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Prelude

Amanda slides one weary hip onro the
edge of the bar stool and leans over the brass
e rail with her hair in her bloodshot eyes. “I'm

"E looking for a room,” she says, her voice grat-
B ing like a rusty hinge. )

The bartender shakes his head and keeps
mixing drinks. “No vacancies. Sorry.”

“The Yama Kings sent me.”

The man behind the counter looks up.
He is fairly young, but his tanned face is deeply lined, and
his sandy-blond hair grizzled. His heavy brows furrow, and
he bites his mustached lip impatiently. *1 don't care who
sent you, lady. You see that sign™He gestures across the
crowd with an empty shot glass. “It says “No Vacancies. ‘No
vacancies’ means we haven't got any rooms. Okay™

Amandafrowns. Angry, disappointed, aching, hunted,
she needs a safe hopse desperarely, and the hﬂﬂﬁn%: ar the
Steel Horse on Shangri-L% is her only contact, her only
hope. He meets her eyes, and his craggy forehead softens.

*Lock, now. Sorsy abour that He throws ascoaster
down in front of her and reaches for a beer tap. “Have one
on me. | hate to send a customer away unhappy. "

She drinks, and the pale brew stings her cracked, dry
lips and bums in her empey stomach. Amanda sets the
heavy glass mug down, staring blankly into its depths. As
the aleohal hits her, she feels her back and shoulders relax,
and a litele of the pain goes away. Aftera longtime, her eyes
tocus again, and she sees the warped and blurey colors of the
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coaster through the half-empry glass. The image wavers
with the sloshing beer, clears at last, and in one comer of the

sadden, pulpy cardbogd she rea

DUT L o '_'_r_. - e

LEFT <
LEFT T,
DOOR BY RAINBARREL

The young Euthanatos drains the glass, grimaces bit-
terly, and leaves without acknowledging the hartender's
friendly good-hye.

QOO0

"Come on in here. Hurry."

Amanda squints into the shadows of the warehouse,
reluctant to obey the whisperer. She sees nothing, Hesitat-
ing barely half a second, she puts-her faith in Mitzi —
Senex's lieutenant, who plucked her out of deep space o
send her here — and darts through the open door.

“stand away, I'm closing it.” Louder now, the voice is
high-pitched and girlish. The speaker continues compan-
ionably. “Just push through the blackout curtains — 1 hope
you're not allergic to felt — they're a little on the ancient
side, but they do the job.” .

Amanda untangles herself, lets her eyes adjust. To the
right, toward the main street entrance, an old jeepon bricks
huddles next to partially dissected streer cycles and
Etherbykes. To the left, a cinderblock wall covered by tires,
belts and hoses shelters a cracked wooden door marked
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. glare off of a two-story, chromed-steel junkpile ahead of

‘ washes the pile of dust down the drain.

“OHfice.” Three or four halogen lights strung at odd angles

her. She stares, wondering which way it will evenrually fall.

“Nice, 15n't she!” :

Evebrow raised doubtfully, Amanda tumns to face her
host. Teenaged, overalled, smiling, the girl whips the ban-
danna off her short, curly, light-brown hair and wipes her
face and hands with it. The black grease marks disappear;
now the grime coats her pale; freckled face evenly.

“We still don't know what we're going to call her. [
kinda like the ‘Lookfar’ or the 'D.D. Harriman,' but the rest
Qlf [he‘ ﬁanﬁ H]I want... "

Amanda says nothing.

The girl sighs. “Right. Follow me."

200

The room has no windows. Door, bed, nightstand,
wardrobe, sink, desk, chair all suffer m the light of one
naked overhead bulb. Paint peels from the wood. The
enamel in the sink is chipped and stained. The plaster
ripples and cracks from old drips in the ceiling.

Washed, healed, dry-clad, her hair still wet frorpdyeing,
Amanda stretches out on the old iron four-postes-bed,
inspecting her meager supplies. Spare clothes, a lirtle food,
her disguise kit, towel, another jar of Mitzi's healing salve,
extra knives, a lvaded gun and three'marked clips... and a
letter from her teacher she hasn't had che heart to open yer.

She packs it all into leather sadgliebags and crams the
old clathes, jacket, bag afid hgets 1o the sink. The young
Euthanatos slips out of itsshearh, concentrartes, eyes
closed, on the p. Cmee, twice, many times the old
bowie's #ks at the fabric, the leather, the rubber
boots. After whar seems like hours, she opens
nd opens the taps. A thin stream of rusty water

"

h

Amanda lies back, the letter in one hand, her knife in
the other, and falls asleep.
a0
“I'm still nor sure aboug this. 1 could lase my job, you
know."
The words carry onily faintly through the door, but the
slumbering assassin is on her feet and wary before she-.
realizes what woke her, Amanda swaps Senex's letter for the
pun. Barefoor, soundless, taking cover behind the ward-
robe...
Three quiet knocks,
“Ma'am " Amanda recognizes the voice of the girl from
the warehouse. “Ma'am? [ don't mean to bug you, bur there's
kind of a problem. Um, a friend of mine is here to see you.
1 know you probably don't want visitors, but he says it's
really important.”
Amanda sighs, reaches around for the knob of the
dresser door and pulls. It creaks open. Simultaneously, the
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door o the room slowly swings wide. She checks the
hallway in the mirmmor over the sink. Towering behind the
anxious-looking greaze monkey, she sees a face she knows,

“Jeremy ™

“Yeah."

*Come in," Amanda orders, stepping forward, keeping
the gun hidden behind the wardiobe. Jeremy hesitates for
an instant, studying her changed face and hair in doubr.
Satisfied chat the tone, at least, is authenric, he ignores the
disguise.

“Better go," he says to his companion, shutting her out.
She scowls at him as lt'mg as she can see him, and then the
floor thumps with her runngng.

Amanda regards him stonily.

SAren't you..." he starts uncertainly. “Aren't you sup-
posed to be on Cerberus by now? You told me you were
walking a thread back—"

“I know what [ told you,” 5hE£u15 it “Someone cut the
thread. Someone tried to kjll me.’ ™

. “Yeah, well, they won't be the only ones if you 5t';<_\;!'1
hl:;’l't,, he exclaims, on the edge of panic.

“What do you mean? he demands. *You wanr a reason
other than the obvious one — that you have Richard
Somnitz' blood on your hands, and thar as soon as they
know ir, half the House of Helekar will be hunting yvou?”
The ungainly alchemist raises his red eyebrows high in-
credulously.

lo. Why is this house not safe?”

“Oh.” Jeremy deflates into the chair beside him, scratch-
ing the back of his neck thoughtfilly. “Well, they're probably
going to come after Dir. Scherer and me, too... and [ hang
out here all the time. It's the first place anybody who knew
anything abour us would look, ifthey couldn't find us ar the
shop.”

Amanda abandons her corner by the wardrobe. Busi-
nesslike, stoic, she tucks the puine her belt and heaves
the saddlebags onto the bed, sits beside them, digs out socks.

“I've pot to..." Jeremy stammers, standing. He pushes
back a blazing shock of hair, embarrassed withour knowing
why. Unexpectedly, he finds himself concemed for her,
worried, pitying the assassin. “I've pot togo nowME leaves
her, tapping his fists nervously against his th1ghs

. QoQ =,

Two loud knocks.

"HEIlfri"
vou still here?

man's voice, too deep to be Jeremy's. “Are

Dravid Cho enters the room with his hands spread wide,
cautiously, like a lion tamer working with a rabid animal.
Ar[la:”dﬂ ll}w:]’:‘: Ll‘lt d”:l..,:l[l'l;!ri'.'.l 1uﬂ,—k.\“_| tt awﬂ'r an_l'_:l Shru_gﬁ
into her-coat.
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~through the doorway.

"What do you want " she asks.

“It's nice to see you, too.” He leans against the door-
jamb, arms crossed now. “I was hoping you would answera
guestion.”

“What question?”

"De you have somewhere to gol” Her eyes narrow
suspiciously. He shakes his head, goes on: “I'm nor asking
where you're going. | just know thart this isn’t your usual
territory, and Shangri-La is no place for an outsider. Do you
have a plan?

Amanda's brown eyes bore into his. For almost a
minute, she says nothing, From below, the faint murmur of
the bar and the whine of machinery spill over the silence.
David waits quietly, conifidently, unwilling to let her simply
stare him down. He thinks of Jeremy, confused and troubled
by this woman, and enjoys gn element of revenge in his
patience. Yet, near the end, he feels the same reluctant
compassion for the Euthanatos before him, so completely
cut away from kindness. He feels, too, the staggering effort
it takes her to rust him,

“Nl'l.ﬁ

2 "‘J_!J?righl. then. Come with us.”

“Why ™ she asks, and he understands the question.

“You saved Jeremy and Dir. Scherer's lives. We figure
WE OWe you Enr that. And, [ hope, we would take vou with
us even if you hadn't. We're all.. . idealists. Out to save the
world one soulaca mﬁ Stray cat people, if you know what

I mean. Sloppy thin ut | hope | never live to
see the day this cabal would leave Jevil himself to the
House of Helekar.” i,

David shifts his weight forward,
side, one eye in the room, one eye out.
rustles and clanks herald the rest of the Second
he nods faintly. His outside hand poines, waves someone off
and"points again, then waggles “come herg” ar its target.

“I didn't say I'd go.”

“Youdidn't say you wouldn't.” He smiles at her. “Have
you noticed, every time we megt, we end up running for our
lives? Why is that?”

"Hey, David,” says the prease mbnkey, poking her head
“Is she coming? She looked at
Amanda curiously. “Are you coming?”

“She's coming.”

“I hate to think what Xiz and Mike are gonna say about
that."

“I'll handle Xiaand Michael when the time comes,” he
replies with a grimace. “They've been ourvored. Now get in
here.” David glides catlike to the chair, and the girl hops
over the bed to perch on the edge of the sink. “What's our

srams!™

CoaNi =5

u-'._:h_,




“Dir. Scherer, Jeremy and Zack have booby-trapped the

. apothecary. They asked Mr. Joseph to set one of his men
watching it. Dr. Scherer's up at the mansion, and the
Masque gave him sanctuary. Father Tim isn’t back yet; he's

= sending a message through the Chorus to Lacey and those

l g two you're gonna handle.” She wrinkles her nose at him.
. “leremy and Zack you just shooed away, I'm guessing they'll
il go down to the machine shop and resent you for a while.”
Dravid bires hiz lip, scartifig at the ceiling. “How's your

[ science project coming ™

“Oh, she's doing great. | still need to hook up the grav
modules we lifted off of thar wrecked cruiser, and I want to
™. - tuneup the primary thrusters, they're noisy as heck, and the

life support system isn't good for more than a week yet,
+ and—"

“But she runs!™ interrupes David.

“Oh, yeah.” The girl nods enthusiastically. “1 made the
side bulkheads airtight on Tuesday, and Mr. Joseph donared
-

“Good. Load herup. We leave as soon as Choirboy gets

back.”

D7

“Whar ™ She cries, alarmed. Amanda, no less disturbed
by the memory of the hulk in the warchouse, warches
closely. “The old girl isn't ready for this kind of trip yet,
David.”

David cut in sharply. “We don't have a choice. Go to
work, kid. Ger Zack and Jeremy to help. If they can't do
anything, set them storing food or something.” He lowers
his voice, speaks earnestly. “She's a pod ship, Tommy.
Have a litrle faith in yourself.”

Tommy shakesher head. “We can't fly her, David. She
isn't named!"

He laughs. *

*"Come on." The Culrist riges, and the other twao fallow.
Amanda picks up her saddlebags uncertainly. David stands
by the door to let them leave, tumns off the lone light in the
ceiling, shuts the pesling door behind them. With one hand
on Tommy's shoulder, the other on the strap of Amanda’s
bag, he sets a strolling pace down the hall.

AWe'll pick up a name ang ¥bottle of champagrie on
£ way down, Tommy. Show b litrle initiarive, kid."

{To be continued....) ' o

s
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Infroduction:
Smoke
and Mirrors

Every day you play with the light of the universe
Subtle visitor, vou arrive in the flower and the water,
— Pablo Neruda, "Every Day You Play”

Let’s ralk about stories.
Thar's what we're all here for, isn'tit! To
fE‘]l stOTies, [o :Tl:ikt MEMOTIES UL I.If d El’.lull|l_'

f’r]f‘nxlﬁ. T\_'I ..,“-['L"rl }I\‘r':l.',' trovm [ht'. gri.lld |.|‘|: aur
“real world” and walk among phantasies for a
while. To make magic.

Roleplaying games aren't really abour
winning. Sure, there's the bracing thrill of a
job well done, of obstacles surmounted and enemies blown
to bits. Sure, we all like o “win,” bur is thar the real reason
we play RPGs!

| don't think so. | think we like bragging rights. We
enjoy telling our own stories.

And you, poor sucker, get to make those stories come
alive.

Welcome to Hell.

Ok, it's not that bad, really. We Storyrellers enjoy it
here inourown little purgatory. We make the rules, plotthe

of sheets of paper, dice and a gathering of

myrhs, lay the groundwork for an experience that, when all
goes well, is almost like sex {and sometimes better). Every
’l.:'l\' iiH.'!.'.‘i ar W‘l'.t':k 5; TAVET i'l_-l,g hﬂ[l_‘i{“ﬂ I:':-FFI'H"'CT‘; dESCEﬂd I_I!_"'I_'Il'l
our homes, demanding good times and great memories.
And we love it. We love the opportunity to ake those
pictures we've been drawing on the insides of our skulls and
flesh ‘e out with a few good friends. We must love it: Why
-.:'|.3E" “'l"l:.ld we L‘Irl‘!l.‘.l CrLr tlﬂ.."\.l."ei"l l]'“.'l.l. CH.‘;II (%] CU"_IL'{':IQ'I“S I,:I!'
books, mintatures, soundtracks and battle maps, read our-
selves hlea:y«:yud over n:_nl:npltx tomes and arcane chﬂr[.-s,
argue bitterly with the Rules Lawyer and the Mad Slasher,
then do it all over again! We do it because it's a rush to be
the Storyteller. Plain and simple, we do it because we can.

We are, in many Ways, the games we T_\L'-:q'. As 1m:,1g'1:1_3.a
tive creations, our characters and chronicles reflecroutselves.
Sure, they're wish fulfillments — who wouldn't want to
rework the world upon command? — but we camn, if we look
past the funhouse-mirror effect, touch the glass and see
ourselves, The things we love, hate, desire and dream about
come to life, if only for a few hours a monch. So long as we
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don’t lose sight of where the mirror ends and our fingers
begin, dancing with our reflection can be lots of fun.
Enough pretensions. Let's talk basics.
Thisisapractical guide. A personal guide. A collecrion
of suggestions, not a tome of rules or Wisdom from on High.
Sure, there’s lots of “official” stuff o be found in this
particular book — character stats, background informa-
tion, answers o puzzling questions, and more — but this
book's main purpose is to make you think. To inspire you.
To help you through sticky situations and offer a few
options you probably hadn't thoughe of hefore, This Book
of Mirrors is an endless hallway. Every tuen and cormer
should bring you new ideas. And when the name of the
game is reality, you can use all the ideas you can ger.

Running a Mage Game

Aswe all know, Mage looks like an intimidating game
to run. The sheer complexity of the sering, the esoteric
nature of the subjects and the potential for rules abuse make
the bravest Storyteller cringe at the thought of running an
extended Mage chronicle.

[t doesn’t have to be that way. Really.

Mage is, at its heart, a simple game. The rules are easy
o remember once you're familiar with them, and the epic
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conflicts merely offer a setting for some very human stories.
Stories of sudden power, progress and survival. Mage simply
asks: What if you had the power 1o change the world? What
would you do with it? And what would it do with you? Every-
thing else springs from thar basic idea. The four great
factions merely demonstrate what some people have cho-
sen to do with the power they possess. The setting merely
reflects the world they’ve made with it. A world that you,
for better and worse, have inherited.

That's it. Simple. Things really don't look that simple
when you heft a Mage book, though. Wow. What a pile of
stuff. So many options. So many realities. Where do | go
from here!

Walid questions when you're beginning a game. Afrer
all, when you get right down to its foundations, that's what
Mage should be. A pame. Fun, Playable. A pastime, not a
chore. Hence, I'd rather handle this book with a matter-of-
fact approach than with the usual reality-skewering that
comes so naturally to Mage. Let's put aside the subjectiviey
and artifice for a moment and talk about the pame itself.
Let's put aside the bells and whistles and speak plainly. Let's
discuss practical things and leave the theory for another
tome. Let’s talk Mage, you and 1. We have plenty to discuss.




How to Use This Book

Asalways, we've tried to keep this book simple and easy
IO use.

# Chapter One: Anatomy of a Chronicle presents a
semifictional chronicle, from its inception to its eventual
cmj. Uniﬁg [he game as a f-r_1rum, Deena M:LKint'u:',.' und
Wayne Peacock pass along step-by-step advice for the
feeding and caring of an extended Mage game.

» Chapter Two: The Storyteller’s Corner brings us to
the game developer's table to discuss some common ques-
tions about rules, details, errata and the journey of
transformarion thar marks a mage of any kind.

® Chapter Three: Behind the Scenes of the Ascen-
sion War explores the factions — who they are, how they
work, who they control and what they think of everyone
clse,

® Chapter Four: Supporting Cast details animals,
spirits and common folks, and addresses their pmenl:jal
roles in your chronicle.

* Chapter Five: Alternate Chronicle Settings sug-
gestsa variety of different backdrops, afew system guidelines
and a range of source material.

TN, 7/

® Chapter Six: Observations from the Field offers
advice onavariety of subjects, from symbolism and magickal
style to sex and gender roles. Enjoy!

. APF‘:ndlx lnd"_‘:ﬁ oy F‘.‘TH TL'FI'_ FIENcCeE ".-l.lﬂ‘.. XCS 'FI',I"[ [OLes,
Effects, Talismans and rules, as well as a suggested reading
lst.

Once More, With Feeling

I shouldn't have to keep saying this, but some people
never get the TIESSALE. Here W gD Hg:—:i.n:

Mage will not teach vou magick. 1e will not make you
Awaken. It will not teach you whar todo if you did Awaken,
so don't freak out, join a cult, cut up kitties or call yourself
a Verbena. If Mage inspires you o keep an open mind,
great. If it offends vou, ask yourself why. if it makes you want
to apprentice yoursell to the Grand Master of Flowers or
something equally stupid, quit playing and pet professional
help. Magick, if it does exist, does not come through the
pages of a pame. Keep an eye on where your fingers touch
the glass, and avoid bumping your nose on mirrors, okay!?

