank. It may
mix and match these effects; a Rank 3 Angel might cure
Blinded, inflict Arm Wrack, and grant a dot in a Physical
Merit, for example.

e Sword of Righteousness (Matter): The Angel may craft
an Artifact that falls under its primary Arcanum’s pur-
view. The Artifact has a Merit rating of 3 + the Angel’s
Rank. A mage can only receive one such Boon from the
Angels, and if she uses it in any way that contradicts
her Virtue or the tenets of Wisdom as she understands
them, she earns the wrath of the Aether. Any angel can
perceive her and affect her as though she were using
Focused Mage Sight. Only by undertaking a significant
ritual of purification can she return to Heaven’s graces.
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Tutelary Wisdom (Mind): The Angel may grant a number
of Mental Skill dots equal to its Rank to a mage with a
single touch. These Skill dots last until the end of the story.

Revelation (Prime): The Angel may make visible to any
mage with Active Mage Sight all ley lines, nodes, and
Hallows within a number of miles equal to the entity’s
Rank. Any Mystery related to the flows of magical ener-
gy has its Opacity reduced by the Angel’s Rank; if this
reduces a Mystery’s Opacity to 0, the Mystery is obvious
to any mage who cares to Reveal it.

The Scepter of Heaven (Space): The angel may grant a
mage a scepter of authority which may act as a represen-

tational sympathy Yantra for any Space spell. The mage-

must still have a sympathetic connection to cast a spell
at sympathetic range. The scepter may act as a Yantra
a number of times equal to the Angel’s Rank before it
returns to the Supernal World.

Word of Binding (Spirit): The Angel may levy a new
ban on any spirit present, or on any spirit whose name
it knows. For purposes of this Boon, a spirit’s name is
the appellation it’s known by in the language of spirits.
The new ban’s severity is based off the Angel’s Rank,
not the spirit’s (a Rank 4 Angel levies a severe Ban, even
on a Rank 2 spirit). If the spirit is higher Rank than the
Angel, this provokes a Clash of Wills.

Angel of the Hours (Time): The Angel may send a
number of individuals equal to its Rank through time
to a specific hour (e.g. 6 in the morning on October 23,
1874). Each Angel has dominion over a single, specific
hour; when that hour is up, the subjects return to the
present. Any changes made in the past are permanent.

Yallery Brown (Forces): The Fae grants its summoner an
invisible helper, equivalent to the Retainer Merit with a
number of dots equal to the Fae’s Rank. However, the
Retainer is not under the mage’s direct control; it does
whatever it deems necessary to help its master in whatever
way the bargain specified. It doesn’t care if Sleepers see
it or indeed anything except accomplishing its tasks. In
addition, when creating the Retainer, the Fae specifies a
taboo that will deprive the mage of its service. Usually this
taboo is thanking the Retainer. Should the mage violate
the taboo, the Retainer either vanishes immediately or
turns on its master, gaining a new purpose of making
her life a living hell. Either way, the Retainer lasts until
the next Solstice.

Pied Piper (Life): The Fae gives the summoner a musical
instrument — flutes and fiddles are the most common —
which, when played, exerts a powerful pull on a particular
kind of living thing. It might compel them to follow the
player or provoke some other biological response. The
instrument works perfectly for a number of uses equal to
the Fae’s Rank (the control is a contested action of the
player’s Presence + Expression vs. Composure + Gnosis).
Thereafter, the kind of creature the instrument affects
come to despise its owner, who must play simply to keep
them from attempting to rip him limb from limb.

What’s Old Is New (Matter): The Fae can perfectly
repair a broken or otherwise inactive object (including
Artifacts and other unique items) by simply plucking it
from a point in the time stream before it was damaged.
The repaired object may only be used a number of times
equal to the Fae’s Rank, and then it’s gone forever, be-
yond even the ken of an Anachronism.

The Gift of Gab (Mind): The Fae replaces the mage’s

Fae tongue with one of silver (though the change is only vis-
ible to Mage Sight). This adds dots equal to the entity’s

The Boons of the Fae are subtle and fickle. Often, they come , i
) . Rank to the mage’s Subterfuge Skill but reduces any
in the form of a token that one may redeem for a single great i ; i i
) ) Social action that relies on honesty to a chance die. The
favor, but only once. It’s on the summoner to know the right ) )

. Gift lasts until the mage successfully tells the truth three
moment to use it.

times.
¢ Endings Unwoven (Death): The Fae restores a dead

person to life, either by rewriting her Fate or snatching
her from Time before she died. Unfortunately, the Fae
have no facility with the soul, which is not restored. The
dead person returns with the Soulless Condition.