Mast of all, have fun. We do. :-)

Let's go....

a

1 "
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Chapter One:
Anafomy Oof a

Chronicle

Be careful whae you wish for. You may ger it

— Ancient Chinese Saying

'L'{-"lr:.ln.;' Licked clj':f his shoes, :Jpcﬂfd a beer and
LDl Y begam regding through his new $28 investment,
i p t ‘W “Hmm," he mused. “Madern mages .|:‘r|1||;Ll_|_;’€|:lI ina
; hattle for the control of veality, Wy cool!” He gpent
| the next few howrs i blssfid contemplation over the
Wi | thick purple tome. By the time he'd finished, dozens
af ideas burred aroamd Wayne's new concept: A
b fledpling cabal and its enery into the Ascension Wr.
The next day over lunch, Wayne sprang the
idea of a Mage campaigm on fellow gamers Keith and Deena:
“Why dom't you come over tonight and make wp some characters?
I have an idea for running a Mage game sec in Adanea "

[& 7))

f-—~l .

Dieena raised an eyebrow. "This garme sownds really weird,
Wayne. How can you make such freeform magick work! I mean,
there're noy spells oy anything!"

“How shodd T know? ['ve never done this before, either!
Look, fust come over and give it a try.”

That night, Keith created a private detecrive named Peter
Fresndlich, Akashic Brother. Peter was aquiet, straightforward puy,
nat gwen to showing his emotions, who dreamed of starting his oun
agency. The specter of his mentor, an Akashic Brother nemed
Nephandus, shadowed Peter's plans. To prosper, he'd have
confreme the tumcoat somedey, but lacked the power 1o do so now.
Deena made up Clarissa Ryan, Cultist of Ecstasy and oumer of a

trendy local club. Clarissa was Peter's opposite in almost every
way — ematianal, high serung and rechless. Wayne prinned. He
could see some “friendly" discussions between Clarissa and Peter in
the mear .I'uhn'e. 'l.xr'-fr_'mr-_' also created his owmn L'I!u.:mr_'t;':r, Celestial
Chorister Father Ethan Shelley, a piows former Oxford don now
supervising an Atlanes orphanape

He had characters. He had a plot. Mow Wayne had to get the
ball rolling.

“Ohkay,"” he said. "“You're working at the bar, Clanissa. There
are only a couple of peaple here, smee it's just a few minutes after
apening. Peter, you came to the dub to meet a potential client, but
sou're a bit eary. The band is doing sound checks. Suddenly, vou
both get this eerie feelng as the hand, Custer's Last Stand, vuns
through their see. They really suck, by the wey; they're dressed like
cowboys and Narwe Americens and do veally lome Guadalcanal
Dhigry covers, But the weird fealing stares when the drummer begins
playing this paimted bongo. Perer, you see there's another puy a few
rathles ower woho looks as stavrled as yore . He's gorsilver hai and wears
an expensive suit. There's something odd abowr his eves. He walks
over slounly, amd you see that his eves aren't flesh. They're more like
cold glass, with a reddish glow. He smules and pualls owt a gun. Let's
see, initiatve is Wits + Alereness, right? Roll i "

“Chh, cvap,” smid Keith and Deena in unison.,

Chapter One: Anatomy of a Chronicle
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Callto Adventure:

Beginning the Game

What is the wellspring of epic games?

g Storyteller’s head? Or is there some other
secret! If you want to run a great game from
o your first session onward, you've come to the
| right place. This chapter can help you start a
Mage: The Ascension game from scracch,
H and offers hints to keep it going once you

What if you're already an experienced Storyvieller? [s
there anything here that can help you? Of course! Even the
maost basic advice has wisdom that a seasoned hand can use.
Follow the adventures of Wayne and co. and bring a new
dimension to your chronicle. You'll be glad you did.

Getting ‘Em Together

I'li just go sit by those obviows player-character types.
Stewart MacWilliam

Chronicles and stories center around characters. As a
Storyteller, you can either create the chronicle to fir the
characters or let the characters fit the chronicle. Either way
works, but each approach begins differently.

The story really starts with the players. Are they eager
to get going! Have they already worked our the whas, whys
and wheres surrounding their characters! Have they drafted
elaborare back histories for each mysrick? If so, perhaps an
open chronicle — in which the characters provide the
impetus for the stories — is the best idea. Experienced
gamers favor this sort of game; here, they can wind up their
creations and watch them go.

On the other hand, the closed chronicle — where the
characters tie into a greater story — might be a better idea
if your players seem uncertain. This type of chronicle, ideal
for new moleplayers, allows you to control character cre-
ation and your plots. Although it might seem restricred at
first glance, the closed game works well as a kick-off for a
new system, or as a diversion between larper or more
inrricate tales.

Open Chronicles

Open chronicles begin with character creation; here,
Storytellers generally construct their plots around the char-
acters’ hopes, ambitions, actions and personalities. You
might have a mixed cabal, with Dreamspeakers, Celestial
Choristers, Cultists of Ecstasy and Akashic Brothers all
thrown together, or end up with a more unified cabal
formed by members of similar Traditions.
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The biggest problem with open chronicles is getting the
group together and keeping it intact without becoming
contrived. If you choose this option, get ready to wing it! An
open chronicle demands flexibility. Your players have o
cooperate with you here — a group made up of an Ecsratic
drifter, a bigoted Dreamspeaker and a renegade Progenitor
is poing o have a tough time staying rogether withour a
handful of good reasons! Have your plavers work out some
connections between their mages, and let them roleplay
them to the hilt. Maybe the Cultist’s sister dated the Pro-
genitor when he was in college, the Dreamspeaker's grudge
comes from a “secret project” that the Progenitor happens to
have warked on, and the Technomancer feels guilty abour
his erime. The shaman and the Festatic, meanwhile, clash
constantly over philosophies, but maintain an unspoken
romance disguised by rivalry. Whar happens if the scientist
falls for the Cultist, too? Oppasites do attrace, after all. Now
you have ties that bind — and perhaps gag as well! Drama
rises naturally out of interpersonal conflicts, Give the group
a compelling reason to stay topether — the aforementioned
secret project, for instance — and let the players take things
from there,

Nobody's perfect, of course. Sometimes it takes a
heavy-handed introduction to set everyone in the same
direction. As long as the opening scene sets the tone for the
game, though, who really cares? Wayne used the dreaded
“bar fight" device, bur it worked. Peter's potential client
probably won't show up, but the characters will be way wo
busy worrying about Iterarion X to care!

There are, of course, a million ways to jump-start the
action without a bar brawl. Maybe Peter tracks someone to
the alley behind Clarissa's club; maybe Clarissa’s old lover
wants something he left in her apartment, and has hired
Peter to retrieve it...you get the idea. There are TIANY Ways
to start a chronicle. So long as the tale begins with a hang,
you're on the right track.

Closed Chronicles

Closed chronicles are plot-driven. Storytellers create
that plot, then ask the players to make appropriate charac-
ters within given guidelines. Say vouwant torun a histarical
chronicle using the Order of Hermes; one mage could be
nobility, another a peasant and the third an ambassador
from the Church. Simply tell your players what you wan,
give them a handout of pertinent information (or make up
their characrers in advance yourself), and let them take
over from there. The focus of the tale comes from you.
Although this approach might seem restricting to some




players, such games are easier to begin than open-ended
ones are. The characters begin with commen goals, mutual
ties and a reason o be together.

Closed chronicles have three potential problems: First,
you may have difficulties with a player who can't conform
to the game:s structure. If you're running a Euthanatos
ehronicle ser around cleaning out and rebuilding the House
of Helekar, and someone insists on playing a Verbena who
hates Euthanatos, that's a bip issue. Do you want to keep
your plans intact! If so, you need to gently guide the player
toward another option ar give her character a compelling
reason to stick around.

The second problem involves the chronicle's evolu-
tion. [ all goes well, the players willeventually want to grow
bevond the game's original structure. Cnce the House of
Helekar is refurbished, for example, what then!? Will you
close down your successful chronicle or develop some new
ideas! The one-shot game is okay, but eager players will
demand more stories if they've had a good time.

Finally, a closed chronicle requires much more work on
your part. You need to have a solid idea of the plot,
antagonists and direction of the story before the game even
begins. The players should know, through handouts or
discussion, how to act within the setting, and should have
reasons to stay on course. Running a good closed chronicle
requires more control than an open one, so think things
through carefully before you send out invitarions to poten-
tial players.

The Reflexivity Compact:
Listening and Brainstorming

He warnts to do us a favor for doing her a favor after she does
him a favor! The mind boggles.

— Darrell Autrey

Where do great Storyeellers come up with their ideas!
Are they naturally brilliant and ereative, or do they steal
shamelezsly from other sources! Where do they ger the
complex schemes and juicy details that make certain games
so memorable? For most Storveellers, the process invalvesa
melange of creativity, resources, player input and luck. You
begin with the germof an idea, add complications, and then
set the players free to tie their own nooses.

Return again to the example of Wayne's introductory
game. He began with three distinct goals: Get the charac-
ters to meet each other; introduce the Technocracy (the
chronicle's recurring enemy); and throw in what Humphrey
Bogart so aptly called a “dingus” — an enigmatic plor
element, in this case the bongo drum. To a lesser extent,
Wayne wanted ro test the game's rules, and decided that the
best way to do so was to run a fight and let the characters use
their magick. Wayne was also thinking beyond the initial
scenario: he saw some interesting conflices developing

Chapter One: Anatomy of a Chronicle

1IN

15

/7N




berween Peter and Clarissa over lifestyles and magickal
paradigms, and he wanted the players to have a healthy
respect for [teration X. Each character already has some
future plotlines built in, like Peter's conflict with his Fallen
mentor. By the time the fight in the club ends, Wayne will
have accomplished most of his goals. The characters will
become comrades in arms, will have survived a scrap with
a HIT Mark, and will have a mission: Find out what's so
special about that drum!

After the fight, the characrers meet. Perer and Clarissa
surmise that the drum is some sort of Mative American
Talisman, and they resalve to find out more about it. Keith
and Deena rell Wayne their plans; he, in tumn, plots ahead:
His character, Father Shelley, will be visiting the nearest
reservation in the next scenario. Wayne makes nores to
check out some books on Native American culture and
artifacts, and to create a Dreamspeaker shaman as a sup-
porting character. He ends the session with a new crop of
ideas ready to harvest.

77" \>

The point of this example is that the Storyreller isn't
the only creative force in a successful game. Wayne began
the chronicle, but from that starting point, the players
became hispartners. They planned and brainstormed, hand-
ing the attentive Storyteller a platter of ideas for furure
games. Mingling their ideas and goals with his own, Wayne
gets his chronicle off to a grear start.

Using Supplements for Best Effect

Wayne cackled wickedly at the look on Deena’s face as he
described the Maze of Ebon Gates, stromghold of the Jade
Demon. Clarissa had blundeved into every web he'd spun,
coming on to one of the Nephandus " henchmen and following him
to the dark Labyrinch beneath Chicago's Chinatoun . Within the
Maze, the Fallen archmage awaited his new “acquisitions” —
Clarissa, Father Shelly and the Demnom's former pupil, Peter. In
reality, Wayne had a livtle help halding these Ebon Gates: a
chapter in The Book of Chantries. In time, a final battle in the
Chinese Labyrinth would spell cither salvation or covruption for
Clarissa, Peter and Father Shelley, Wayne could hardly wait. ..

Even the most creative Storyteller with loads of time
on her hands runs dry of ideas occasionally, Thankfully,
there's a 20-vear-old wellspring of creativity waiting inside
IE'IE' nearest gH.l'l'l.L" 0T bl;'l(_:lk'.shl’_‘p.' qame Supptemel'ﬂﬁ_

To use or not to use? And whar 1o use if you do!? Thart's
a matter of personal preference. Some Storytellers take a
published book as gospel and work outwand from the "estab-
lished canon.” Others pick and choose, rewriting characters,
mixing systems and adding or discarding elemenis as they
will. Either option works. Supplements are smorgasbords of
ideas. Pick and choose from them, tailoring their sertings
and characrers o fit your individual needs. You may just
want to use a few characters in a setting of your own, or
might simply choose the ideas as a springboard for some-
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thing new. The choice of materials — and the use you put
them to — is vours.

If you choose to employ material from supplements, it’s
important to keep the focus on the players. Ulerapowerful
MNPCs ( Storyteller-run characters ) or intricate settings can
overshadow your players if you favor what is written over
what is played. It’s fatally easy to let Porthos take center
stage when he's gt Sphere powers from hell and influence
to match. Keep him in the background, though — rhe story
belongs to your troupe, not to the “Mages of Note,” regard-
less of how interesting or powerful those notables may be.
Keep your chronicle focused on the trials of your players’
characters. The great measure of a game book is the ideas it
inspires, not the staristics it contains.

Preparafion

It's mot murder; it's howsecleaning,

— Wayne Peacock

Preparation exists on a continuum. On one end, some
Starytellers like to run their games with nothing more than
a few scrawled notes. Ar the other end, some folks need all
the characters neatly finished on sheets, with extensive
details and a flowchart of the plot. Most people, of course,
fall somewhere in berween.

Generally, the more experienced you are the more
flexible and informal your preparations can be. Many Story-
tellers like to begin plorting their scenarios with a simple
outline, listing events of the game in the ideal order, describ-
ing other characters the plavers will meet along the way. A
few notes about important clues, sights or sensations compli-
mentacouple of Storyteller character sheets. That'sall most
experienced Storytellers need, although there's something
to be said for erring on the side of caution rather than being
caught unprepared. If you're new to this, spend a little extra
time fleshing out the plot and the characters. This brain-
storming process — which might or might not invaolve lors
of paper, depending on how you prefer to work — will give
you a chanee to figure out your approach.

And then there's presentation, the method you use o
get ideas across to your troupe. Will you speak through the
Storyteller characters and sensory impressions (good) or
drone out endless 10" x 10" room” descriprions (not good)?
Wayne, for example, prefers to speak through his Story-
teller characters. He offers clues, derails and warnings
through dialogue, and saves objective narration for key
scenes.

Scripts vs. Notes

Flexibiliry is an essential bur often slippery storytelling
art. Players seldom, if ever, do what you expect! [f you've set
up a rigidly linear plot and the players start deviating from
it, you're going to get frustrated. Yet if you don't allow them
to deviate, they're going to be frustrated. Sometimes, how-

ever, you have to force the plot along. If you want to avoid
toral chaos (or boredom), certain things have to happen.
Certain plot elements must fall into place no matter what
the characters do, or don't do. Without those “falling
dominos,” you're stuck with a series of random events, not
a story. How can you strike a balance berween the two?

Scripts are the most detailed preparations you can
make. Like pre-designed “adventure modules,” they in-
clude sample dialogue samples, full write-ups of all the
Storyreller characrers, maps and minutiae abour every
possible encounter. While they're useful when players insist
on groaning sideboards of description, scriprs can be super-
fluous; they require lots of prep time and detract from the
game's natural spontaneity. A Storyteller who feels com-
pelled to stick to her script loses flexibility, and often ends
up trapped between what the script anticipates and what
the players actually do.

Motes contain fewer detailsand restrictions than scripts,

Ithough they demand a lot of improvisational skill, a few
guidelines offer youmore room to move than a pre-prepared
sSCript does. Most ¢xp¢ﬁ&n¢ed Emﬁ,rt::]lcrs prl_‘f::r notes over
scripts for that reason; they start with an outline, then jot
down new ideas when inspiration strikes. As things con-
tinue, these Storytellers add details — unresolved plotlines,
new characters, changed relationships — into the notes.
The hard part is keeping up with your players; there'll be
lots of them and only one of you.

The happy medium involves a “cheat sheet,” a short
outline of important characters, events and plans behind
the scenes. With it, you can plot out who's doing what to
whom before the players enter the picture. Use this outline
as a guideboolk, not as a walkway. It's easier to stay flexible
when your plot has some “give” to it. A rigid sequence of
“This follows this follows this” is a recipe for frustration —
yours and theirs.

Be warned: Nothing annoys players more than a poorly
prepared Storyeeller. Whichever method you prefer, make
sure that the game keeps moving. Sessions that begin with
“Well, you're all sitting around the Chantry. Whar do you
do? go downhill fast. A few games should teach you the
level of preparation that best suits your needs. Make sure
you're prepared enough before you invite the folks over to
play. If your schedule is too right to allow you to prepare a
cheat sheet in advance, consider whether you want to run
a game at all. Nobody enjoys sitting through a story that you
aren't ready to run — least of all you.

* The Cheat Sheet

Put simply, a story’s plot is really a matter of cause and
effect. What are the events of your story? How do the
characters change those events? Do you envision certain
outcomes, and if so, how do you manipulate the plor to meet
them? The plot of a good game is just like that of a good
book, moving between events, settings, conflices and char-
acrers to a climax and a resolution.
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A “sumemary notes” outline for each story can be
invaluable. This outline, a few pages noting who's doing
whar o whom (including shore de seriptions of the “whos"
and “whoms" in question), can save you a lot of serambling
later. Before each game, sketch out the “offstage” players
and their agendas as they exist hefore the troupe pets
involved. The players' characters exist to foul these agen-
das, of course, so leave them our of the equation until they
wind up as parts of plans. Once the story begins, use the
outline as a “blueprint” for the actions your Storyreller
characters pursue. Between each session, update the nores
as needed,

Let’ssay your original plot features a powerful vampire,
a cabal of Orphans in an “abandoned” thearter, a drug-
dealing Progenitor, his gang and a corrupt mayor, You'd
describe each PErsCT I shorthand (“*Fuosario, vampire prince
of the city; rall, long black hair, commanding presence,
!irt'élk.‘i ]."ﬂ| il‘l:.‘]‘r' but firmly. Has contral of p.:u]i_._'g:. mayor &
local gangs but has opposition among Kindred. Has influ-
ence over Nightmare Theater Orphans through Sinclair, a
Blood Dol in the group.™), plot out their relationships (the
“Divissetep Cabal Politics” ehart in The Book of Chantries
offers a good remplate for such plotring), and decide what
each party wants to accomplish. We'll say that Rosario plans
to subvert the Mightmare Theater through Sinclair, the
Orphans plan to host a huge Halloween bash ar their place,
the Progenitor’s girlfriend wants them both to attend, his

L
| M

AN

'

L= I

A -,!"?“'J‘—#\"\ 1 s
S RV WY -

YA AUt ove AR,

v 'f"t‘..h._.f‘,="-l b=l A T e 1 T

gang plans to crash the party, and the mayor plocs 1o break
Rosario’s command over his office by calling in a profes-
sional vampire hunter — one of the players’ characrers. See
how it all ties together!