¢ Weaving (Fate): The Fae weaves a token given to a

mage. As long as the mage wears or carries the token,
she rearranges her dots in a number of Skills equal to
the Fae’s Rank + 1. The rearranged values are set when
she invokes the Boon. For example, a mage summons a
Rank 2 Moira to craft a Weaving that will redistribute
her dots in Occult, Firearms, and Larceny. If the mage
has Occult 3, Firearms O, and Larceny 5, she now has 8
dots to distribute between those three Skills as she sees
fit. The token unravels at the end of the story.
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e The Well of Eternity (Prime): By drawing on all the

magic that ever has or ever will exist, the Fae may pay the
entire Mana cost of a single spell whose highest Arcanum
rating is equal to or lower than its Rank.

Babylon Candle (Space): The Fae gives the summoner a
candle which, when lit, transports the mage in the blink
of an eye. A Moira’s Babylon Candle can transport the
mage to the location where any Destiny the mage names
will be fulfilled, while an Anachronism’s can send the
mage anywhere in time. The Candle may be lit a number
of times equal to the Fae’s Rank before it burns out.

Thorn in the Side (Spirit): The Fae may levy a new
bane on any spirit present, or on any spirit whose name
it knows. For purposes of this Boon, a spirit’s name is




the appellation it's known by in the language of spirits.
If the spirit is higher Rank than the Fae, this provokes a
Clash of Wills.

Hourglass (Time): The Fae gifts the mage with an hour-
glass which, when inverted, undoes a number of hours
equal to the Fae’s Rank. The mage may then dictate how
events actually played out; she does not need to roll dice
but can only describe actions she might possibly have
taken: She could say “and then I solved the Mystery of
the Blood Carbuncle” assuming she was able to study
the magical gem, but not “and then Angrboda died of a
heart attack.”

Demons

Demons’ Boons expose weakness and make it into strength,

they reveal secrets and destroy (or create) relationships.

¢ Impostor (Death): The Demon brings a single person

back from the dead: sort of. This Boon requires a living,
human sacrifice; the Demon touches the mage and
plucks her memory of the dead person from her mind,
then touches the sacrifice. The personality of the dead
individual overwrites the sacrifice’s mind, as constructed
from the mage’s memories. After a number of weeks
equal to the Demon’s Rank, the simulacrum turns spite-
ful, mocking the mage for her weakness and reminding

her of the magnitude of what she’s done. Eventually
the simulacrum becomes violent and devotes itself to
killing the mage. Once the simulacrum dies, the mage’s
memories of the deceased go with it.

Everyone Cheats (Fate): The Demon grants the mage a
monkey’s paw or similar animal appendage with a number
of fingers equal to the Demon’s Rank. If the mage bites off
one of the fingers and swallows it whole, she may choose to
move the result of a single action — hers or another’s in the
scene —one “step” in either direction along the roll results
scale (failure to dramatic failure, failure to success, etc. —
assume any basic success result scores a single success). The
catch is that every shift is visited back on the mage in the
following scene:'if she turned her enemy’s success into a
failure, one of her successes in the next scene becomes
a failure as well. Her own guaranteed successes become
successes for her rivals, and so on.

Wisdom’s Scourge (Life): The Demon flays the flesh
from the mage’s bones in a long, agonizing process that
inflicts no damage but debilitates the body. The mage
shifts a single dot of a Physical Attribute to a Mental
Attribute per level of the Demon’s Rank. The effect lasts
as long as it would take the mage to completely heal from
having all her Health boxes filled with lethal damage
(normally two days per Health box).
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Into the Pit (Matter): The demon lays hands on both the
mage and another subject (who is entitled to a contested
roll). If the Boon succeeds, both subjects are thrown into
an extradimensional oubliette, a prison-Emanation of
Pandemonium on this side of the Abyss. The two are
locked in a cell together with no other company or stimu-
lation for a number of years equal to the Demon’s Rank;
no matter what they do to each other, every “morning”
both prisoners rejuvenate to the precise state they were
in when they arrived. At the end of the sentence, the
summoner may undergo the Trial again to extend the
sentence.

Seek the Tutor (Mind): The Demon points the mage
to the location of the nearest mage capable of inducting
her into a Legacy she names.

Will to Power (Prime): The Demon blesses the mage
with a pure clarity of purpose. As long as she is following
one of her Obsessions, she adds a bonus equal to the
Demon’s Rank to all Mental actions. This Boon lasts
until the Obsession is tesolved or the mage turns away
from its single-minded pursuits. In the latter case, she
suffers the Demon’s Rank as a penalty to all Mental
actions until the Obsession is resolved.