A chronicle calendar is also a good twol to have. Use a
normal block calendar, one with plenty of room 1o make
notes about each day's events. Record what transpires
during game time and jot down ideas for the future, You'll
probably want to keep two versions: one for you, one for
your [1|:-1','1:T5-

Improvisation

Improvising, like flexibility, comes with experience.
It’s a combination of acting out the dialogue and personali-
ties of the Storyreller characters, runmning with
spur-of-the-moment ideas and marehing wits with the
players. Have fun with it! Get inside the head of a Barrister
Martins or a Jodi Blake. What would they say! How would
their personalities affect their speech? What if a player’s
character insulted them! Get into Storyteller characters”
heads and behave accordingly. Running solo “conversa-
tions” helps immeasurably, Have a Storyteller character
meect one of the players' characters for lunch and si oply talk,
The end result is character development; vou and the
players become more at ease with improvising dialogue.

Three things to remember when running of the top of
'!|"i T h{'akl'
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s Don't panic. Act as though you've planned for
everything in advance,

® Ler the drama of the situarion take over. If it
seems appropriate to have the police bust Clarissa's club just
as the HIT Marks back her into a corner, make it so, Which
leads to...

» Trust your instincts. If chings seem slow, they
probably are. If they seem overly complex, you're probably
right. Put yourself into the situation at hand and ler your
inspiration ride.

Post-Game Analysis

When the session’s over, take some time with the
players to recap. Think through the events that occurred
and the Storyteller characters met. Did anything unex-
pected crop up? Are there characters you want to spend
more time developing! Will minor scenes become impor-
tanit it the future? Ask your players whar they liked and
whart they didn't. Ask them whart they'd like to do in future
stories. Most of all, just listen. The players may surprise you
by wanting to see that character you just “threw inat the last
minute” take on a full-time role, On a practical note, these
post-game breakdowns are great for planning the logistics of
your next meeting, too. So ask for feedback, pay attention
tor player “requests” (within reason!) and take their cri-
tigues to heart. (See "Everyone's a Critic,” below.)

The Group

This is move Akashic trashealk, isn't it?

— Darrell Autrey

After the chronicle was well underwey , Seewart and Pradha,
old college friends of Wayne, came into toun for o few days.
They lived close enough to drop by occasionally, but not close
enough to make the trip every weekend. Both were longume
gamers, and hoth were eager to play Mage.

“We've pot characters made up," soid Steware over beer,
chips and salsa. “1've pata Verbenanamed Stanislaus Kowaleyk,
who really should've been a Dreamspeaker, except that he
blundered into the Ascension War withowt a clue and got rescued
by a Verbena coven.”

“And | want to play an Orphan, Guwen Fisher," said
Pradha. "Her mentor disappeared wunder mysterious circum-
stances, and Guwen's been on the run from the Technocracy
while she looks for him. We wondered if we could join your
chronicle with these characters.”

Wayne thowght it over. "] don't see why not. Do you think
you could commit to playing once a month, say, over a long
weekend? " Stewart and Pradha nodded. “Okay, then just give
me some time to draw youinto the story " He turned to Keith and
Deena. "As long as it's okay by you two.”

“Fing by me,” Keith shrugged.

" Another woman, " muwrmured Deena, with a sigh of relief.

Another woman, thought the guys.

N

A great chronicle depends on three things: the players,
the Storyreller and the chemistry between them all. Your
tToupe, as a unit, creares a unique communicative space
with its own reality and pcmunalin'. The tone, flavor and
tension within that space comes from the relationships
within the group — relationships which can make or break
the circle,

New Players

Good chronicles inevitably attract new players — old
friends from other pames, new acquaintances, significant
others and so on. New blood keeps a game going in most
cases, but it can be problematic unless you consider the
impact the new folks are poing to have. So someone new
wants to join your game. [here's probably less to worry
about if you've gamed with her before; chances are, every-
one feels at case with each other. The situation with an
unknown player is different; who knows how she'll get
along with the rest!

You could always let the newbie play a Storyreller
character; this gives you a chance to see how the player's
personality and gaming style meshes with the established
group. Alternately, you might run a prelude for the new
player's character and see how things work out for both. An
in-between option grants her “player power” over an exist-
ing Storyteller character; she might join the chronicle for
one game only, and stay wich the program if all goes well.

If the new player creates her own character from
scratch, offer her a few extra freebie points to “catch up” to
the other characters. Lagging half a dozen points or so
behind isn't a real issue, but the mass of points earned over
a year's chronicle might make a real difference!

Before you allow another person to join, though, con.
sider how many players you want in your game. It's flattering
when hordes of people ask to join the chronicle, but do you
really want to run a game with nine players! Most Storytell-
ers prefer to run with three to six people. Remember, the
more players you have, the less attention each character
will get.

Mew players can be a blessing or a curse. Someonc
whose gaming style, philosophy and personality conflices
with the established group can totally destroy a chronicle,
while a responsible and interested new player can breathe
life into a game that's slowed down,

* Power-Gamers

Sometimes even the most innocucus players et greedy ar
the expense of the plot and the group. Every Storvteller has
probably heard a variant of "What do you mean Leopold
Cirtega, son of Heylel, archmage ruler of Dotssetep and secrer
spyin the Symposium, can't simultaneouwsly rip Satum from ies
orhit and father his love-child on Marianna of Balador™
Before giving these players the boot, try to explain how such
actions can screw the game up for everyone else. Hopefully,
he'll catch om and be cool abour things from there on.
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Remind power-gamers that half the fun of playing a
game is striving for goals; if a character is unstoppahle,
what’s the use in playing? While you're at it, you may find
it helpful to set certain “house rules” on power limits in the
game, or to keep tabs on how power-gamers spend their
experience. Ifthe problem persists, you may have no choice
but to ask the player to resign.

® Rules Lawvyers

Rules lawyers annoyingly quote rules to Storytellers
and players alike, believing that systems should take prece-
dence over stories. They are not people who disagree with
or misunderstand the rules; these are folks who've read their
gaming books cover to cover dozens of times, use extensive
highlighting and insist on an archival-quality page refer-
ence system. Most rules lawyers shy away from the Storyteller
system on basic principle; the Golden Rule (Mage, page 83)
tends to irritate people who like systems set in stone. Even
s0, some folks still insist on rules over roleplay. Now what!

Like the power-gamer, the rules lawyer deserves some
explanation when you disagree with his behavior. Explain
that while rules are important for certain situarions (like
combat or magick), they don't have to be consulred every
time someone wants to use First Aid to trim a hangnail. Tell
him that Storyrelling is a matter of pacing and flexibility —
looking up every rule in every situation is boring. If he
continues arguing, take him aside and ask him to stop. Most
fully upright human beings get the picture by this point.
Nonetheless, you shouldn't be afraid to ask the player o
leave the game if solving the rules lawyer problem proves
impossible.

“The Talk”

Wasyne pot up and stretched. “Olkay, let's take a break. |
need some coffee.” He turned to Pradha as she was walking to
the bathroom. "Hey, can [ talk to you for a minue?"

She paused. “What's wp?"

Wayne didn’t mince words. "1 think the way you're using
that rate to turn spandex into kevlar is wrong. "

"My last Storyeeller letme use it that way, " Pradha bristled.

"Yeah, but I'm not sure it works that way by the rules.
Here, take a look. If you don't agree, we can talk about it." He
handed her the book and went in search of caffeine. By the time
he got back to the gaming table, she'd finished reading.

"Okay,"” Pradha sighed, “looks like you've right. Guess I'll
have to think of something else to protect Guwen's lily-white
flesh.”

“Let me think onit, too," said Wayne. “Maybe we can
come up with another solution.”

Creative people (Le., gamers) often lug around enor-
mous egos. They're sharp, witty people and they usually
know it. Consequently, they're also a volatile crowd towark
with. How can you firmly but respectfully generate a rules
decision and make it stick?
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Ifa player disagrees with a ruling, listen t her explana-
tion and consider her side of the issue. You might change
your mind once you think about it. Regardless of your final
decision, clarify why you've made it. If she persists, adopr a
temporary stopgap and give vourself time 1o think the
situation over. If Pradha had continued to argue the fact
with Wayne, he might have allowed her to use the rote
through the end of the current session. This would've kepe
things moving and still let him resolve the issue once and
for all before the next game.

® Player Conflict

Conflict is fun] To paraphrase Aaron Allston, charac-
ters can be at each others' throats while players are grinning
and having a great time. Clashes can create excitement —
unless the fights move beyond the realm of roleplaying and
turn personal berween your players. If thar happens, you'll
need good judgment to know when to burt in and when to
stay clear. If the players seem to be having fun and remain-
ing true to their characters' personalities, things are probably
okay.

There has to be some kind of friendly bond between all
of the players. If things are shaky at the outset, don't warry
aboutit—cohesion often develops asa chronicle progresses.
If the players don't link after suitable time passes, though,
ask questions. Why aren't the players coming togetherasa
group! Are there unspoken hostilities present? Are some
players unhappy with their characters! Does everyone feel
included! Do certain players (or characters) seem to domi-
nate the game! If problems seem to exist, look ac the
gameplay o find our why.

Let's return to Wayne's chronicle for a minute. When
Peter discovered that Clarissa had consorted with minions
of the Jade Demon, his iron control snapped. He and Father
Shelley told her in no-nonsense terms that she was walking
down a dangerous path. Clarissa hurled back some insults at
both of them, couched not so dainrtily in terms of their
sexual prowess, and the fight was on. Meanwhile, the
players were having a great time. The conflict added depth
to their characters and to the chronicle as a whale, without
causing trouble between Keith, Deena and Wayne. If, for
contrast, Deena had snapped at Keith, things would have
moved to another level: a level of conflict nobody really
wants,

* The Last Resort

Hopefully, we're all adults here. It's not your job as
Storyteller to play parent, two. Even so, you should be the
ultimate arbiter in times of crisis. If things seem to be
getting, shall we say, sticky in real life, call a timeout and
discuss the problem. If everybody's too pissed to discuss
things, you might have to end the session, but thar should
be a last resort. Ar worst, thar could give the angry parties
another grievance against each other, (“It’s your fault the
game got canceled!") If possible, keep things from going
that far.




e of the hardest rasks a Storyteller can have is taking
a character {or player) our of the group because he doesn't
fit. He might be a great guy, but his character seems to be
oudds with che other MAges; he m:gi’ﬂ be the “Dre AMspea ker's”
boyfriend, but he thinks every other guy in the group is
hitting on her out of character. Either way, there's a
problem — a problem you'll have to address.

First, take the player aside and rell him, as kindly as
possible, about the difficulty. With any luck he'll take the
hint and either change his characrer or his aritude. If
things don't improve you may need to threaten to remaove
him from the group (in character or otherwise). Eventually,
you might have to ask him — or tell him to leave
completely. Hopefully, this step won't be necessary. I it
comes to this, get the others to back you up, and be sure
really sure — that there are no better options first.

There's no easy way to ask a player to change or leave.
If there's a chance for redemption, you may want to offer
him a part in adifferent chronicle, or runasoloor pair-game
for him (ses below), Being nice takes some of the sting out
of the whole mess. If you have a totally hostile player,
though, nothing but complete expulsion will work. (See
Chapter Six's essay about sex and gender roles for further
suggestions. )

Separating Games from Reality

[ need to go to the bathroom. Hand me that big stack of
books, will ya?

— Keith Martin

The bottom line is thar gaming is a hobby. [t's fun,
builds friendships, allows exercise of creativity and reaches
people about group accomplishments. Bur it can also be-
come an outlet for misplaced hostility. Each and every
person who comes to the gaming table brings baggage from
the “real world." If a player has had a rotten day, he may well
take his anger out on you or against other players through
his character. Some issues thar Crop up in the Eame world,
such as rape or abuse, may cause tensions for players who've
had to deal with these situations for real. What can you do
to keep your chronicle realistic and exciting without in-
truding on real-world sensitivities! What should you do
about the player who's had a crappy day ar the office and just
wants to kill, kill, kill!

First of all, remember that it's only a game. If you hit a
sensitive spot, work through it immediately, Second, un-
derstand where your players are coming from. If someone's
got a lousy day job, he may be temperamental at the gaming
table. Finally, don't hesitare to talk to a player if his real-
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world problems ruin the game. You have more at stake than
one player’s bad day; there’s the enjoyment of the other
players and the weifare of the chronicle to consider as well.

Gaming, like any hobby, can become an obsession. If it
turns into a force that utterly controls peaples' lives, some
self-reflection is pml‘:li-lhhr in order. Even pie and ice cream
get l'lurjug after a while.

® Everyone's a Critic
Well, that was about as much fun as getting gut-shot with o 45

— Keith Martin

As we know, life isn't perfect; games are less so. One of
the hardest things you'll have to accepr as a Storyeeller is a
bitof well-meant but probably ill- phrased criticism. There's
a big difference, of course, berween someone saying “That
game sucked!” and “Hey, | think tonight's game had some
problems. Can we discuss it Nobody should have ro putup
with the former, but let's be honest: Most gamers aren't
noted for their tact, Sr!ll, if your 1 roupe has some construc-
tive comments for improving the game, you have an
obligation to listen. You may not agree 100% with what
they say, but listen anyway. They could be right on the
mark. A willingness to listen, cither to requests or o
critiques, shows the others that you're paying attention;
better, it shows thar you care, and concern excuses a
mulritude of sins.
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The Prime Directive:
Have Fun!

“Okay," said Stewart, playing Stanley, “we need 1 kinda
prioritize what's going on and what needs avtending to. I'm
interested in the whole Umbra thing with the trains carrying
spirits of the dead. | mean, what's the Technocracy really
doing?™

Wayne had a hard time hiding his grin, The Umbral guest
had been in the back of his mind since the game's inception. He'd
dropped hints heve and there through the stories he'd run, but the
characters hadn't picked up any major clues. This session.
though, he was ready. He'd worked hard on the Storytelles
characters, the Void Engineers' base and enough nasties from
lteration X to keep the cabal very busy.

"On the other hand,” said Deena, speaking as Clarissa,
“there's that veally cute guy in Chicago. And his maseer. that old
Chinese man and the weird Labyrinth [ saw._.."

“For once, | agree with Clarissa,” said Keith as Peter. “If
whe [ suspect is pomg on with her new lover is true  it's a pressing
matter, one that cannot wait, "

“I'm with you two,” said Pradha. “Stanley?”

Stewart nodded. “Yeah, | guess so. We can always come
back to the trains; the tracks shouldn't go anywhere while we're
pone.




Wayne remained silent, It wasn'e that he didn't have locs of
plans for the Maze of Ebon Gates and the Jade Demon; he had
all kinds of ideas. But he'd been excited about the chance to take
the characters into the Umbra, On the other hand, he thowghe,
this is probably the first time Peter and Clarissa have been
willing to work rtogether since the original game. All the
players and their characters seem really directed and com-
mitted; this is something they really want todo. The Umbra
plot will focus a lot on Pradha and Stanley, so it might be
a good chance to let Peter and Clarissa be in the limelight
before toving on — assuming they survive,

Finally, he smiled. This was gonna be fun.

When a carefully crafted and well-played game poes
right, it's a real thrill. Whar an ego boost when players sit
around after a game talking about the great time they've all
had! Sohow can the group continually achieve this kind of
success! Whar are the rights, duties and obligations of
everyone in the chronicle!

The rrue job of a Storyteller is to make sure the players
{but not necessarily the characters) have a pood time. This
comes with quality preparation, by knowing players and
characters alike, and by catering to their interests. Like a
selfless host at a party, you may sometimes have to sacrifice
things you'd like to pursue in favor of the players’ desires.

Look at the example: If the players are really pumped
to follow one plotline as opposed to another, a wise Story-
teller would go along with them, If players are interested,
they're going to have better interaction and focus. Wayne
would've spoiled things if he'd forced the players 1o inves-
tigate the spirit trains when the mages wanted to check out
the Labyrinth. He went with the players’ desires, and he'll
no doubt have a great time watching them squirm in the
Jade Demon's clutches.

At the same time, as the Storyteller you have a vested
inrerest in your own enjoyment, You have the right 1o ask
players for common courtesy, like paying attention to the
game instead of watching television or making bad jokes. If
you've worked hard on an exciting game and the plavers
greer you with disinterest, it's insulting and rude. If you pur
big effort into scheduling a game around everyone's lives,
and players continually show up late, hungover or asleep,
no one can blame you for being pissed. Running a pood
game may give you {and the players) a rush, bur having bum
players is nothing but a drain.

One final point: The prime directive of games always
remains the same. Have fun! Whenever in doubt, refer to the
prime directive.

Splce of Life: Ongoing Chronicles

: W ayne had taken the cabal through about half
adozen scenarios. The proup had four chavacrers —

Stanley, Gwen, Peter and Clarissa — m addition o
A his Storyteller character Father Shelley, who served
as amentor to the cabal, He also had two mam plots,
the ongoing harde with the Technocracy and the
burgeoning complications with the Jade Demon.,

MNow he wanted to incovporate a mare coherent
8 flavor and ammosphere into his pames. In additon o
The Book of Chantries, he now oumed The Fragile Path, The
Book of Madness and The Book of Worlds. These supplements
gave him a wealth of material to draw from. Wayne devised muists for
mume Storyteller chavacters, including a kid Maravder who knew how
todevail the Umbmal rraims | and a group of nasey hedge magicians who
might be willing to help Clarissa and Peter fight the Jade Demon... . for
a price, He also thought abowt a foe from Stanley's past and ways w0
insert clues about Guwen's vanished mentor.

The game, Weayne thoughe, stands on a critical threshold.
Mow if I can just keep things going as well as they have for the
past several months, [ think I'll have an epie on my hands. . ..

Our Story Continues....