Borrowed Lies (Space): The Demon may grant the mage
a sympathetic connection with anyone she names. The
connection’s Strength is equal to the Demon’s Rank.

Awaken Ephemera (Spirit): The Demon may raise a
single ephemeral entity (ghost, spirit, Goetia, even angels
of the God-Machine) to full, human-level sapience. The
entity can truly reason and gains traits associated with a
human mind like empathy and the ability to put other
needs above its own. The effect lasts a number of days
equal to the Demon’s Rank.

Sins Revisited (Time): The Demon casts the mage’s
perception back to the last time she committed an Act
of Hubris and failed the detachment roll, forcing her to
relive her actions over and over again. While the mage
cannot change what happened, each time she relives
the deed she may roll Resolve + Composure. If she ac-
cumulates a number of successes equal to 10 minus the
Wisdom level of the Act of Hubris before the journey
is over, she regains the lost point of Wisdom. She may
relive the scene (and thus roll) a number of times equal
to the Demon’s Rank.

purpose for it. The Boon transforms a number of Merit
Dots equal to the Beast’s Rank into some other Merit. A
dead Retainer’s flesh might be stripped from the bones
and its skull dipped in the waters of Mimir’s Well, turning
it into a Library, or an Artifact’s function might change
completely.

Beast Brand (Fate): The Beast brands the mage with
the image of a totemic beast: a rat for treachery, a fox
for cunning, a serpent for wisdom, and so on. The Mage
gains Destiny dots equal to the Beast’s Rank, which she
can use when she acts in accord with her brand. The
Brand lasts until the next Equinox.

Cleansing Storm (Forces): The Beast unleashes a terrible
storm that scours an area with a diameter equal to the
Beast’s Rank in miles. The devastation is not total, but
it is severe: crops are drowned, animals die, structures
less sturdy than solid stone are washed away. However,
when the storm passes, the area will grow back twice as
verdant as before; crops double their yield, animals are
exceptionally large and healthy, and any source of disease
or corruption (magical or otherwise) does not return.

Flesh of the Prey (Life): By ripping the Beast apart (pref-
erably with her bare hands), the Mage acquires hunks of
meat of vials of blood equal to the Beast’s Rank. Consum-
ing a vial restores one to the peak of health. All wounds,
diseases, Tilts, Conditions, etc., are immediately healed
and resolved. If the consumer is a mage, her Mana pool
completely refills. Even illnesses magic normally cannot
cure are undone by this Boon.

Bolthole (Matter): The Beast constructs a den, hive, or
similar living area that exists within the Gauntlet itself.
This bolthole is the equivalent of the Safe Place Merit
with dots equal to the Beast’s Rank and a specific en-
trance from the physical world. The bolthole lasts until
the next Equinox.

Unleash the Beast (Mind): Every human being within
100 yards x the Beast’s Rank is transformed into the
animal their soul most closely resembles. (Only roll the
contested action for important charactersin your chron-
icle; assume it automatically affects nameless extras.) The
transformation wholly subsumes their minds, and at the
next dawn, any survivors transform back with no memoty
of what happened outside unsettling dreams.

Supernal Evolution (Prime): The Beast transforms the
mage into pure Mana, allowing her to achieve her perfect-

Beasts

Beasts’ Boons are simple, direct, and most often physical.
They teach simple, profound truths and shear away the illusions
of humanity.

ed state, before returning her to flesh. Mark all the Mana
currently in her pool with an X; until she’s spent all the
marked points the mage gains the rote action quality on
any non-spellcasting action whose unmodified dice pool
is 8 or greater. However, for any action whose base dice
pool is 3 or less, her failures are automatically dramatic
failures.

¢ Carrion Eater (Death): The Beast consumes something
dead or broken (a corpse, a drained Artifact, even a
shattered belief system) and in so doing, reveals a new
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¢ . Eagle Eyes (Space): The Beast grants the mage the ability
to see the solution to a single problem: where to find the
answer to a Mystery or an enemy in hiding, for example.

* Gauntlet Inversion (Spirit): The Beast rips a section
of the Shadow (about 10 yards x the Beast’s Rank) and
moves it into the physical world. The corresponding area
of the physical world is transferred to the Shadow.

¢ Reclamation (Time): The Beast causes an area roughly
the size of a large apartment building to suddenly be
impacted as though it had been neglected for a number
of centuries equal to the Beast’s Rank: plants grow wild,
stone erodes, animals move back in and reclaim the land,
and so on. ' '

Shades

Stygia’s Boons seldom give so much as they take away. The
Leaden Coin is payment, and what it buys is freedom from
attachment.

¢ Forgotten Names (Death): The mage may cast the name
of a dead person into Stygia. Within days, memory of
that person is erased entirely from the earth. This Boon
does not “fill in” the gaps in anyone’s memory, nor does
it rewrite reality to undo the forgotten person’s deeds.

* Death Curse (Fate): The Shade may speak a curse against
a single target (it must have a Sympathy Yantra for the
subject if he isn’t present). Within 10 days minus the
Shade’s Rank, that subject will die. However, so will
someone the summoner has an Intimate sympathetic
link to. Only the initial target gets to contest the Boon;
if the intended subject dies, there’s no cheating the price.

e Crucible (Forces): The Shade bathes an object in the
transformative fires of the dead forges of Stygia, removing
its impurities and rendering it into a perfected version
of itself. The transformed object grants the rote action
quality on any actions made using it for a number of
sessions equal to the Shade’s Rank. Once this duration
expires, it crumbles to dust — as does the summoner’s
most prized possession.

¢ Abiogenesis (Life): The Shade bestows life on inorganic
or dead matter. While this can restore a human corpse
to life, it will not be the same person that died (nor will
it have a soul). The newly-created Life functions as a
Retainer with dots equal to the Shade’s Rank.

e Built to Order (Matter): The Shade creates one cubic
meter per Rank of any Matter the mage specifies. This
does not have to match any known form of matter; the
Shade can create a material as soft as cotton and as con-
ductive as gold, for example.

e Let Go Mind): The Shade may take away a single Ob-

session from the mage.

e Transubstantiation (Prime): The Shade may transform
inert matter into Tass; the Tass created holds 3 Mana per

Rank.

* Door to Hell (Space): The Shade may open an Avernian
Gate to anywhere in the Underworld: any location the
mage names, or the vicinity of a particular ghost.

e Omen Cleansing (Spirit): The Shade may remove the
Resonant, Open, or Controlled Condition on an area,
provided the source of that Condition was an event that
took place in the past. It can remove the murder reso-
nance in a former serial killet’s lait, for example, but not
the forest resonance of a mountain glade or the sickness
resonance in an active hospital.

* Heals All Wounds (Time): The Shade dims the memory
of a recent tragedy. The death of a loved one, a personal
failing, whatever it might be seems to be just a distant
memory. This can resolve Mental Conditions, including
those associated with Wisdom,/Integrity loss.

Merit: Superna[ \X/atcl’\er (“ or ....)

Effect: Your character has drawn the attention of a Supernal
entity from her Path Realm. This entity, while not precisely
friendly, is invested in your character and wants to see her reach
her full potential. .

When you purchase this Merit, work with your Storyteller to
design the entity using the rules on pp. 253-258 of Mage: The
Awakening Second Edition.

At two dots, ybur watcher is a Rank 1 entity. At four dots,
it’s Rank 2. '

When you attempt to summon your Supernal watcher, the
summoning only requires five base successes instead of 10.

In addition, your watcher often appears to you in your Active
Mage Sight. When you activate Active Mage Sight, you may
spend 1 Mana to have your watcher appear. You can’t commu-
nicate with it short of a full summoning, but if it’s there and
your Active Mage Sight is up, you-can treat its presence as a Path
Tool Yantra for spells using its main Arcanum.
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Freezing rain rattled against the glass of Pete Quire’s third-floor oftice, and a gust of chill
wind through the ill-fitting sash window' scattered student papers over the floor. Just one of the
pains of working for a sixteenth-century'Scottish university headquartered in eighteenth-century
buildings. He sighed, gathered the papers, and rested a gold letter-opener on top of the pile. The
clock on his ancient computer told him it was half past eight, well beyond time that he should
leave the building lest security intervene. Beyondithe window, lightning flashed and thunder
rumbled. Hell with this, he thought. Pub time.

A low-ranked job in academia is one of the easiest places to observe a vow of (relative))
poverty while maintaining access to the basic needs of humanity: food, shelter, research papers,
and internet pornography. For Pete, that vow came with several drawbacks, not least of which
was the need to afford rent, bills, and high-functioning alcoholism. He huddled down in his
raincoat, but the weather knew better than to bother him as he walked. Damp but not soaked,
he aimed for light, warmth, and the chance that someone else was buying.

He didn’t make it. A cyclist ignored a red light on an otherwise empty street and slammed
into Pete as he crossed the street. He fell hard against the curb, legs tangled in the bike, pain
blooming in his chest. The cyclist was quick to her feet, running back as though the crash hadn't
thrown her ten feet down the road.

“What the fuck do you think you're doing?” She tried pulling the bike, but it wouldn't budge.
The movement made his legs hurt.