Mow you're ceady to explore a lietle deeper into the warld
of Mage: The Ascension. You feel more or less at ease with the
system and the players. Maybe ir'stoo early for a dozen complex,
overlapping subplors and crossovers with other Storyreller

games, but everyone's ready to examine some new options: solo
and pair-games, blue-booking, new rotes and house rules. This
section will help you move beyond a chronicle's basic frame o
add flavor and classic bits from the genre.

l.earning to Listen

When players spout some variation of “Wouldn't it be
wild if we met one of those Doissetep mages?” take heed!
Player input is vital; Storytellers who ignore requests do so
at their own peril. This doesn’t mean you have to drop all
your plans to organize a trip to Doissctep, but players say
what they want to play. If you disappoint them too often,
they'll move on.

Aaron Allston notes that every characrer has her own
“story” to tell. Usually, this story focuses on the character's
unfulfilled goals and dreams. In Wayne's game, Pradha's
Orphan Gwen has an obvious story: the quest for her lost
mentor, Bethany. When Pradha first joined the group,
Wayne didn't give the distant mentor much thought. Each
session, though, Pradha mentions how much she'd like o
trace Bethany's whereabouts. Accordingly, Wayne plans
out a story in which Bethany, a signet ring and a mysterious
faerie play important roles. A series of clues, left where

Gwen can find them, steers the group toward the new plot,
much to Pradha’s delight.
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Marurally there’s a difference between “Wouldn't it be
cool if we found the missing city ™ and “Wouldn't it be cool
if I single-handedly destroyed MECHA T Most times, the
contrast will be prerty obvious. If your troupe’s desires
become a power-gamer's wish-list, gently but firmly remind
them that roleplaying’s not abour winning, [t's about fun.

The Onderlying Theme

There's fun to be found in the dark, of course, but too
much despair becomes oppressive. So how dark doyou want
your game world to be? What are the chronicle’s primary
moods and themes? What's your mystickal society like?
How do magickal worlds overlap? In which ways does the
“enemy” manifest its power! The “official” World of Dark-
ness provides a foundation for the typical Mage chronicle,
but the shape of the house depends on the desires of the
archirect. As the game progresses, ask yourself what you
would like to play. Then plan accordingly.

|74\

Generally, the Storyteller sets the flavor of the
chronicle. You decide if the world is one of sheer despair,
rentative hope or light-hearted fun. Reflect this mood in
the stories you tell and in the atmosphere you weave, in the
actions and intentions of your own characrers (see Mage,
pages 148-152, for suggestions and rechniques). Set the
tone and your players will follow,

From the outset, Wayne wanted his chronicle to take
place in a world similar o ours; the Gothic-Punk element
exists, but on the fringes of the pame. He also decided vo use
two very different sorts of enemies: the Technocraey, fac-
tions of which struggle with each other close to the
characrers’ homes, and a Nephandus who plots against the
cabal from afar. Wayne's vision of the Technocracy in-
volves lots of high-tech and corporate espionage — direct
methods with clear-cut objectives. The Technocracy offers
him the opportunity for high-speed chases, pun battles,
kidnapping and blackmail. On the other hand, he sees the
Jade Demon as an instrument of subtle menace and horror.
The Nephandus and his minions could appear helpful and
cooperative while pulling the characters into a seething pit
of corruption. This gives Wayne the chance to explore
“things we were not meant to know."” Scenarios set around
the Maze of Ebon Gates involve temptation, power and the
price of knowledge while the Technocracy brings in a
gricty, competitive conflice. Both options work.

\ )

Wayne's world becomes a switling cloud of gray rather
than an inky black swamp. The odds may be against the
cabal, true, but doom doesn’t wait around every corner. As
the game progresses, the cabal's survival hinges on the
characters’ devotion to each other and their willingness to
make sacrifices. These ideas, in turn, become the primary
themes of the game. Each mage is quite different. Will
personality clashes rear the cabal apart? Or can characters'
mutual hopes and fears hold them togerher?

-~
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Atmosphere and Sensory Detail

We live in a sensual world; our mysticks, with ther
magickal senses, understand that world on a whole other level.
Sohow do you get thar across to your players? Description, and
lots of it. Mot dry droning ("You walk 10 feet down the
corridor, check the door for traps and continue down another
25 feet until you come to another door..."), but sensory
description {"The air hurts to breathe, it's so gritty and thick.
A creeping stain in the cormer reeks of rot... ™). Place yourself
in the game world with all senses going, and you'll be able to
CH]'.r'r' '!r'l ar Tﬂ:upl.' Hll;]ng FI:,IT thc Ti_dl;_".

First, think about your normal senses: hearing, sight,
touch, taste and smell, When i.il:‘.‘IZTi.b'iTlg A PeTson, comsider his
obviousphysical and personality traits. Move beyond the color
of hair, eyes and skin ro find the traits which make him really
distinctive. Is his voice that of an old man or a young boy!
What language does he speak? Does he have a certain smell?
Justin Leiber once described a child's scent as a “cross berween
baby powder and a playground,” a brief bur powerful observa-
tion. In other words, talk abour your characrers in terms that
make them individuals — memorable individuals.,

The same suggestions apply to places and things. What
sets one dusty old tome apart from another! What could you
say about an ordinary hospital room thar would give a player
cause 1o wotry! Push your creative envelope by considering
senses other than sight and hearing, then channel your
imagination through them,

Mext, imagine senses ourside normal human range.
Mages have (or should have) a certain magickal Awareness,
They can rell if something’s amiss, magickally speaking —
weird feelings, prickles ar the back of the neck, nausea or
giddiness are common sensations to them. Magick has a
“feel” 1o it thar mysticks recognize, a rippling ebb and flow
that says “Something's going on here.” (See Mage, page
172.) Deseribe thar flow to your players as magick poes to
waork; it may not (and should not) tell them exactly what's
happening, but it'll clue them in while underscoring the
reality of the pame world.

Play on a character's paradigm in your descriptions,
too; a pacifist Dreamspeaker may feel sickened if he walks
past the site of a Good Death. He may not know precisely
what happened, but chances are your description of “a
lingering miasma of fear, the scent of sweat and a riveting
silence” will attracr the characrer's arrention. What about
a Celestial Chorus street missionary passing a group of
Ecsraric singers! The mystick may feel her heart lighten as
the music stirs her soul. No rote or magickal Effecr is
necessary any mage will feel something our of the
ordinary around such, shall we say, “alented” singers. The
Awareness and Incuition Traits provide excellent plot
hooks and clue magnets.

Finally, consider the more understared influences of
the mind. Beliefs, memories, identities — all of these
factors shape our perceptions, providing filters and lenses
through which characters perceive the world. An elitist
Frogenitor surgeon, for example, would regard a hot dog
quite differently than a destiture Hollow One would. To the
Technomancer, the hot dog is at best something to feed to
lab rats; to the Orphan it might be the only meal he'll get
that day. Consider these filters when vou describe the
peaple whom characters meet; a haughty Hermetic Master
would react differently to the Progenitor than he would o
the Hollow One (and probably won't think much of either
of them). Perception and prejudice shapes the way we see
things, and that, too, can play a part.

You can, of course, go overboard. Too many rich, thick
descriptions bog the game down. The key w giving good
sensory detail is knowing when to describe what in such a
manner as to make an impression on the players. Be selective;
choose one or two notable things — the things that form your
first impression — and concentrate on those elements. Re-
member, you're a Sworyteller, not a storyuriter. Watch your
players; if their eyes start to glaze over, cut to the chase.

Sense Me
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Holiday Specials, or

Hurmor Can Be Fun

All vighe! That's it! [t's goteen silly!

— John Cleese, Money Pychon's Flymg Cereus

Mage is a pretry serious game; the characters are fight-
ing for humanity's future as we know it. That's heavy
material, folks, Occasionally a note of wicked humor is
appropriate, especially around the holiday seasen. The
average Sleeper's suspension of disbelief is, after all, gener-
all ¥ more flexible berween Ocrober and the end of the year,
and all kinds of things can happen.

When the Atlanta group's troubles with the Techno-
crats and Jade Demon become too intense, Wayne decides
to lighten things up. As Christmas trees appear in parking
lots and the neigshborhood kids suddenly get a lot nicer,
Wayne decides ro pgive the players a special trear: a
Mage holiday story. Afrerfartening the players upon sweets,
he tosses them into a game set at the Morth Pole, complete
with elves and a big man in a red suit calling himself Sanga.
The only problem is thar every now and then, one of the
characters hears cries for help in the distance, voices thar
sound like Father Shelley and the children from the or-
phanage, Thus begins the adventure that will soon be
dubbed “Santa Nephandus and His Barabbi Elves.” The
group has so much fun that Wayne follows the tale with a
later epic, “The Applesauce Gang Rides Again,” pitting
amnesiac mages against a gang of perky cowboy Marauders.

The point toall chis is thar it's good o rake off the black
veil occasionally. Gaming is supposed to be fun. If each
WSSi o is I'|.|"| .lin.li:‘.nltnl:n Hnl'.l gmvﬂ, 'hf ]-lll E"r'("TS Wi “ g{'t I}Cl:'l:"'d.
It's okay to have some laughs once in a while. Really.

Extra Touches

I.ﬂTﬁ l::lf HT[IH]II :ﬂ:t:nringl'l.' LJI:i.II:Ipm'r'.{nT L 18 Juchfs CEan
make games really fun, and your job much easier. Here are
a few sugpestions for Storyreller props that give the game an
extra boost,

* Maps and Floor Plans: When planning an outdoor
setting or an urban chronicle, maps are indispensable. A
f;l_n;_u.] 1.|.r4_1Tld atlas can be had for It:-m than $EI:|; many state
rourism offices and city chambers of commerce send aut
maps free of charge. Books of commercial house plans are
cheap and come in handy during combar sicuarions. If the
characters build a Chantry, draw up floor plans with your
players; you never know when unexpecred visitors might
come calling.

Miniatures and battlemars make combars easy to track,
and give the group a focus, too. [t's easy wo see who's where
when you have a tableau right in front of you. See "The
Lively Art of Combat,"” below, for more details.

® Puzrzles and Tricks: Whether you have a lost page of
lore or aseemingly blank scroll, puzzles and trick props keep
players amused. Write out a ritual on a piece of parchment,
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then cut the paper into fragments, losing a few in the
garbage can. Putting the pieces together will cause compli-
cations! Or use the old trick of writing a message with
lemon juice, which remains invisible uneil held over a
candle flame. These kind of “mood” pieces lend a mysteri-
ous air 1o the game.

* Letters: Whether delivered by winged familiar, spirit
or just snail mail, letters from Storyteller characters to
players' characters personalize the game. The players enjoy
reading and re-reading witty “in-character” letters more
than just listening to a quick speech from you.

* Pictures: The cliché is true; a picture is worth a
thousand words. Consider getring actual pictures of the
places you use in the chronicle, if you can. The World Wide
Web is an excellent place to obtain photos. Keep magazine
clippings of interesting people as a source for Storyeeller
characters; catalogs and fashion magazines are a cheap
place to start. If you're one of the lucky folks who can draw
well, illustrate your main characters and other strange
objects or places that are important.

* Quotation Collections: Dialogue flies back and
forth between player and Storyteller characters like spit
wads in a classroom. Take advantage of that! Assign a
"quotekeeper” to jot choice morsels down and read them
back at the beginning of the next game. It's entertaining
and keeps a flow of continuity between games.

* Personalized Binders: If you can afford to blow a few
bucks, make ring-binders for each character to keep things
organized. Players can personalize their binders with pic-
tures of their characters, notes, appropriate Sphere sheets
(see Hidden Lore) or homemade rotes. Dedicated players
may even want to write up individual adventure logs from
their characrers” point of view. It's probably a macrer of
personal choice whether or not you keep track of everyone's
folders or leave the responsibility to the players, bur they're
helpful things to have.

* Episode Guides: Keeping a running episode guide of
your chronicle is a lot of fun. Enlist the players' aid, have
sumeone write a few paragraphs abourt each session, and add
a witry title. Storytellers can use episode puides to remem-
ber encounters and unresolved plots, while players can use
them to keep track of important characters and acrivities.

The Real Setting

The game’s real-world setting can supply just as much
depth and mood as the World of Darkness itself. Make the
“gaming room” a more hospitable place with a few of these
suggestions.

* Music: Many gamers enjoy “mood music.” Several
Mage sourcebooks offer suggestions for appropriately atmo-
spheric music, and threads on the subject crop up often on
White Wolf newsgroups. Dead Can Dance, The Change-
lings, Ministry, Loreena McKennitr, Gustov Halst,




Oysterband, Sky Cries Mary, Miranda Sex Garden and R
Carlos Nakai are perennial Mage wrirer favorites, but any
artist who sets a mood without overwhelming the pame can
work. Fora more individual [l']l.lL"!'l.. record a “soundrrack” of
your own selections for each game,

= Lights: Lighting is adilemma. Everyone needs ro see
their characrer sheets and dice, but harsh overheads really
5|:\;'|il the monad. I..Hrl1'|"-!‘- with frosted or colored bulbs can
prevent eyestrain while still invoking a touch of mystery,
Use candles for additional effect.

* Props: As mentioned above, maps, floorplans, letters
and clues are good props. If a characrer has a certain focus
for his magick, like a silver pendant, the player may want to
bring a real-world equivalent along.

If vour group has a problem with players constantly
cutting each other off, get some sort of "speaking srick” -
anything from a carved MNarive American staff to a beat-up
wooden ruler. A player holds onto the stick while he speaks,
then passes it along to the next speaker in tum. Only the
player with the stick may speak, though everyone should
agree on a maximum time limic

» Elbow Room: Make sure you have enough space for
everyone. Some gamers like sitting around a rable; others
prefer sprawling on the floor with pillows and household
pets. Whatever your preference, make sure everyone has
room for their characrers and notes, a place o roll dice and
sufficient comfortable searing.

* Food: For some reason, gamers love to eat; rare is the
gaming book without a preasy snack smear. So give a lirtle
thoughe o having nibbles ready ar hand. Everyone might
bring something to chip in each session, or take tums
providing all snacks for a given day. Alernarively, every-
one could put money into a kitty and make a quick grocery
run before the game begins.

Food isn't usually an issue unless one person continu-
ally provides everything without reimbursement. No one
should ever assume it's the host's responsibilicy to provide
munchies. Most hosts appreciate a “free food day,” since
they're providing space for everyone to meet.

The “‘R” Word: Rules

I'm anly down to Matded, and my body shielded my ray gun!
— John Craddock

As described in the immortal Golden Rule, systems
often take a back seat to drama. To paraphrase Stewart
MacWilliam, it's far more important to play the cheracter
than the game. Even so, rules still serve a vital function:
They allow the players to know how the universe works,
and offer a frame of reference. R-.‘:lepl::ying is abstrace: rules
make it more concrete,

Rul[‘b Shl:‘llll] I:'l.f."ll'l |i:“.'. EH:H“.'.. (41814 ||'|r'|Jt:l' J[. Tl"ll'.'":r I.Il.lgtl.i
to make marterial easier for the player to digest, not more
dlﬁlcul[ H'- a 1'|_||1," LITIL |t‘n'ul‘:-i l}'l{'. rl.H'!ﬂ:"l.'ﬁ“ tnjl]}'mﬂllr L:IE l}'ll:'




game {and drives the Storyteller nuts), discuss revising or [ r-:_;
discarding it. Be careful, though, that rules revisions don's L
encourage the players to become power-gamers.

\ >

Then there are “house rules,” systems agreed upon by
the troupe to suit its style of play. Every group has them,
whether players admit it or not. Wayne's house rules, for
instance, require foci for all Effects and limit che number
of batches each player can get in a single game.

If you're new to Mage, spend some time reading the
rules. Decide whar you like and don't like, discuss your
ideas with the players and incorporate their input into a
house system. Try out your variations, maybe ina practice
session, before you bring rules changes into the regular
game; that way they won't foul up the normal run of play.

Arbitrating Magickal Effects
Do you believe humans can fly? If so, how fast?
— Keith Martin
Magick is a personal Art, nota series of combar maneu-
vers. The forms it takes depend on the mage who wills them.
So how does a given mage define [1l'd.HLCI: THow do his beliefs
shape his willworking! For a Storyteller, the answers to
Lhcscqurstinn-j dr.prrm] on each characrer's {:-1:1.1] S[['I"I""’Et:]!:_‘.T
character’s } background and beliefs, Read Chaprer Eighrof
the main rulebook and Ross Issae’s piece in this book's
Chapter Six...and then reread them as often as necessary
Familiarize yourself with the various Sphere Effecrs
given in the Mage rulebook, Chapter Eight. Imagine what
magick looks like for each Tradition {or Convention), and
think about how each group explains magick's existence.
Then ask yourself a few questions: How could you describe
magick tothe players? How does belief influence a characrer's
style? How does it alrer the appearance of her magick?
Encourage the players to think about their characrers'
magickal styles — especially what works, what doesn't and
why. The “Lady into Tiger” example on page 181 of the
main rulebook offers a few clues to such questions.
It's a sad fact that each time you make a nuling on how
magick doesordoesn’t work, you create a precedent. Ifyou allow
| a character to use magick a cermin way in one instance, you'd
better justify why she can't repeat the Effect in another. Check
out Wayne's early dispute with Pradha; Wayne disagreed with
the old interpretation, and Pradha wanted an explanation as to
why her rote was fine for one game and notanother. In chis case,
Wayne talked to her, discussed their oprions, and left the final
resolution up for a compromise. Somerimes it's okay to simply
say “It doesn't work for the game that way"; hopefully, your
p]alrlm' will undersrand. W'-I'i::nindt'mh!, look at the rotes and use
them as examples, or look at the examples and “Magickal Fears"
chart in Mage, pages 168 and 170.

Finally, don't be afraid to make a decision and stick
with it. As long as you're fair and consistent, there shouldn™
be a problem. After all, Mage is about interpretations of
reality
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The Lively Art of Combat

Were those your HIT Marks dounstairs?
— Keith Martin

Afrer a long semantic discussion, a good scrap can
really wake the players up. Still, not all players are “combar
monsters”; long die-rolling fests bare the hell out of some
people but excite others to rapture. I's generally best to
keepa middle ground, then, balancing your chronicle with
a mix of “cerebral” roleplaying and fast-paced combat.