“Me? You're the idiot who jumped a red.” He reached down to extract himself. Something
about the bike felt odd, symbols welded on to the steel. His vision blurred, and he saw Truth.
This wasn't just a bicycle. Someone was playing silly buggers, and for once it wasn't him.

She saw the electric blue sparks in his eyes and recoiled. Water plastered her hijab to her head
and dripped oft her chin as she looked down atthim. “Do we have a problem, angel-fucker?”

He stood, hands still on the bike. “The Fool trusting chance instead of the rules of the road?
Do you think I'm'a lucky find?”

“You wish.” The threads of gold in her headscarf writhed. “Give me back my bike and you'll
forget you ever saw me.”

He felt the surge of magic around her and flicked his fingers dismissively. Lightning flashed
across the sky and fire crackled around his left'hand, fed from the power his self-enforced vow
had gathered. “You're trying a Jedi mind trick on an Obrimos in a storm?”

She at'least had the good graces to look scared as he kindled fire around his hand. “l know 1
didn’t look where 1 was going, but you want to fight over it?”

He cracked a smile. “Just showing off.” He took out a battered pack of cigarettes, lit one with
the flame, then extinguished his hand. “I'm in no mood for a fight, especially in this weather.
Look, you're obviously running from something, and I don’t like knowing that this city has
something worth running from. Buy me a coffee and tell me the story; we'll call it even.”
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Never underestimate the ridiculous things that have been done
in the name of religious-semantic obscurity.

— Kate Griffin, A Madness of Angels

A magician’s tools are semiotic in nature, using the meaning
and symbolism of the Fallen to manipulate the Supernal. As
below, so above. The Yantras, Instruments, and Chains of the
Awakened are but the most common mystic instruments. Mages
draw power from vows and obligations, combine individual tools
into rituals far beyond the capacity of a single mage, draw on
the symbols and practices of science, philosophy, and religion,
and even use their very Nimbus to provide sympathetic echoes
from the Fallen.

While magical tools are enhancements to a mage’s will rather
than empowered acts of magic themselves, that doesn’t make
any given tool superfluous. A physicist may be able to solve a
time-dependent Schroédinger equation with no more than a
. pencil and paper, but a calculator — or a computer — makes the
process faster, easier, and more reliable. Yantras and their ilk
perform the same function for a magician. Unlike a calculator,
most magical tools aren’t universal. An Obrimos cannot take a
Thyrsus’ ritual knife and use it as the Thyrsus does; a knife has
a different meaning for both mages, and the materials, shape,
and form all affect how an individual mystic uses a given tool.

This chapter explores the rich tapestry of magical tools,
re-examining the mystical uses of place and time, sympathy and
sacrament, and adding new items to a magician’s toolbox. Some
mages aren’t organized enough to reinforce an obligation, others
never master the careful planning necessary for a grand ritual,
but the options remain open for those willing to use them.
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-Corres ondence and |
p
Symbols

Mage: The Awakening Second Edition offers a brief look at Path,
Order, and Patron tools starting on page 119; but it does not tell
the full story. Certain symbols so resonate in the Supernal that
they have become part of Fallen occultism. Coins, cups, mirrors,
rods, and weapons show up in the lore of many cultures and
mystical traditions, though they may not have the forms that a
sleeper knowledgeable in Western occultism might recognize.

A mage, however, draws meaning from her cultural milieu
— at least when she first wields magic. In time, she comes to
understand the symbols’ Supernal meaning, and she grows
proficient in using any symbols and signs from Fallen occultism
that draw on the same semiotics. In that way, she cuts away the
flesh of the Fallen World to reveal the Supernal bone within.

P ath Too[s

The path tools detailed in Mage give an overview of the most
common ways in which each path adorns or creates its magi-
cal tools. Not to be constrained, the five tools — coins, cups,
mirrors, rods, and weapons— may take on other forms, either
made of new materials, forged into new shapes, or adorned with
Path-appropriate decoration.




Path tools expand beyond the classical five. Some places call to
the semiotics of the Paths, allowing a mage to treat being in that
place as an environmental Yantra. A mage may surround herself
with items representing classical elements or wait for times when
her Path’s planet is ascendant. She may grow plants and keep
animals appropriate for her Path or decorate her magical tools
with images of said animals.

Many mages accept modes of transport as an ‘unofficial’ Path
tool. While not as cemented in the Fallen World as the original

CLASSICALTOOLS ACANTHUS MASTIGOS
TG Glass, crystal, silver ; Irbn, brass, leather
TOOL QUALITIES Reflective Worked

TAROT The Fool - The Devil

PLACE Waterfall Forge

CHINESE ELEMENT Wood Water

WESTERN ELEMENT Air Void

weron
COLOR Green/Blue Black

JEWEL Emerald Topaz

PLANT Bramble Nightshade
ANIMAL Bird Snake

MYTHIC BEAST Unicorn Manticore
FRAGRANCE Cedar Sulfor
FABRIC Wool Silk

VEHICLE Ship Palanquin
PLANET Venus Mars

FOOD Fruit - Meat

five, their usage over the centuries has become so ubiquitous
that many find it hard to argue with their inclusion. When used
in magic, vehicles represent both motion and freedom from
restraint. Whether she’s pedaling a bicycle through a busy city
or soaring above in a police helicopter, the mage hasn’t anything

holding her back. :

The chart below presents an expanded list of possible path
tools. Any of these tools count as a Path-related magical tool
when working out a character’s Yantras.

MOROS OBRIMOS THYRSUS

Lead, bone, gems Steel, petrified wood, ~ Wood, copper, stone
gold

Buried Perfected Natural

Death Strength The Moon

Mausoleum Spire Cave

Metal Fire Earth -

Earth Fire Water

Hammér, mace, Double-edged sword,  Axe, sling, hunting

crushing weapons spear, noble weapons  weapons

Gray White/Yellow Red/Brown

Diamond Ruby Sapphire

Yew Oak Vine

Moth Dog " Cat

Basilisk Hippogriff Minotaur

Cinnamon Saffron Musk

Linen Fleece Fur

Wagon Chariot Mule

Jupiter Saturn Moon

Vegetable Bread Wine
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AI‘S Novum

In addition to broadening the scope of magical tools, some
mages deliberately try to find mystical meaning in objects thor-
oughly grounded in the modern world. So many of the Path tools
that a mage uses have gone unchanged through the centuries,
yet the Fallen World has moved on. Surely the tools of magic
have moved on as well? These tools, part of a fiercely modernist
techgnostic way of magic called the Ars Novum, draw on items
from the last hundred years that resonate with the Paths.

ACANTHUS MASTIGOS

Defaced silver dollar, Coinage from oppres-

COINS poker chips sive regimes, souvenif
penny from a famous
prison

Plastic novelty cup, Prisoner’s tin cup, Sovi-

CUPS whiskey glass et-era vodka glass

MIRRORS Moke-up com.pact, Polished br.ass plate,

; silver hand mirror two-way mirror
Minute-hand of a clock,  Bar from a jail cell, set

RODS halogen flashlight of scales

WEAPONS Switchblade, blackjack  Brass knuckles, machete

VEHICLES Bicycle, classic Beetle Motorcycle, sports car

Ouigation

Vows and obligations allow a mystic to draw power down from
the Supernal by accepting limits in the Fallen. By drawing the
Lie close to herself, she exposes tiny fractions of truth, through
which she can extract Mana. Whether a character chooses a life
of poverty or studiously avoids violence, she must limit herself
to draw on power.

A mage taking on an obligation must do so voluntarily: a
mystic doesn’t gain power just for living on the poverty line. She
must choose to do so, deliberately avoiding what chances the
universe offers her (if any) to change her lifestyle. Some mages
think of vows and obligations as contracts with the Supernal,
and in a way they’re right — and as contracts, they come with
penalty clauses. While violating the vow by mundane means
costs the mage its benefits, using magic to cheat her way around
a hardship she has agreed with the universe invites magical
retribution in kind.

A mage who chooses an obligation must do so consciously
and of her own free will. She must live within its terms for a
week before she gains any benefit. After a week — timed down
to the minute — she gains the Obligation Condition. At the
end of each week that she maintains that Condition, she gains
a point of Mana. Giving up a vow cuts her off from power but
allows her to relax, in the same way as an alcoholic falling off
the wagon, or a smoket lighting up after a month. On resolving
the Condition, she regains a point of Willpower.
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Though some believe that the Ars Novum is the primary
— or sole — practice of the Free Council; in truth, most of its
adherents come from the Diamond Orders. Techné grounds
Libertine magicians in the magic to be found in the Fallen World
already. They're more likely than other mages to use classical
magical tools simply because they work in the ways and means
of sleeper occultists who believe those same tools bear power.
The Diamond, however, have no such ties.
MOROS