Imagine combat as if it were an action scene in an
adventure movie. Think about Die Hard, Raiders of the Lost

Ark or the Star Wars erilogy. The he-

roesnever gota break once the weapons
came out, You want to generate this
same kind of excitement, so avoid the
“Mext um— roll your dice again” syn-
drome. Vivid descriptions —
“Bad-dad-ow! The guns roar and bullets scream off
the wall just over vour shoulder!” — adds immea-

surably to the experience. Don't be afraid to look silly; ger
involved! Combar, in its measure, is drama,

Good pacing is essential for combar scenes. A battle
has to move quickly; long dice-rolling-chart-checking
contests trash a good story's momentum. Players, like
s their characters, ought to be thinking on their feet. No
" one — in real life or fiction — gets to contemplate his
next shot for 10 minutes. It's been said that the best
combat system is to whack your players upside the head
with the rulebook; while we wouldn't advocate such, um,
drastic measures, the point — that battle doesn't stop while
everyone checks all the modifiers— is valid. Don't give ‘em
room to breathe; don't let up on the pace, ever, until the last
foe — or character — falls.

Some house rules or shorreuts can help keep combart
moving. You might allow only one initiative role per scene.
For example, Stanley, Peter and Broti, a new mage in the
cabal, are fighting a Man in Black; they roll initiative and
get 3, 6, 2 and 4, respectively. Everyone keeps these initia-
tive numbers until the fight is over, rather than rerolling
them every tum. Another option “drops” enemies who
reach the Wounded Health penalty; combart can last for-
ever if the antagonists keep popping back up. As always,
talk to your players about your chronicle’s house rules. Ask
what they want to see in a good scrap. Finally, the supple-
mental books Hidden Lore and World of Darkness: Combat
offer alternative combar systems — one an abbreviated
narrative flow, the other an extensive move-and-modifier
option — for close-quarters situations.

Two tools are indispensable to running good combats:
battlemats and miniatures. Both accessories help you keep
track of who's :].uing what o whom and where. You've
probably seen lead or plastic miniatures, which come indi-
vidually in blister packs or in boxed collections. Ideally,
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vou'll want to get miniatures that look like the characters in
your game and paint them accordingly. Battlemats are large
plastic-coated pieces of cloth, usually available in clear or
tan, marked with hexes or squares. They aren't cheap
investments; good battlemats can eost more than the basic
rulebook! They're well worth the money, though, when
hodies start to fly. To save time, if you have a fight planned,
draw out the scene in detail on the bartlemar and hide ic
from the players. Be sure to use water-soluble markers (not
dry erase markers) and clean up the battlemart as soon as
possible. Mo one wants permanent reminders of that fight in
t'|1r: Succubus Cluh!

* Stunts and Magick

Mage is fantasy; part of its appeal is that you can pull
stunits that no real person could manage. Crearive combar
tactics — acrobatic leaps, banter, timely “coincidences™
and dramatic placed shots — break up the tedium :rfrnl]ing
dice. So let your players get creative. Reward their crazy
stunts with bonuses, and assign some sort of roll — usually
a Willpower, Dexterity + Athletics, or Manipulation +
{whatever's appropriate ) contest — to decide the success or
failure of the stunt. An extra die, a lowered difficulty or toral
success make good rewards for creative and daring acts in
combat. Don't ler a strict reading of “the rules” dampen a
cool bit.

People think of warring magi as lightning bolt ma-
chines; in Mage, that's rarely true. The combination of
Paradox, Sleepers and sheer difficulry make coincidence a
betrer weapon than volgar magick. Literal weapons, on the
other hand, make ideal foci for magickal Effects. Thanks o
the movies, many people believe you can blow up a car with
awell-placed bullet or survive an explosion intact *If you're
lucky.” Mapes are lucky, all right. Their guns hardly ever
jam, their swords remain sharp and ready, and they never
seem to run out of ammo. Luck smiles on them in other
ways, too; by shifting wind currents {Forces), probability
(Entropy), physical prowess (Life] or perceptions (Corre-
spondence, Forces or Mind), a mage can succeed where
others would fail...and do so without risking a Pamdox
backlash.

The oft-cited Cinematic Example guideline given in
both Mage and The Book of Madness offers you a general
framework for outrageous fortune. A well-placed punch
that sends a foe smashing through a window ( Life or Forces)
is coincidental; one that makes his head explode isn't. Use
your best judgment; if 4 stunt seems too silly 1o be accept-
able, consider it vulgar. Note thar Sleepers aren't stupid;
martial arts movies may be popular in Hong Kong, bur a
mage who leaps 60 feer through the air is pushing his luck,
even if he is an Akashic Brother. The tone of your chronicle
ought to set the “realism” of the stunts you allow; a gricey
game won't be nearly as forgiving as a Jackie Chan-inspired
rOmp.
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Separation and Capture

"Oleay,” said Wayne. “You and Myrt, the girl you juse
picked wp on Bowrbon Streee. ...

“Every man should have an affair to remember in the Big
Easy," grinned Stewart,

"Well, that's one way to look at it. Anyway, what do you
guys want to do? The romantic Mississippi beckons, The moon
is full, the mght is clear, Whae next? " asked Wayne. "Midnight
stroll?”

“Is the river too scummy? " Stewart asked. Wayne shrugged.
“Sowhat if i is? [ shuck my clothes and wade in, but no deeper
than my knees.”

"Myre follows. She kisses you. She nibbles your neck.
And.. .make an mitiagve roll."

“What! " evied Stewart. “What's going on?”

Wayne threw his dice. "Apparently Myrt, because she's
trying o stick you with this long, sharp spike. You got three
successes to her four!” Stewarr nodded. "And she got three
successes o her hitroll. Ouch. She jams the thing right into your
shoulder. It huerts, and all of a sudden you don't feel so good.
Make o Willpower roll ™

"Uh, oh. One lousy success,” Stewart replied.

Wayne shook his head gravely: "Everything fades w
black...."

Separating or capturing characters can be a hassle for
novice and expert Storytellers alike. Players don't like to
lose by Storyteller fiar, but sometimes the only other option
is killing a character outright. Separation or capture situa-
ticns also force You to Tun several solo advenrures
simultaneously. Players ger bored waiting on you to get o
their turn. So how can you run a capture scenario without
pissing your players off!

The secrer is rrust. If you've always been willing to
listen to the others and run a chronicle thar's maore coopera-
tive rale-telling than order imposed from above, the players
will probably give you benefit of the doubt. Stewart, an
experienced gamer and Wayne's friend, felt he would be
ereated fairly, so he didn't panic when his character fell. He
figured Wayne wouldn't just kill Stanley for the hell of i,
and he was right.

Sometimes it's fun to let a player dig his characrer's
grave; even so, too-much of thar gets old. The player feels
like he can't make a move without risking his character's
safety. Occasionally, then, it's pood to capture 3 mage who's
done everything right, but who just gets screwed. The world
is a dangerous place, after all. Maybe he fell asleep the
previous night and woke up in some Marauder kid's dun-
geon, On the other hand, you shouldn't take advantage of
the players’ understanding. Capture every now and then is
fun, but yvou can overdo it.

A blue-booking session (see below) is a good option to
help keep all your players involved during separation and
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capture. Take turns pulling people aside o cover their
characrers’ actions while steering everyone back together

. as soon as possible. Do not, if you value your troupe's trust
or happiness, set a player off to the side for the majority of
the game. You will hear abourt it, and the words won't be
kind. (See Chaprer Two for more suggestions abour run-
ning solo games and other odd circumstances,)

Mortal Combat

They're just a bunch of skinheads, but they're really kicking
our asses!

Stewart MacWilliam

The definition of “antagonist” is “One who actively
opposes and competes with another.” Such opposition
doesn't have to result in open warfare, but combat comes
with the rerritory in most RPGs. A Mage chronicle needn't
be buile on endless fighting, but a pood sense of drama comes
from opposition — or from the threat of it, at the VETY least.

A cabal of mysticks will face any number of antagonists
in the course of your chronicle. While Chapters Three and
Four present this subject in more detail, a few points are
worth making here.

* Humans Aren't Cannon Fodder!

Most Storyrellers overlook the importance of the man
or woman down the streer, or of the faithful consor who
guards the Chantry. Even so, Sleepers need to be more than
m I'nl.]]r.‘i.\- l.h!rt'!‘ I}'I: thl:' Tl'.".'h]“)fraf'!f ﬂ“l.,{ mfkbfﬂ-r“f_‘phﬂ] ]I_{I: ‘

. They're real human beings with their own lives and agen-
das. Who's that nosy woman who runs the local bookstore!?
Won't she eventually wonder why these odd characters
keep asking her to locate occult tomes! What happens if she
follows the unsuspecting characters back to their Chanrry
one day! The presence of Sleepers raises interesting ethical
issues. If those issues are being ignored, it's reality therapy
time.

Too many players assume thar “normal” humans are
weak and ineffectual; quite often, the opposite is true. Just
because a trained soldier can't pull a Forces rote out of her
hat doesn't mean the M16 slung over her shoulder won't
chew a mage to bits. You can have a lot of fun showing the
all-powerful willworkers just how effective Sleepers can be,

* The Unearthly

Spirits, vampires, shapechangers. .. sometimes it seems
like the world is full of enemies. Often, it is, and an old and
powerful vampire makes a serious enemy indeed. And while
willworkers can shape reality, few can match the speed and
strength of an enraged Garou. Make the characrers' lives
more interesting (in the Chinese sense) — use characrers
from other Storyteller games as adversaries

The trick, of course, is to avoid turning your chronicle
intoa “monster of the week" circus. There's no denying that
mysticks have theirshare of unearthly foes, from summoned

. demons to Paradox spirits, but it's essential to limit their
appearances. Afrer all, if somebody’s conjuring a dragon

B e B W

Chapter Cne: Anatomy of a Chronicle

3l




Q

7NN

Al

every other week, that majestic and legendary crearures
become just another bit of scenery. Whar a waste of pood
potential!

When some unearthly being shows its shadowy face,
don't rattle off its statistics, point of origin and motive;
instead, describe it as a mysterious, alluring yet forbidding
presence of dubious origins and intentions. What's more
effective: the “10th-generation Brujah with five ghouls on
matoreycles” or the “burly, scarred man inweathered leatcher
with a predarory prin and a pack of psychopathic bikers
rumbling in behind him"! Shift your descriptions of sur-
roundings and antagonists to chill your players, then let
them draw their own conclusions from what their charac-
ters see.

As we'll see later in this chapter, Mage is ideal cross-
over territory. Just remember that when the eerie stranger
comes calling, he's more effective in the shadows than on
a character sheet.

* What Evil Lurks!

Tradition mages aren’t saints; some are complete
assholes, Mor are all Technomancers demons; they'te hu-
mans with the same emotions and frailties as any Tradition
willworker. An enemy is more effective when he seems
familiar; we mipht not apree with his morivarions, but we
understand what they could be. (Marauders are a notable
exception; the more alien their motives, the more unnery-
ing they become — for that reason.)

Whether they be mage ormortal, antagonists should be
interesting and complex. Give them their own motivations
and stories, personalities and goals. After all, this is your
chance to have some roleplaying fun of your own.

Blue-booking

Another Aaron Allston creation, blue-booking takes
place when players and Storytellers write notes and dia-
logue to each other rather than roleplaying aloud. Aaron
took the name from the blue examination booklets he used;
spiral notebooks or legal pads work juse as well. The point
is that you want something portable and easily scorable thart
provides a permanent record of the chronicle.

So what are the advantages to blue-booking over
“normal” roleplaying? First of all, bluebooks {or other
wrirter archives) store a rangible history of the chronicle,
Months later, vou can go back and confirm that Caeron
Mustai did indeed offer the characters an inviration to visit
Doissetep. Bluebooks keep facts readily at hand.

Bluebooks also allow room for the exchange of secrets
orembarrassing “offstage” roleplaying. In Wayne'schronicle,
Keith might want o indulge in a derailed forensic investi-
gation for Perer, a task that would rake game time away from
the other players. By writing down his investigation proce-
dures in a bluebook, Keith saves time and keeps the game’s
momentum going. By the same token, if Gwen and Clarissa
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want o engage in a lurid interlude, Pradha and Deena can
blue-book the session as a less self-conscious means of
flirtation. Blue-booking also provides a good opportunity
for characters to keep in touch with their Storyreller-
characrer friends withour taking away from game time.

=0 how do you start blue-booking? Try an "offstage”
session for one game, Siv and wait for the players to write
materials in their books and pass them on for your replies.
Encourage players to write to each other, also; this rakes
some pressure off you. Or leave downrime at the end of
sessions for players to write in their bluebooks. Take the
books home, read the playvers' notes and offer in-depth
responses. 1 he next game begins with everyone reading
their bluchooks. This allows you a lot more leisure time 1o
write a good reply.

A variant on blue-booking is the e-mail game. It works
in much the same way: Players send you a list of actions and
requests; you, in turn, respond accordingly, Like blue-
booking, e-mail is great for roleplaying meetings, romances
and information gathering; it's not so great for combat. You
can print the e-mail and thus keep it as part of the “written”
chronicle in vour notes.

Offstage gaming can be good for the occasional expe-
rience point. If the character accomplishes something
significant on her own time, give the player a point to
spend. Don't let this get out of hand — the "1 trashed the
Technocrars” power-gamer could glorify his mape'sachieve-
ments in downtime if you let him. As always, ler common
sense and balance be your guide. (Hidden Lore provides a
maore in-depth look at blue-booking, and HERD Games’
Strike Force provides the original source.)

Solo and Pair-Games

You can resolve character subplots with solo or pair-
games between major evenrts. Like blue-booking,
single-player games allow for time outside the regular pame
for characters' personal interests. They make great preludes
to Awakenings and provide segues into new plotlines.
Wayne, for example, brought the Jade Demon inw his
chronicle by running a solo adventure for Clarissa. The
interests of one character soon affected all the characters.
One note of caution: Solo and pair-games move along much
quicker than games with a group of three or four characters.
The extratime permits a lot more roleplaying and attention
to detail, so prepare accordingly!

Another alternative is a session between two players
without your supervision. This is ideal if the players want
their characters to embark on affairs of the heart or discuss
the finer points of Hermetic ritual. Such sessions allow for
in-depth roleplaying and character development. Tech-
niques like solo, pair or unsupervised sessions keep a game
from grinding to a halr as one or two players act cur their
characters’ shopping sprees or domestic squabbles.
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Wayne held up his glass to the players: “This
is just to say thanks, guys. We've been playing
Mage for almost two years now and it's been
N, great. Thanks for making my job so easy.”

After the toast, he got down to businegss. 1
wwant to talk about where w go from here. I've got
blenty of ideas, so I don't want you to think the
pame’ s windmg down . But getting the whole lade
Demon thing resolved has left a vacuwm of sores.,
Not to mention the fact that your characters are perting really
porwerful. I've sull got plans for the trains and the Umbra, which
[ kenow mterests Stanley a lor, butwheae about the restof you? I'm
nat so much asking for specific things yow want o do, but rather
which direction you'd like to see the game take. What kind of
flavor you want it to have. See the differencer”

“Well, for my part,” said Darrell, the fifth and newest
player, “1 sl like exploring ‘inner” themes, if you want to call
them that. Since my Sonof Ether Broti just joined up, he's missed
a lot of the philosophizing and talk abowt paradigms and magick.
I'm interested in Seekings and pondering Ascension and all

. that."

“ like those things, wo, " added Deena. “In away, the Jade
Demon plot involved Clarissa so much, she didn’t really get to
think abour how a mage lives, Some kind of “day in the life’ type
adventures could be fun. Like you said, we're getting pretcy
tough; reminding us of the power of everyday folks could be a
meat twise.”

“I see Peter geremg back to his detective business,” said
Keith. “He never really got it off the ground. But magickally
speaking, he's a Master of Mind now. I think he's got some new
vesponsibilities — he ought to start teaching, Wayne, you said
Father Shelley had located some Orphans in need of a tutor. [
think that's a good way for Peter to explove his new level of
understanding,”

Pradha had been leafing through her new copy of Were-
wolf: The Apocalypse. "Well, 1 wouldn't mind seeing some
crossover stories. We've gotten hints there are werewolves and
other things in Atlanta. Why not go exploving? Maybe some of
us could play our mages and the rest could play vampires or
faeries or whatever. Or maybe | could run another pame and you
could, gasp, play for a change? Can't you see Father Shelley
going on a vamire hune?”

Chapter One: Anatomy of a Chronicle 33
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Wayne laughed. “Vampire massacre would be more like
it." He twrmed o Stewart. “You've been guiet, Stewart. What
do you think about all this!"

"Actwally, I've got a propasition for you. I'd like to send
Stanley on a spirit quest of sorts. This is something you could run
or blue-book when you have time. Meanwhile, I've got a great
idea for anew character, He's sort of an Ecstatic, an adrenaline
jumkie who likes to climb things, and he's got this turde familiar
who's always making smart-assed remarks. Think we can work
something out?”

“You mean you're gonna quit playing Swanley!™ asked
Deena. "Whe's Clarissa going to turn to with all her problems "

“No, I'll play Stanley again," replied Stewart. “Bue | feel
at this point in his development, he needs to go off on his oun.
Besides, it will give me a chance to explore a new angle and play
a very different character."

“I'll think some move on it, but it sounds fine for now, " said
Wayne. "Well, as usual, you've all given me something to brood
about. Now let’s haul out our calendars and ory to find a time
when we can all play.”

The World Turns

The pesky details of gerting characters together are long
gone; no more crude bar fights for you! Linear plots seem like
child’s play, and you can even mamage a capture-plot
withoue players pelting you with potata chips. Stunning
dialogue comes as narurally as breathing, and the players
freely contribure their ideas and crivicisme. Finally, you're
ready for complications — crossover material from other
Storyreller games, multiple plots and a little karmic
dysentery for the charscrers. Let's go....

Character
Development

Stories and movies are dull as carmeal if the char-
acters never fail; likewise, a chronicle’s pendulum needs
to swing between characrer rriumphs and woes. A game
in which hirtersweer loss shrouds victory is always more
memuorable and inspiring than a dozen easy conguests. By
pitting characters against difficult odds and sitvations
with no obvious way out, Storyellers force players to
think creatively, to realize that no success comes without
a price tag. Mage's complicarions make this relatively easy
o illustrare. The arcof character development insures thar
there's same way out Uf'::w:r',' situation; it's simply your job
tor make sure it's not the easy one.

Making Players Care

What can Storytellers do to make players care abour
whar happens to their characters? There's a definite some-
thing that makes a player say, “I've got to act! | can’t le chis
character die!” rather than, “Oh well, I'll just make up
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another Hermetic Master.” Whose responsibility is it to
make sure players give a damn about their characters?