OBRIMOS THYRSUS

Small semi-precious Computer processors, Bottle caps, dog tags

SD cards

gemstones, spent bullets

Cup of a dead person’s  Religious chalice, Survival canteen, home-

last drink, china coffee  souvenir mug made cup

mug

Surgical light fixture, Selffacing camera, Reflective glass, pol-

polished grave markers  steel shaving mirror ished copper plate

Gravedigger's shovel, Radio antenna, deplet-  Length of copper pipe,

ivory-headed cane ed uranium wooden staff decorated

with urban detritus

Scalpel, improvised Explosives, taser Survival knife, poison

weapon

Ambulance, hearse Helicopter, black sedan ATV, classic Land Rover

The mage’s actions have consequences. Should she use magic
to break her vow, or to skirt the letter of the law, she resolves
the Condition but does not gain Willpower. Instead, she loses
all her stored Mana — though the rush of breaking a vow sworn
between Fallen and Supernal is enough that a mage can use it
as a Yantra (see p. XX for more). :

Laws o{ Ouigation

The universe has laws that even the Wise must obey. When a
mystic swears a vow, she must hold to the rules, or she will face
the consequences. A mystic does not know these rules instinc-
tively, but her teacher or mentor will inform her in due course.
Only those who have no mentor can plead ignorance, but the
Supernal is a harsh master and ignorance of the law is no excuse.

The Law o£ Signi[icance

The first universal law governs the nature of a vow. The Law
of Significance states that any vow must have a significant effect
upon the mage’s life. A mage born mute, who has not used
magic to restore his ability to speak, gains no benefit from a vow
of silence — and even were he to do so, he would first have to
become so used to speech that it was second nature.

Further, a magus cannot burden himself with a restriction
based on his mystic capabilities. A vow must handicap the mage
in the Fallen; merely limiting his ability to draw on the Supernal
is not enough. As such, many mages take on vows that resonate




with a particular Fallen culture — that culture says, “this is a vow
you take or an oath you swear that has a significant impact on
your life,” and the mage agrees.

The universe does not, however, gradate significance. To one
wizard, a vow- of poverty means giving away her possessions,
wandering the world with only the clothes on her back — and
perhaps a way to beg enough money for the basics, so as not to
fall foul of the Law of Transaction. To another it means having
ajob and possessions but earning so little that he can’t afford to
pay bills and to eat more than a couple of times a week. While
each mage has a different view of poverty, each faces significant
hardships, and that’s all the universe cares about.

The Law o£ Transaction

The second universal law governs the interaction between
Supernal and Fallen in the nature of a vow. The ‘universe
abhors a cheat and will strike down a hubristic mage who de-
cides to circumvent her vow through mystical means. While a
mage can stop upholding a vow at any time through mundane
means — such as a pacifist landing the first punch — she cannot
use magic. To do so implies that the mage is"happy to use her
connection to the Supernal to avoid the hardship that the Law
of Significance requires.

Her presumption faces a simple and direct punishment: she
loses all her stored mana. As the decision to take a vow is entirely
voluntary, it is not a true Act of Hubris to break the vow, but
mystic legerdemain is still a betrayal of both the letter and the
spirit of the vow. I

The Law of Transaction doesn’t have strictly-defined limits,
for then legalistic mages would game the edge cases. It applies
to each mage depending on the vow she swore and how she
interprets it. Almost any mage who, having sworn an oath. of
silence, uses Mind magic to make people perceive her to speak is
breaking this law, but one mage who instead uses a spell to force
comprehension of sign language on her audience can get away
with it as her vow is sworn in the sense of quiet contemplation
rather than avoiding communication. Another, who swore his
vow in the sense of separating himself from the world, finds
that the same spell breaks his vow.

Example \/OWS

While some obligations are common to members of a certain
Path — many Acanthus take on a vow of chance at some point
in their lives — a mystic’s choice of vow is ultimately a personal
decision. She makes the vow based on her life so far and her
understanding of both magic and her place in the world. An
Obrimos who takes on the vow of chance may make bets that
he believes rely on skill as much as chance (such as poker or
sports betting) to demonstrate that he is better than the random
nature of the world.

Ahstinence

While the modern world defines a vow of abstinence as a
vow of chastity, it applies to deliberately avoiding a situation
or substance in such a way as to limit the mage’s life. Some

wizards try to use this vow to break their addiction to alcohol,
drugs, or nicotine, though in that case the obligation only
remains until the mage no longer feels the burning need in
her gut. For some, maintaining sobriety is a serious challenge
for years, while another feels no need to take another drink
after a couple of months.

Whether a mage goes without sex, quits smoking, or becomes
vegan, her vow applies while it causes her some amount of
hardship — per the Law of Significance. Once the mage is used
to her abstinence, her vow becomes meaningless. Some take the
chance to indulge once again, to renew their vow. Others feel

that the benefit of abstinence is such that they have no need
to backslide.