In one sense, it's yours. If you don't like a character, if she
doesn't inspire you to run games, say so. Mayhe there's nothing
technically wrong with her — she's just boving, Ffthat's so, tell the
player; it's not fair to ignore her just because she has a dull mage.
Encourage her to create a more stimulating alter ego.

On the other hand, the player has a responsibility, too.
She should try to breathe life into the character, to make
her interesting. If you drop a neat plot thread in her lap, she
should respond. Furthermore, the player shouldn’t con-
tinue with a character thar really bores her, roo. How can
she care whether the character lives or dies if she doesn't
even like the persona!

When does “Oh, ir's just a sheer of paper with some
tumbers and words” become “If | can't escape, my Chantry
will fall and that can't happen”? Caring about the mage
involves three things: time, challenge and proven success.
Romances and friendships don't instantly appear; why should
affection for a character be any different? Most players grow
fond of their characters only after a few good adventures —
especially if they're dangerous adventures. Purting a charac-
ter in jeopardy is a sure way to make the player care.
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Finally, good player/character bond usually develops

after some successes, particularly if they've been hard won.
Did the character unexpectedly defeat the rampaging Ma-
rauder? Dhid she talk her way out of a bad lunch date with
Olonga the Whisperer! If the player believes her character
can actually accomplish something, she'll reward you through
better roleplaying.

Awarding and Spending
Experience

Storytellers need to set their own standards for giving
experience; as with most otheraspectsof unning a chronicle,
however, you ought o include the players in the process.
Chapter Mine of the Mage rulebook gives some basic
guidelines for awarding experience points. Expand this list
to suit your specific chronicle.

Awarding experience is a matter of trial and error.
You'll learn quickly that giving one point for the conelu-
ston of a majn_‘rr STOTY arc isn't Lfnl.mgh. On the other hand.
if you have newly Awakened Masters on your hands, things
went wrong in a completely different way. Eeron the side of
caution; it's much easier to run another parne with a chance
for more experience than to take back points you've already
given,

What about players who can't artend every session!
How does awarding experience affect them? One solution
is giving these players experience on a percentage basis, say
one point for every three the players in artendance re-
ceived. You can also offer them other opportunities to make
up the lost experience like solo pames or “homework” (see
sidebar).

What do you do when players start getting too power-
ful? Do you cut back on expetience, or limir how it can be
spent! To avoid this problem, set some useful guidelines in
the early stages of the chronicle and stick by them later.
One to three points is a good per-game total; unusual
heroism should be worth a point or two more, but never give
mare than four points per session.

What about Ahbilities and other Traits? Simple; make
your players justify how their mages learn new things. This
prevents a player from buying Mummy Lore when her
character's never even mel a mummy.

Another option allows you to award specific Traits or
increases instead of experience poines. If Wayne's players
spent an entire gaming session exploring Doisserep, for
example, he might choose to give them a dot or two in Mage
Lore or Chantry Politics rather than the usual two to four
experience points. The same holds true for raising At-
tributes; if a player notes that her character is working out
regularly, it's sensible for her to raise the mage's Strength or
Stamina. This method works best with Backgrounds and
Merirs and Flaws, which often take shape as the chronicle
progresses. Such things are better granted through events
than purchased at the beginning of the pame.

F.H r] ',rn;:an aad E'.]'!TI:'I"I'I H'.'.] Ty r.l'“.'. ]L‘:—Jmi ng CUmeIs .Sharp. -I‘hf'
Mwakened discover the nuances of the world, their own
abilities, enemies and allies. The players will probably focus
more on getting experience at this stage, simply because
there's so much for them o know. Raising characrer Traits
is the sysrem’s way of reflecting this knowledpe. As the
chronicle progresses, players will probably care more about
“Whar happens nexc? than “Whar can [ do next™

Magickal educarion is a whole different marter, one in
which experience points should marter far less than
roleplaying or character enlightenment. Seekings (see
Chapter Two of this book), instructions, remptarions and
other obstacles provide a boot camp for your players' hardy
characters. The road of True Magick never did run smooth!
(Mage, pages 226-2312, offers extensive puidelines for char-
acter progress. )

Magickal Styles and Foci

Foci and magickal styles should reflect a character’s
culture, knowledge and magickal belief. The Mage rulebook
(pages 181-184) offers plenty of ideas and rules for foci in
the game, but how can you, the Storyteller, convince the
Son of Ether thar dancing naked in a pit of deer blood may
not be the best focus for building an Umbral barometer?

Start ]'.I'!,I |:1r.:]p1'ng the IJl:-l‘r'i.‘:]' examine his charcter's
magickal paradigm and style. What's his Tradition's phi-
."Ib-(_,'lph? :I D{It‘.!ﬁ. I'“." 'Fl: fll |.I: W ruh.'.!& 0r iﬁ h.{‘: F: | fthtl (,le hlﬂ[tﬁr %Ht
magickal style does the player feel is appropriate? Do the foci
make sense for the characrer? And is the combination of
both fun o play?

ln WH',IFLI:':‘ S;.-nn::, ITNCST l:lE. t]"lt' L'I'IHrﬂCTfT.‘i C}!('I!‘l' ﬁ:ll.._'l
typical for their Traditions: Darrell had ether goggles for
Broti, Stanley had a cast-iron pot. Pradha wanted to be
different. Gwen's an Orphan, though the Cule of Ecstasy
influenced her early development. She believes that sensa-
tions stimulate her magick, and uses self-inflicted pain todo
so. The other characters shudder as Gwen cuts deep scratches
into her arms every time she uses Life magick. Suill, the
prucsome procedure fits her concept of magick as an Art
purchased with personal sacrifice and pain.

MNext, create some enjoyable scenarios by letting char-
acrers create or discover unigue foci. Imagine the Celestial
Chorister searching for a priceless piece of sheet music that
he believes will puide him o a new Sphere. Marurally the
sheet music itself isn't magickal, but it may be essential o
the mage's self-conflidence. A similar sort of adventure
could revolve around a Virtual Adept’s unigque virus pro-
gram. Adventures like this can lead w journeys around the
world...or into the Otherworlds.

Don't ignore the role of foci or magickal styles in your
game. While the tools of the Art may seem inconvenient
(see the FA.Q in the next chapter), the flavor they add 1o
a chronicle is worth the “effort.”
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Crossover Games
There's a big, hairy, Hish problem over there. ...

— Wayne Peacock

Crossover games bring other denizens of the Waorld of
Darkness into the characters' lives. Imagine the look on a
player's face when you tell him his mage's girlfriend just
turned into a hulking, clawed monstrosity. Vampires,
werewolves, wraiths and changelings mean trouble for the
Awakened. Vampire: The Masquerade, Vampire: The
Dark Ages, Werewolf: The Apocalypse, Wraith: The
Oblivion and Changeling: The Dreaming offer reams of
source material for the enterprising Storyteller. Pull a few of
these supernatural creatures into your chronicle and warch
your players eye the shadows,

Crossover pames also provide an element of discovery
thar may be lacking in more advanced chronicles. After a
certain point, the mages probably aren't going to be too
surprised by Technocracy, Nephandi or Marauder tricks.
Bur consider the local Kindred coteries or Garou septs:
What happens when the interests of the dead conflict with
those of the living? Whar if the mages blunder into a clash
between noble and commoner fae? Suddenly the characrers
have entirely new societies and creatures o discover, And
what fun for you if the players have never been involved
with other Storyeeller games. They'll be just as clueless as
their mages!

If the players and Storyteller are familiar with other
World of Darkness games, they may enjoy playing wraiths,
changelings, vampires or werewolves alongside the cabal
{with a semiplausible rationale, of course), Quite often,
mages and other beings share goals that call for temporary
alliances; this also gives players a chance to experiment
with something new.

Twa problems plague crossover games. First of all,
while you don't have to learn an entirely new rule system,
you do need a new perspective on the world, Other
supernaturals have unfamiliar powers and different culures
to consider. This takes a lot of time to do well! A Wendigo
will not understand what *Paradox” is, and a Son of Ether
won't talk about the Wyrm. Asa Storyeeller, you might find
it easier to learn by playing in another Storyteller game,
perhaps as a puest character. This will give you familiarity
with the powersthar other creatures have as well asa feel for
the different games.

The second problem is the “buddy factor.” Some play-
ers assume that everyone will do anything for an ally. This
it far from true; each species — hell, each tribe, clan,
Tradition, whatever — has prejudices and preconceptions,
most of which are rooted inexperience. A werewolf will not
let a mage draw “just a little Tass" from his Sacred Grounds,
and no vampire will risk offering a bit of blood to the mad
sorcerer who calls it “Quintessence”! Likewise, characters
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do not prowl the world with copies of each rulebook under
their arms. Unless a mage (or Garou, or whatever) has
purchased the appropriate Lore Knowledge, he will nat
understand the ins and ours of other supermatural societies.
This point, though it's stated outright in many books, needs
consmant reinforcement in crossover games. Remind your
players that they're plaving mysterious supernarural beings,
nor “character classes” in an artificial world.

Other creatures make fun favorings, but keep the
myzticks at center stage. [f you want to run a mixed Mage
and Changeling chronicle, in which willworkers and faeries
are egual in the grand scheme, go for ic. On the other hand,
if what you want is a Mage game with other beings as
supporting characters, don't lose sight of the fact that the
main protagonists are mages. [t's terribly easy to let the
hizarre new antagonists hog the limelight. Keep the distine-
tion between a central character and a supporting one, and
chances are you'll have a keen new element for your
chronicle. {See the next chaprer's F.A Q). for other cross-
over issues, |

Resonance, Hubris and Karma

I think my Avatar's erving to kill me!

— Keith Marrin

Whar are Resonance, hubris and karma, anyway! A
quick answer is: three sticky terms central o nearly any
Mage chronicle, particularly as it progresses from basic dice
rolling to a complex, cooperative story. Let's ralk abour
each of them in the plainest of terms,

Resonance is simply a boomerang effect; when a mystick
affects the world through willworking, it somehow "bounces
back” to touch her in turn. Imagine Resonance to be a fine
perfume; after it's stroked on skin, the perfume takes on a
slightly new aspect. It's still recognizable, but it changes,
too. The scent lingers after the wearer has left, and no two
people with the same perfume will smell the same. Magickal
Resonance works like that.

Paradox is, in its way, a form of Resonance, bur don't
picture Resonance as a backlash of reality; visualize it
instead as a presence, as the aura of magick. The more
mystickal an action or location, the stronger its Resonance
is, and the easier it is to feel.

Huibris is probably a more familiar concept; if you've
read Julius Cagsar or MacBeth, chances are you've heard of
it. Hubris iz excessive pride, often pride before a fall. And
ifyou think about it, what hard-working mage wouldn't suffer
from a bit of hubris? After all, they literally change the
world. They have the power to tum wrongs into rights ar
their very fingertips! With just a thought, they can alter the
very fabric of reality! BZZZT! Wrong, game over. Thinking
like that leads to hubris, overconfidence, fear of failure and
ultimarely, self-destruction. In Mage, might doesn't make

right. As a Storyreller, keep all this in mind, especially as
the charmacters grow more and more powerful.

Finally, there's karma. The term comes from Buddhist
and Hindu religious beliefs. Put pl;ai.nljr, it means that what
goes around comes around. In other words, if yvou do a good
deed, you'll be rewarded; if you do harm, you'll be punished.
The rewards and punishments may nor come within your
liferime, bur evenrually, they will come.

50 how can you use this in a game? For starters, keep a
tally of the characters’ “good” and “bad” karma. Did they
help our some clueless kids ordid they ignore a plea for help!?
Past lives count, too; a mage who commirtted some atrocity
in a previous life might reap bad karma in this one. Many
Flaw Traits are great for this; imagine the look onachamcrer's
face when a powerful witch (a five-point Enemy) chal-
lenges him to certdmen, and he has no clue that in a past life
he left her pregnant and penniless....

Remember, grasshopper: Resonance, hubris and karma
are unique seasonings and textures thar set Mage apart from
any other game. Use them, and the Storyteller god in the
sky will rain blessings down on you and your chronicle. (See
the next chapter for some practical advice from Mage's
developer.)

Ascension
He's as slippery as a greased priest!
— Wayne Peacock

What the heck is Ascension anyway? You'll hear this
question from both players and characters, and chances are
no one in the chronicle will agree. Thus, you have perfect
fodder for character development.

Ascension is, athearr, a personal process and a personal
goal. Each mage approaches it differently. To bring thar
point home, let your players write essays or lead discussions
in character, Some questions to get the discussion rolling
might include: Is Ascension personal or universal, internal
or external? What's the Avarar’s role in Ascension! Dioes
Ascension take on a different role according to your Tradi-
tion, Convention or faction! How does Ascension affect
Sleepers!

Eventually you'll also have to ask yourself, "Should [ lex
the characters Ascend™ And the answer is: that depends.
What reasons do you have! Are you closing the chronicle?
If not, do you realize you'll be setting a precedent? Are you
prepared to explain to the Ascending characters how As-
cension manifests for them? How will your decisions impact
future chronicles, and affect your setting in general! Be
prepared to answer these and many other questions. Think
your decision over thoroughly, then proceed with what you
think best; it is, afrer all, your chronicle, Just remember that
once you've made the bed, you and your troupe will have wo
sleep in it.

Chapter One: Anatomy of a Chronicle
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Death and the Mage

Wayne closed the front door softly. It had been a lomg, sad
but exhilarating night. The death and demnation of Clarissa's
lower Mao had presented one of the most difficilt — and yet one
of the best — episodes of the chronicle. He half-expected an e-
matl from Deena and awasn't disappoinzed when he saw a lareer
from her character, Clarissa.

It was a sad message, a heartfelt farewell to Mao, 1o the
group and o the carefree spirit that had epitomized the wild
Culrist. Although Clarissa swove she'd soon remen, it was
obvigus that some vital thing had changed. Deena really got
into characrer with this one, Wayne thowghr as he scanned the
page. The itching ar the comers of his eves suggested more than
just farigue. As he printed a hard copy, Wayne pondered the
night's events. By running this adventure for Deena, he'd
pushed the chronicle to new levels. He'd almost killed off one of
the founding characters and had dealt o blow far worse than death
to animportant Storyeeller character, Yet, the whole experience
lefr him elated. The element of chance had entwined perfectly
awith his creativity, and with Deena's. Together, they'd written
a f{]j}’ﬂ&'nf rf.!TlLE I'ilf- Lﬂ!i".

All reality-bending aside, Mage can be a deadly game.
Mysticks are mortals; unlike werewolves or vampires, they
can't shrug off bullets or shrapnel. Unless you set a decid-
edly nonlethal wone for vour game, some characrers will
either die or come perilously close 1o it. As a Storyteller, it's
worth thinking about character death and its impact on
your game,

First, think about how you interpret dice rolls. Do you
always go with what the dice say? Or are you willing to
“fudge” occasionally if it suits the story? For example, vou
may have designed a briefencounter in which it's important
to the story that the characrers win. Are you willing ro
change the results if the dice say they lose!

You also may want to consider whether you prefer
“open” or “hidden” dice rolls. Open dice rolls occur on the
table, in plain view of everyone. Fudging is hard since
everyone can see what you rolled. Hidden dice rolls take
place behind a screen or your hand. You can take the rolls
as they are or choose to ignote them; the latter option is
probably a must for nonlethal games.

A mixrure of the two is usually best. As always, don't
forget to ask your players what they'd prefer. Mose players,
especially those who care abour their characters, will want
open rolls. Why! By this point in the chronicle the charac-
ters have probably raken on lives of their own, with complex
personalities, emotions and drives. To possess life is to face
death every day. Knowing there's a chance they won't make
it our of the next scenario alive reinforces the bond berween
player and character. In the above scenario, for example,
Wayne and Deena agreed that they wanted open rolls.
Whatever fate had in store for Clarissa, Deena would
accept. This made the game much more intense.
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Nobody knows what lies beyond death, not even mages
(though Euthanatos have some idea...). The death of a
player's character (or even a long-standing Storyteller
character) should be a momentous point in the chronicle.
How will the other characters react! Are there any real-
world issues you need ro deal with, such as helping the
player come up with a different character? And how are the
other players accepting this new development!?

Finally, don’tforget that some characters would rather
accept any fate but death. Wayne's Storyteller character
made a choice to join the Nephandi rather than allow
Clarissa to die, whereas Clarissa would rather have died
than see anyone suffer such a fare. Fear of death isa powerful
mativation; use it as the basis for scenarios, the drive for a
single character or for the epic theme of an entire chronicle.

Breaking Opls Hard to Do:
The Long Haul
and Calling It Quits

Clops
— The Staryteller {Wayne Peacock)

No one bats 1.000. No one n]wayn rurs a perfect Farme.
How do you manage damage control when you really screw
up! How do you keep things moving along as a chronicle
ages! How do you end a chronicle that’s womn out or no
longer interesting! The following suggestions can help
revitalize a stale chronicle — and may help end it when its
time has come.

Keeping It Fresh
What do you do when your creative juices run dry? Is
there life at the end of a long-running plot! How do you get
motivated at the end of a successful story are! If you've
plumbed every character for ideas and new territories ro
explore and still come up empty-handed, what do you do?
First of all, look at your inspiration. What revitalizes
you! Do you like tospend time alone plotting, or do you get
your best notions from the players? Take some time out and
indulge in whatever inspires you. This may be reading a
trashy novel, watching a movie or taking a hike in the
woads. If that fails, try something you haven't done before.
Be prepared to admit to your mistakes. If you've run a
bad game because you're tired or disinterested, take time to
explain this to your players. Chances are, they may have
some solutions. Maybe one of the players would like to try
herhand at Storytelling, either with Mage oranother game.
This takes some pressure off your crearivity and gives you a
chance to view the world from a player's perspective.
Finally, there's nothing wrong with raking a break. You
may want to just put the chronicle on temporary hiarus for
a few months, or to leave the restart date open. In the




meantime, put Mage on the back burner for a while. I[f you
want to stay in the Storyteller’s seat, consider another
World of Darkness game. Or try something completely
different, such as Champi(ms or Castle Falkenstein. Sooner or
later, -I.-nu'll remember why you enjoyed the Mage chronicle
so much, and you'll want to get back o it

Subplots

Linear storylines that plod from event to event get
boring. Just to recap, Storyrellers need to weave smaller and
less significant plots into the overall story to keep the
chronicle interesting. If you don't have enough ongoing
complications, you'll have nowhere to turn when players
resolve the big plots,

Look back at Wayne's chronicle: He began with two
major plotlines. The first concerned the growing Techno-
cratic influence in Atlanta. The second involved the Jade
Demon. The Technocracy plot led o meetings with the
Garou in the Umbra which connected o events in The
Chaos Factor sourcebook. Suddenly the characters had
new enemies and allies, and Stanley was inspired to po on
a personal spirit quest. The Union's overarching goa
remained the same, but the Technocrats suddenly became
much more I:,'1'I'|Ti]_"|t:x i':l.['l.l.-.l Jﬂl’E!‘E."\[Ing.

5

The same thing cccurred with the |ade Demon. Clarissa
gained a love interest and suffered rerrible losses while
learning more about herelf. Peter challenged his former
merntor Hl‘ld Eal:ﬁelj t':l1lighlt:]'|r'l1'l:n|! r-rl.HT'l .I'H_lt}'l. .I-l].\,'\ Lan'mHII
and external battles. Wayne's other subplots related to the
1.'}1HTH|.'t|:'|.'51 F:T‘.‘H.'H'l'dl. hl""l'i.t‘h'l ﬁlll'_'h a% Gwr‘n‘s Sﬂ‘ﬂrl:h 'FI_}I_'
Bethany, Broti's weird science and Father Shelley's orphan-
age. Even when the Jade Demon plot was resolved, the
characters still had plenty of interests to pursue, thanks o
the abundance of subplots.

* Evolving Storylines and Resolutions

Ascharacter interests change and evolve, so too should
the chronicle. Storylines that drag out forever are as dull as
linear ]':-];‘11.'2. Before stories n.:{u;h I:|1|5 p;_:qnt, n'a]lve t]':e:m.
Look to the characters’ backgrounds and Flaws for unfin-
ished business or lingering problems. By the time Wawne's
chronicle had entered its second year, for example, he
wanted 1o resolve Gwen's quest for her mentor. Wayne
planned ascenario in which Gwen discovered that Bethany
was indeed dead and went our to bring the murderer down
The same point applied at the end of the Jade Demon
storyline; Clarissa had never been able to comprehend the
Sphere of Entropy before (thanks o the Sphere Inept
Flaw). After seeing random fate play such an enormous role
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in her life, she gained new insights and Deena spent some
points o remove the Flaw.

You can be a little cruel to the players by resurrecting
a story they've all forgorten. Imagine the looks on their
faces when you remind them of the Marauder child's sworn
vengeance after they "borrowed” her magickal roy and
never returned it! No one will realize why they've suddenly
turned into animated stuffed animals — ar least, not at
first.. ..

Endings

"Well,” said Wayne, “I've pot some good news and some
bad news. The goodnews is that 1 fust found out the technological
studies grant I applied for was accepted. The bad news_._ "

“Is that you're going to haggis country,” replied Keith.
“Hey, I think that's great!” Everybody echoed his congraula-
tions. Then their gazes fell on the collection of worn prple boaks
scatzered around the living room, Wayne cleared his throar.

“Without a doubt,” he began, “Mage has been the best
game ['ve ever run. Now, we have a dilemma. It's going to be
a litele havd for me to run a monthly game from Scotand. What
ofrticms do you all want w0 discuss?"

“Will you have e-mail?” asked Deena. Wayne nodded.
“Maybe we could sall do some solo sugff via the Intemer.”

“Well, I don’thave e-mail," said Darvell, "and I really have
abetter time sitting down and gaming than doing it over the phone
or whatever.”

Pradha toved with her dice. "Actually, though I've had a
terrific time, I've let some other things slide that I'd like to rem
back to now. [ need to finish my dissertation, and I want o get
some of my fiction published. To tell you the truth, this isn't
coming at sich a bad tme for me.”

“I for one wodd still like to play, " Stewart said. “My time's
a little more flexible now, so how would you feel abour me
continuing the game in your stead?”

“That's a good aption,” Wayne vesponded. “Though [
admit I've taken the chronicle about as far as I can see it go.
Maybe you'd want to use the same basic setting but with some
different chavaceers?”

"Or even run a full-fledged crossover game " satd Deena.
“I'd really love to play a werewolf or a changeling.”

“In any case, we dom't have to decide anything definite
tomight. I've sull got some stuff planned for you all to do before
I leave in a couple of months, including some particularly
interesting character development for this very evening....'

It had been a long and glorious epic. Bur nothing lases
forever,

All good games eventually come toan end. Somerimes,
aswith Wayne, real life steps in and vakes over. Cither times,
you and the plavers just ger burned out and need to move on
to something different. You'll probably know when the

time comes; suddenly, nobody seems motivated anymore. .



.

It's time to call it quits, and as the Sworyreller, this respon-
sibiliry falls to you.

As always, talk to the players. Maybe they're not as
apathetic as you first thought. Perhaps you all need a change
of pace or an extended break. Maybe someone else wants to
take the Staryteller reins for a while, bringing in a whale
niew set of ideas, But if you all agree thar the time has come
to shelve the chronicle, give in gracefully. Talk about how
you'd like to end the story. Maybe they've never had the
chance to engage in a “do-it or-die” showdown with the
chronicle's big enemy. This gives you the chance to end the
game with a bang. Or perhaps they'd like to leave things the
way they are, in case a reunion or sequel game (see helow)
is possible.

Probably the two worst things you can do are to simply
stop running the chronicle with no explanation, or to force
it along when it's clear everyone wants to stop. No matter
what your reasons for ending the game, be conscientious of
the players’ feelings. They've invested as much time and
energy as you have, so cutting them off without an explana-
tion is rude at best. Likewise, respect their time and sanity,
If it's painfully obvious that no one wants to continue
playing, don’t keep the story going! You run the risk of
having them quit one by one, leaving an otherwise brilliant
chronicle to end on a sour note.

# Sequels, Epilogues and Reunions

Rather than revive a retired game, Storytellers can
often invent exciring new scenarios from the embers of old
ones. Stewart, for example, offered 1o run a new chronicle

with new characters. The old mages still exist, but they're
out of the loop. Perhaps the other pame tumns out 1o be a
Werewolf or Wraith chronicle, with occasional guest ap-
pearances from the mystick characters. Anything is possible.

An epilogue to the chronicle might involve a handful
of characters. If something didn't get resolved to the play-
ers’ satisfaction, rake this as an opportunity o leave the
chronicle on a “settled” note. Epilogues can take place any
time after the original chronicle closes, giving you a chance
to catch your breath. They're also good opportunities for
solo or pair-games.

You may also choose to run “reunion” stories for old
characters; these are ideal if you and the players move apart
but come back together for visits. Perhaps some vears have
passed, and the characters have also gone their separate
ways. Maybe an old menace from the past returns and
begins hunting down the mages one by one; the cabal needs
to reunite in order ro save themselves.

Whatever you choose, leave the original chronicle on
good terms with both players and characters. Tie up any
loose ends: Who was the Lone Mole, and how did she ger
those boxer shorts from Porthos? Give everyone achance to
accomplish any last minute objectives. If acharacter always
wanted to meet the vampire prince of Chicago, why not let
him? What have you got to lose! End your Mage chronicle
on a positive note. Satisfy your players' desires. They'll
remember you fondly and ask you o play when they run
their own games. And more than likely, they'll beg you to
weave a tale anew...,
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Chapter Two:

The Storyleller's
corner

Lise a new Reality with each and every sex act.
Read instructions carefully before wsing Reality.
The bookler explains how to use Realicy.

Dian’t tear Reality.

Realiry only works when you use it

Make sure Reality is not swisted after insertion.

Reality should not be noisy during sex
Realiey may shift duving sex.
Keep Reality out of the reach of children.
— Instructions for Reality™ brand female condoms

ym “This isn"t smart,” Deathlace u-hl'spercd.
iRl “Get over it,” Klenton replied. “A Node is
/}'f B a Node, and we need some juice.™

i i “It'snot oter turf,” the Hollow One insisted .
O] “An' [ doubtat’s free territory.”

“Like you never snagged someone else’s
@ stash.” Klenton's voice was soft but mocking.

"Shie)" Deathlace hissed and gripped her locket. As maech
touched cigarerte, flames framed a face; strong, rugged, with an
impassive expression and warrior's eves. Caught! The Duintes-

sence botled right below her, so thick she could raste it. Deathlace
reached out to the Primal flow as Klenton drew his gun.

“Put it away, [ittle boy " the smoker commumded. “No one
sheds blood here but us."

& shadow — massive, shagey, reeking like a sheep dog after
adouwnpour —reared up behind Klenton. A gigantic paw swiped
his gun to the ground, breaking three fingers and nipping the
Onphan's hand crimson. The boy opened his mowth., bt Deathlace
stifled his scream. “We're sorry," she said, "we're poing now,
we didn't mean o trespass. We're pone—"

“Litele sister," said the werewolf with the cigarerte, "you
have no idea how right you are.”
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The Man Behind the Desk

Wow. Mage. Cool. Wild. Epic, even. A huge, cross-
dimensional tapestry of conflicting realities and the wizards
who make them. Faseinating. Stimulating. All kinds of fun.

MNow how in the hell do | play it?

Good question. There are plenty of answers. Mage isso
open-ended that every Storyteller runs a different pame. |
couldn't tell you how ta run them all even if | wanted to, so
for now we'll dispense with the omniscient “the Storyteller
must do this” stuff and talk openly and candidly in across-
the-table tones.

Hi, I'm the developer. I've been running games in
varioussystems since 1978, and have been wedded 1o Mage:
The Ascension since its first supplement in 1993, Lots of
people look to me when they have questions; I'm not that

Mage

comfortable about speaking from on high, but | can offer a
few answers, if only from experience. My answers are
opinions, net rules, and they may not jibe with vyour
concept of the game. The Golden Rule applies; rake this
chapter as you will.

The Storyteller's Comer covers a variety of design
questions in a deliberately informal manner. Please don't
take the snide remarks in the wrong way. They're more fun
to read (and write) than droning instruction is. The fre-
quently asked questions presented here cover some of the
tricky aspects of Mage: The Ascension, and address many
of its most puzzling elements. Most of the examples come
from my own games. If this seems self-indulgent, remember
that Storytelling is a personal experience. There aren't
many “yes/no” answers, and the end result comes only
through doing.

F.A.Q.

I know thae it won't be long before the
hunger sets in
And I must feed, my friend, feed on your

— Order of the Dying Knights, “Shape of
Faich"

Lots of people have lots of questions
abour Mage. Many of these questions have no firm answers;
this is a game about dueling realities. Even so, some issues
come up across the board — and on the internet and in my
mailbox. It's time | tried to give some straight answers,

The following inguiries come from friends, fans and
puzzled plavers. For the sake of sanity and simplicicy, I'm not
going to go over first-edition questions that were answered
in second edition. Many of the old issues are resolved in the
rulebook's Chaprers Two, Eight and Nine, and all of the
references | make come from the current rules, not the
nriginal OTIES.

Maturally, | can't — and won't — answer every con-
ceivable question; Mage is a game of mystery and enigmas.
Shining a light into every comer would be an impossible
task, and would rake a lot of fun out of the game. Even so,
this F.A Q). should help ease those around-the-table de-
bates. If your pet question isn't answered here, chances are
it"s something you can answer for yourself. Or maybe
something you should answer for vourself. ...

Design Questions

* Mage is a big game. Where does a new Storyeeller
begin?

With people. That's where good stories always begin.
Find an idea that excites you, one that suits your players and
your style. Each game is a mirror of the people who play i.
Decide on the elements that appeal to you and work from
there.

The main rulebook has everything you need to run a
basic game. The supplements offer additional options and
in-depth lore that the rulebook can’t contain, Core supple-
ments (those with near, important swff) include Hidden
Lore, The Book of Shadows, The Book of Madness, The
Book of Mirrors and Beyond the Barriers: The Book of
Worlds. The Tradition and Technocracy books cover their
respective groups in depth.

* What advice can you offer a Mage Storyteller,
especially one who's never run an RPG before?

First of all, don't panic. Mage offers lots of possibilities,
but thar doesn’t mean you have to use them all. Build the
story around something you can sink your teeth into. Set
some guidelines for your players and their characrer types-
no Virtual Adepts, all characters come from the same
neighborhood, that sore of thing — and stick to your vision.
Familiarize yourself with the magick systems in the main
rulebook; if things seem too complicated, avoid the “Per-
mutations” section and wse only the hasics. Set a single
focus for the chronicle — say a nightclub where everybody
goes on Fridays — and expand when you feel comfortable
doing sa.
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Personally, 1 recommend starting out with players'
characters before their Awakenings or just afterward, and
setting an upper limit of 2 or 3 on Arete and Spheres. That
gives you room to move — the characters can't do anything
too heinous yet — and it reinforces the idea thar Mage is
about growth, not raw power,

Maost importantly, have fun. Get into the atmosphere
of mystery. Improvise. Describe. Set your tale in motion
with a simple story and let the players move it. Trying to
force aMage game in a predetermined direction isasking for
trouble, but you can still keep things within certain bounds
by limiting the power level and leaving some of the more
outrageous elements [ Quiet, Realms, the Umbra) out until
you're ready for them. Keep the world mysterious — wizards
don't hang out on every corner. Few people even believe
magick exists, and even fewer know anything abour it
When magick appears, describe how it feels. Ask your
players what they do to use their Arts — not just the game
mechanics, but the actions their characrers take. Encour-
age your troupe to be imaginative. A cool story is better
than a pile of corpses...or an endless argument.

* Why do so many Mage books contradict each
other?

With afew exceptions (like rules changes berween first
and second editions), they don't. They just seem to contra-
dict each other because they're often told from subjective
viewpoints rather than objective ones. If you're used to an
objective view — “This is, period” — the difference can be
confusing. The subjective viewpoint — “This is so0 because
| see it thar way" — offers one part of the story. As we all
know, though, all stories have different perspectives.

IRNNZ2N

Take history, for example. Read an account of the
American Revolution in a United States textbook. Mow
imagine it from a British perspective — a bunch of spoiled
colonists rejecting fair rule by their sovereign stare. We can
safely assume that their textbooks tell a different story.
Take an American war movie like The Longest Day and
contrast it with a German one like Dias Boor. Whe are you
rooting for now!

et the picture! Reality is never as cut and dried as we
would like it to be. And thar's one of the main ideas of
Mage. Reality is flexible, and evervone has their version.

One of my all-time favorite movies, Akira Kurosawa's
Rashamen, tells the story of the same crime from four
different perspectives. Each person has a different version
of the events. A tribunal trving to get to the bottom of the
case is baffled, and the men discussing it outside the court
are even more confused. “Who knows what truth 157 one
man finally says, and that's what I'm getting at in Mage. The
absolure truth is that there i5s no ahsolute truth. The supple-
ments are desipned accordingly.

The only things to take for granted in a Mage book are
presented in game text, wsually with the words "In game
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verms, this means....” Everything else is up for grabs. 1 do
this for two reasons: One, | ke a subjective world. It's more
intriguing and mysterious, and reflects the themes of the
game better than a world ser in stone does. Two, it leaves
writers and Storytellers room to move, | hate it when a
player says "But it says on page 32 thar all Technocrats live
in Paris,” while I'm running a tale set in London. Mage is
more flexible when the doors of possibility are left open.
Everyone has a story, and those stories are richer for their
apparent contradictions,

* Why doesn't Mage go into more details of real-
world magical practices?

Three reasons: First, the details of “real magic” are
pretty arcane (not to mention dull), Most people don't
want to read a grimoire, they want ro creare a story, and few
folks would have the patience to wade through esoterica to
play a game. On top of that, many real practitioners ger
{understandably) touchy when their beliefs appear in fic-
tion. Most consider it slanderous, inaccurate or both. \x-"h-l.-
offend folks unless you want to?

Second, the whole idea of Mage is that magick is
universal. Reality is in the eye of the beholder. Any type of
magick, from Christian miracles 1o Chaos Theory w
Candomble, works so long as the mage understands reality
enough rouse it. Real-world magic, like religion, rends to be
pretry dogmatic — “This is the right way; all others are
wrong." Many of rhe practitioners in my acquainrance
remain closed to the possibility thar anyching else mighe be
as valid as the disciplines they prefer, and they argue
passionately thatonly they know “the real secrers.” | say, tell
a Catholic priest, a Wiccan priestess, a mambo and a
physicist that what they do isn't “real” because it isn't the
practice you follow. After you pick yourself off the floor, you
might realize that each of those folks has a valid perspective
on the truth.

Third and most important, 1 do, toa degree, believe in
magic, | can't say for certain what it is, and | certainly don't
expect to be levitating cars anytime soon. However, it's a
praven fact that the laws of our so-called reality are not
nearly as solid as we might like to believe. People all over
the world practice magic in a thousand different forms, and
sometimes they make things happen. Whether the forces
they set in motion come from some outside source or from
undiscovered scientific principles, the forces exist. | also
know enough abour magic to know thar ir shouldn’t be
screwed with. The Law of Return — the concept that the
things you do return to you in ways you can't control — is
truth in advertising. Plenty of people have wrecked their
lives {and orhers") rrying ro find out if magic works.

The pillars of magickal philosophy — thar reality can
be chaped by will and understanding, that expanded aware-
ness leads to transcendence, that magick changes the mage
even as he changes the world, and that nothing oceurs
without work, sacrifice and peril — lie at the heart of Mage:
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The Ascension. Many of the magickal societies in the
World of Darkness are also based on real-world practices
{although the societies themselves are fictional ). Still, the
line berween the game world and the real world is drawn
pretty firmly. Personally, | wouldn't even consider turning
a game about the quest for perfection into occult propa-
ganda. There are encugh screwed up people our there
already. So Mage is a fantasy pame. Period.

* Who created Mage?

The initial idea for the game came from Stewarr Wieck,
who set the wizards aside for himself when the groundwork
was laid for the World of Darkness series, A fan of Robert
Pirsig, Stewart modeled Mage's concepts after Pirsig's idea
that creation is ever-changing, propelled by a dynamic
momentum. To fuel progress, certain individuals had tw
step away from the norm, advance controversial ideals and
force the world kicking and screaming invo the future. Thar
sounded like magick to Stewart, and he set abour bringing
his own ideals into being,

Stewart, his brother Steve, and the Chrises Hind and
Early brainstormed for the better part of a year, creating the
skeleton of the pame. The first draft was, shall we say,
radical — roo radical for most people to accept. An in-
house rewriting session retoaled Mage from the ground up,
shifting the metaphysical original into a more streamlined,
accessible format, Many of White Wolf's best minds —
including Bill Bridges, Brian Campbell, Sam Chupp, Ken
Cliffe, Andrew Greenberg, Mark Rein®*Hagen, Rob Hatch,
Kathy Ryan and Travis Williams — creared the Marauders,
the Umbral Realms and ties to other WoD games. The final
result was revolutionary enough to attract a cult following,
and confusing enough to elude a larger audience.