/A\ssumption

Some mages deliberately choose to take on a vow of social or
physical hardship, often using Life magic to alter their bodies
into a form less accepted in their broader culture. The mage
might change her skin color or gender, make herself very old
or take a body below the age of majority, or taking on a physical
disability — anything that limits her ability to interact with the
Fallen World. The change must be one that would negatively
impact her life; a white mage who takes on an African-Amer-
ican body-only satisfies the Law of Significance if the culture
around him is racist against African-Americans (though that’s
true for much of the “developed” world.) Some go so far as to
change their gender because of their mystic preconceptions of
transgender people.

Almost all mages who take on a vow of assumption are
straight, able-bodied men of the most privileged racial groups
of their culture. They overwhelmingly either do not realize or
do not care that what they take on by choice is an inherent
part of other peoples’ identities. The number of mystics who
spend time as tourists among the less privileged has dropped
precipitously as the younger generation of mages point out
that mystic cultural appropriation is bullshit. A handful of
mages who are born outside the dominant social identity play
up their outsider nature, embracing the social taboos that they
break in order to take on this vow. A black rights activist who
speaks out, making himself a figurehead for racial tensions in
his locale, takes on a vow of assumption — but even that plays
into the idea that the status quo is somehow natural, and
challenging it is a mystic act.

Chance

A mage who takes on an obligation to chance takes risks and
accepts whatever fate has for her. She may gamble compulsively,
making bets with cabal mates on trivial matters and playing
online poker in her spare time, or she may life her life by omens
and signs rather than making rational choices — buying a car
based on the birds sitting on the roof rather than any practical
concerns. While some Acanthus take on vows of chance, many
consider such a vow too dangerous, as it can limit -her most
useful Arcana — many uses of Fate breach such a vow.

The Law of Significance means that the mage has to leave
serious parts of her life up to chance. It’s not enough to wager
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ten bucks on a ball game unless that money’s all he had to afford
dinner that night. He also can’t go out of his way to avoid taking
a chance or seeing an omen — staring at the ground as he walks
to avoid seeing signs in the movements of clouds.

Honesty

A mage under a vow of honesty cannot lie. The exact parame-
ters of the vow vary — one mystic will not utter a false statement,
even a true statement out of context, but can lie by omission
all she likes. Another counts even lies by omission as outright
falsehoods but has no problem with using double meanings to
deflect and avoid questioning. Still others practice radical hon-
esty, not only refusing to tell a lie but directly voicing their feel-
" ings without holding back. The Mysterium encourages devout
members seeking to rise in the egregore to take a vow of honesty
regarding magical matters in the same way as a Catholic priest
taking a vow of chastity, and the popular image of a high-ranking
Mystagogue among the Ordets includes that honesty to the point
that one not practicing it comes as a surprise.

The significance of obligate honesty most often manifests
in strained relationships and awkward social encounters. Most
social interaction relies on at least some amount of falsehood,
even if it’s just ducking out of meeting someone because of
“scheduling conflicts.” For mages, illusions and other spells
that manipulate a victim’s senses cheat the oath — and being
unable to deny that a given effect was the result of magic only

causes more problems.

Managing Appropriation

Of all the vows in this chapter, a vow of assumption
is the one with the greatest chance of causing real
problems for the players at the table. Any mage
who uses magic to live as a less privileged mem-
ber of society in exchange for mystic power has
a real chance of rubbing people the wrong way.
Whether the character means it to be or not, just
taking the vow is bigoted against the group in
which the mage is a tourist. Even for @ mage who
is born poor, a vow of poverty is'a choice, but a fe-
male mage doesn’t choose to remain female except
in the most misogynistic sense, and a deaf mage'’s
lack of hearing is not some “mystic handicap” but a
part of who he is at a fundamental level.

Whether you're a player or a Storyteller thinking
of introducing a character who has used magic to
change himself to take on this vow, think very care-
fully about what that says about the character’s atti-
tude towards the group he appropriates. Talk to the
other players at the table and make sure that they
are okay with infroducing such a character — and if
they're not, don't include the character. Never just
assume it's okay.
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I(lentity

Sometimes called the Oath of Masks by the Guardians of the
Veil, an identity vow requires the mystic to take on a specific
identity — cutting all ties to her previous identity and living an
entirely new life. The start of the vow involves creating the new
identity — finding or forging new documents, acquiring a new
place to live, and severing ties with his previous life. Because
this is part of the vow, she cannot use magic to help create the
new identity.

Most mages don’t maintain a vow of identity for long, instead
using it as a time to disconnect from the occult world and gather
mystic power for a ritual working. Those who invest too much
in an Oath of Masks can have a hard time maintaining rela-
tionships with oth