Enter the developer. A Werewolf freelancer at the
time, | applied for the job after being tapped to write the
original Technocracy sourcebook (later changed to five
smaller works). Following a hasty read-through of the
pame’s editing draft, and the design of a 16-page outline of
my plans for the line, | was hired — three days before the
pame's release at GenCon *93. After scrapping the original
Mage supplement schedule and searting fresh, | co-wrote
the first expansion book, The Book of Chantries, with
Steve “Sabbar™ Brown. That work put many of the line's
most powerful concepts into motion.

A number of influential writers guided Mage's baby
steps: Chris Hind, Brian Campbell and genericist Judy
MeLaughlin helped transform the Technocracy from soul-
less wvillains to misguided (though no less dangerous)
crusaders. Kathy Byan took the Marauders as her own. Sam
Chupp, Nicky Rea and Kevin Andrew Murphy helped blur
the lines berween metaphysics and mystery, and the uneasy
teamwork of Dan Greenberg, Darren McKeeman, Harry
Heckel and myself birthed the wild Digital Wehb. A collaba-
rative interplay between Werewolf boss Bill Bridges and |
bound our games together, and a host of authors from Beth

"Order of Hermes™ Fischi to Jim “Samuel Haight" Moore
helped shape the Mage cosmos. My personal beliefs in
mysticism, rransformation and responsibility melded well
with Stewart's concept of magick as a metaphysical force of
change. The resulting world combined the best {and most
puzzling) dreams of both creators. Mage's gestation may
have been rough, but it was never boring,

It was another two vears hefore the release of the
second edition solidified the original's premise into a viable
game, with all themes intact. Until then, however, a steady
stream of supplements like The Book of Shadows, The
Book of Madness and the pseudo-historical Fragile Path
expanded Mage's audience from a cule to a movement, As
of 1997, Mage ranks second only to Vampire: The Mas-
querade among the Storyteller games in terms of sales and
acclaim.

Rough start. Grear present. Lotz of hope for the future.

System Queries

* Can a vampire/ werecreature/ changeling/ wraith
become a mage, or vice versa! How abour ghouls or
Kinfolk? Why don't these creatures suffer Paradox when
what they do clearly violates “reality™?

Mo, no, no, no and no. Mages can be ghouls (or vice
versa), but drinking Kindred blood stimulates a raste for
more of the same, That's a dangerous habit, even fora mage,
and may well lead to a Blood Bond — or a Blood Hunt. As
for shapeshifter kin, there’s no reason why one couldn't
Awaken, but there's no real "system” benefit for doing so.
Mage-ghoul and mage-Kinfolk combinations are immune
to the Delirium (sece below) and either could be a friend,
enemy or both to the Changing Breeds.

The theores about Paradox and other supernatural
creatures are many and varied. No, they don't suffer Para-
dox as a rule. Why not! For simplicity's sake, let's just say
that what they do conforms to “static” boundaries. Their
powers work the same way with the same limirarions each
time. A Curse of Aeclus Gift creates a creepy wall of fog.
That's it. Nothing else. A mape can do the same thing with
Matrer and Mind magick, but she can do a great deal more,
as well, The werewolf is limired ro the powers thar Gaia
gave him, while the mage is limited only by her understand-
ing and skill. The price for that potential is Paradox, the
force thar kicks in when you push reality too far, oo
quickly. Mages do that. The others don't.

(See "The Hidden World" in Mage, Chaprer Mine, for
more derailed crossover stuff.)

* Can a mage regencrate damage! Can she soak
aggravated wounds? 1s healing injuries vulgar or coinci-
dental magick?

Moand no. Some house rules might allow a mage a soak
roll against vampire or Garou claws or teeth, if only for
survival. Strictly speaking, though, a mystick needs Life 3
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magick to soak or heal apgravated damage. Mages are
mortal, and moreals bleed. A lot,

The third answer depends on the injury; healing a
broken arm could be coincidental ("It's just sprained”), so
long as the hone isn’t sticking out of the skin. Healing a
severe burmn would be vulgar, bur healing internal injuries
wouldn't be. In general, assume thar if a person watching
the operation would say “Thar can't be,” the healing is
vulgar.

O, yeah; healing aggravated wounds is always vulgar,
Sorry.

* Are mages immune to the Delirium that most
shapeshifters invoke?

Yes. This doesn't mean that a 10-foot-tall werewolf
doesn’t scare amage (1t'd scare the hell out of me!), just thar
he won't go running off in blind panic.

* Why aren't the Chantry, Familiar, Resources or
Sanctum Backgrounds given in the main rulebook!?

Long story. They're available in The Book of Shad-
ows, the Mage Players Guide, and were |'|r|gi|:m][1_,- included
i['l. ||:'|.|: :it'.n’.'nrh'.l-i.‘d!tu_‘un [[llE’I"':lL}L. —.l_I:I.E ﬁ.ﬁ! YErsIOn ':_"f th_ﬂ
book ran far too long to be printed, however, and many
things had to go. Since the Backgrounds existed elsewhere,
they were cut (the other material went into Hidden Lore).
Since the cuts were made while the book was in the layout
stage, we missed the reference to them on the “Characeer
Crearion Process” chart. Even then, the reference is only
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half a mistake; the Backgrounds are still available, just not
in the main rulebook.

* When are you coming out with “The Nephandi
Players Guide™?

I'm not. Period. I'm as open-minded as the next persan
{and more open-minded than most), but the idea of a
Players Guide for mages dedicated to corruption strikes me
as careless and offensive. To make black magic seem cool is
asking for trouble of all different kinds.

* I'm confused by Quintessence, Tass and Nodes.
Can you explain what to do with them?

Okay, let's take each in tumn.

* Quintessence is the base element of reality
Channeled through magick, it allows a mage to shift the
odds in her favor by reducing the difficulty of the player's
roll. Mage's first edition claimed that Quintessence was
finite, like oil, and that mages waged war over it. That
concept has been scrapped in favor of the idea that powerful
efnotions or occurrences create “new” Prime Force, color-
ing it with the Resonance of the event that stirred the pot.
A mystick can regain his normal Quintessence rating up o
the limit of his Avarar rating by meditating ar a Node (see
Mage, page 131). To absorb more Quintessence, he must
use a Prime 1 Rush Effect. He cannot spend more Quinres-
sence inone twen than his Avatar rating allows, and cannor
reduce a magick roll difficulty by more than -3 in any case.
A large store of personal Quintessence typically lasts longer




than a small one — a useful thing during rituals and long
advenrtures. In story terms, those who can see Prime Force
notice powerful halos around characters with lots of stored
Cuintessence.

As | mentioned, Quintessence and Tass contain Reso-
nance left over from the things or places from which they
came. Prime Force drawn from a lover's wishing well would
have a different “taste” than that taken from a bartlefield.
This aura makes certain kinds of Quintessence better for
some types of magick than for others (see the “Magick
Difficulties™ chart in the rulebook). As a Storyreller, feel
free to describe these different sensations, too. Doing so
adds an extra kick to the old "] gain three points of
(Juintessence” thing.

o Tass is just Quintessence in solid form, like
magic mushrooms or faerie dust. When eaten, it has a
powerful taste. When channeled with Prime 3 Arts, it
becomes raw energy, its material form crumbling into dust.
Tass often collects ar Modes, bur can come from different
SCHITCES, L0,

Vampires, Garou and other creatures contain a bit of
Tass in their blood. Mages do not. You can figure that a
mage gets one point of Quinressence for every two points of
Gnosis, Blood Pool or Glamour in the creature, or for every
single point of Power or Corpus channeled from a spirir.
Diistilling this Tass from physical beings requires Prime 3,
and doing so from spirits requires Prime 4. 1 have wo
emphasize that no werewalf, vampire, ghost or faerie will
ever willingly give a wizard some of his blood to play with,
even if they're best friends. Doing so would be like giving
your bank card and PIN number to a drug addict. Further-
more, faeries and Garou know that a small part can hold the
essence of the whole, vampires understand the peril of the
Blood Bond and spirits risk total destruction by giving their
essence away. Given these facts, would you offer a wizard
some of your blood? No one really trusts a mage to begin
with, and who's to say what he'll really do once he's got some
of your blood? Storytellers, this is a big no. Similarly, no
other creature will allow a mystick roskim Prime Force from
a caern of Freehold, Although such places are good for 10
points of Quintessence per level of the area, this is trespass-
ing of the worst kind (see Mage, page 233).

* Wodes are mystick places, rich with Primal en-
ergy. Although the “Quintessence war” idea is history,
Nodes are still valuable. They're areas where the energies of
creation have surged to the surface; places like that are
valuable no matter how available Quintessence is.

These mystick locations create & certain amount of
Tass, and carry sirong Resonance from the events that
created them or from the purposes for which chey're used.
Powerful Nodes exude “flavors” so rich that even mortals
can sense them. A magickal working thar taps a Node
transters that power into the shape that the spell assumes,
whether the mage wants it to or not. The Node Background

N

lets several mages combine their points into a single shared
MNode from which they can all take Quintessence. Unless
something threatens to destroy the place, just assume that
everyone can get what they need in “free” Quintessence,
Tass is another story, and the amount that can be drawn
dependson the size of the characters’ Background pool (see
that listing for more details).

* What good are foci, anyway? 1 know reality is
malleable, and my character knows it, too. Why can't he
just accept that and throw his focus away!

(Sound of a long sigh.) First of all, let's make the
distinction between player knowledge and churacter knowl-
edge. Mow remember that magick styles—and by extension,
foci — are extensions of belief. Belief is central to magick.
Mo mage can work her Arts withour the belief that she can
do so. The magickal style she adopts says volumes ahout
those beliefs, her self-image and her culture. For that reason
alone, style and foci are important roleplaying notes.

Mow no matter what your rulebook might say, the
mages in the game world do not realize that they can throw
away their ritual tools when they become enlightened
enough to work without them. Thar process comes through
experience, through realizing that magick comes from you,
not from your rituals or tools. Until a mage reaches that
state, she believes that her actions set spells in motion. Till
then, the chants, lighted candles, prayers and sacrifices
carry the mystick intent from the mage into her world, Even
after she realizes that rituals aren't essential, her magickal
style forms a bridge; the foci she chooses are the materials
of that bridge. They might form a rope catwalk, a stone arch
or a steel suspension bridge. Either way, the style, and by
extension the foci, link the mage to her magick. Unril she
understands otherwise, she needs those elements ro work

her Arts.

Too many players treat foci as inconveniences. [t so
much easier for characters to whip off Effects without
spending time doing some dance or mixing up some potion
that players discard the whole idea. If you want to run a
high-fantasy chronicle, it's up to you. Personally, | think a
game in which my mage carves elaborate runes or enters a
trrance is much richer than one in which she just flings off
a magickal spell without any drama or effort. In the first
edition rules, most foci were encumbrances, tied to certain
Spheres and burdened with certain modifiers. The newer
systems allow you to improvise more, to personalize seyle
and foci to the mage. They're less of a hassle and more of a
creative tool.

When I'm running 2 game, 1 always ask my players
“What's your mage doing to make this happen™ The
inevitable response “I'musing Forces 3, Prime 2" is met with
“Mo, tell me what your character is doing to make this
happen.” Once the plaver pets into the spirit of describing
the pentacle that her character inscribes, the dance she
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performs and the sudden BusL of wind and the flicker of the [ by —— X SRR ~w s
candles, the game takes on new form. Lt becomesa story. in E §ovi v '@r’-rl"’

Could there be a berrer reason to have foci in ' i e s
rhf gﬂmf"?

{See Chapter Six for more details abour
magickal styles, foci and the significance of both.
Oh, by the way, mages never ask each other “Hey,
what foci do you use! “Focus" is a game term, not a
phrase that mages employ. Hearing characters ralk like that
makes me wince.)

Paradox

* My players think Paradox is stupid, complicated or
unnecessary. How should 1 handle it?
An often misunderstood aspect of the game, Paradox
serves a threefold purpose.

® Paradox reflects the magickal and metaphysi-
cal truth that actions have consequences. The more
radical the action, the preater the risk and the mare
severe the consequences. Some magickal practices es-
pouse Threefold Return — "That which vou do returns
to you threefold.” While Paradox isn’t always threefold
in its effects, it certainly makes the point thar magick
involves risk,

® Paradox maintains game balance, and does so
in a more real-world way than “fatigue points" or “memo-
rized spells” do. Paradox also maintains the edpy
atmosphere of the World of Darkness — a world not
untlike our own,

* Paradox adds an element of uncertainty to
magickal workings — an element that's perfectly in
keeping with the metaphysics of "real” magic. The
mystick Arts set forces in motion, and no one, not even
the wisest mage, can predict how these forces are goingto  (Jiadias
wrn. If the whole idea of magick is shifting reality, it
makes sense that reality’s going to shift back occasionally.

Anyone who understands real magic knows that one
doesn't muck with the forces of the cosmos without stirring
upsome heavy juju. The forms that juju takes depend on the
actions that set it in motion, but ir doesn't Just go away.
Paradox is the cost of playing the game — literally.

{ By the way, Paradox is not a hungry beastie in thrall
o the Technocracy. While different mages have differem
impressions of it, I'll say in game terms that Paradox is a
'Flll.'l'.'i:. not a creatune. Hli.'l one hL‘lL{S ll‘ll_‘ lEﬂ_,S]'l [ |'_|:'|_;:|_[ :IUT{:['__
Some just ride the wave better than others. )

* Why can't a mage just throw fireballs around?
That’s more fun than worrying about Paradox.,

It you want todump Paradox and run a limatless
Mage game, go ahead. Just rermember that & world  #&
where people bowl with hellfire is going to be N
radically different than the World of Darkness. The
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established setting is dark and mysterious. Things happen
in the shadows, not in full view. Magick is dangerous, risky
and often subtle. A world where there's nothing to stop
mages from following their whims won't be much like the
one we know, and the power balance is going o be way off.
If a mystick can toss a fireball down the sereer withour
consequences, whart stopped his kind from taking over the
Earth long ago? Isn't a world like that supposed to be the
wish-dream of the Ascension warriors!

Think about a world where mages have unlimired
power. Think about whar life would mean to the average
Joe. Would you want to live there ! More to the point, would
you want to run a game in which power-gamers could do
whatever they wanted to!

= Where's the line between “coincidental” and “vul-
gar"? How can the beliefs of Sleepers affect that line?

The line between “Sure, that could happen” and “That's
not possible” is a fuzzy one. Most of the time, it's pretty
obwvious — frogs don’t burst into flame and fly when some-
one spits on them. The Cinematic Example sidebar at the
beginning of Mage's Chapter Eight covers most circum-
stances. Things get harry, though, when a mystick employs
a style that suits the beliefs of the people around her.
Whether she chooses to mask her magick in an appropriate
way or simply follows the beliefs of the local culture, the
mage gains an upper hand over rivals who use more overr,
more vulgar, Arts.

Take a Hermetic wizard as an example. Unless he
hangs out at a Renaissance fair, his elaborate rituals look
pretty crazy. [f something overt actually happens as a result
of this silliness, most onlookers respond “That can't be!"
The spell is therefore “vulgar with wimnesses.” Even if the
wizard does associare with like-minded morrals, there will
be some guestions (to put it mildly) if he conjures up a
demon through a Penracle of Mars. There's only so much a
Sleeper can accept, even if he shares a common belief with
the mage. Some things are always vulgar.

{ There's an old misconception that you can invoke the
forces of Paradox by having someone run around and shout
*] disbelieve that! I disbelieve that!" — as if disbelief was
something you could turn on and off ar will. Magick is not
some cheap illusion, it's reality. For the record, a person
believes thar a thing is possible (it fits her paradigm), she
does not {it violates her worldview), or she changes one o
fit the other (she converts). Shifting belief is not something
that happens easily or at will. It's a dramatic, often trauma-
tizing event that leaves the person grasping for something
to hold onre. Kind of like Awakening. ..which, in a way, it
i5.)

Srill, in certain cultures :i1agi|:ka] Sty]ﬂﬁ especiﬂ]ly
technomagick and shamanism — are perfectly in line with
peoples’ beliefs. The “Magickal Geography and Influence”
section of Mage covers these bases pretty well, but what

happens if our Hermetic friend does conduct a ritual during
the Atlanta Renaissance Fair? Whart's 1 Storyteller to do?

Lets assume that a small Effect — say a ripple of breeze
or a minor conjuration — is coincidental. Even a large
Effect — like making a building disappear — might be
coincidental if everyone warching is convinced that it's a
great illusion which happens quickly and rhen returns to
normal. ([ would srill require a lor of successes to pull off,
and might be pretry vulgar if there were people mside the
building who warched the world disappear. Butl digress. ...)
The Blatancy Skill, from The Book of Shadows, helps
immeasurably with this. Yet if things get too crazy, no
amount of “Copperfielding " is going to work. [f the building
stays gone or dances around, the mage in guestion is in
trouble.

Paradox doesn't have to strike immediately. If a coin-
cidental Effect turns vulgar after casting (like leaving a
building invisible), a Paradox storm gathers, waiting for the
next botched spell. In game terms you might assign double
the normal Paradox if a mage takes advantage of cases in
which things look coincidental but are ultimately vulgar.

Props, showmanship and the proper serting are essen-
tial tostaving off Paradox, too. To utilize mortal beliefs, the
mystick has to work within cheir limirs. [t"s easy enough w
be a stage magician so long as you entertain your audience
in the proper place. If David Copperfield were to walk down
the street making flowers grow, people would notice. He's
out of bounds and out of luck — when he's out of the
proper element.

Utilizin,g kelief has another price, too, one covered in
maore detail in Chapter Four under "Normal Folks.” Believ-
ers expect miracle workers to work miracles for them. A
mage who pretends to be a faith healer had betrer be braced
tor the followers who will inevitably demand his talents and
piety. People don't just see a miracle, even a scientific one,
and go on their way without comment. They want more.
They expect certain behaviors from the mage. If they don™
get these things, they pet nasty. Worse, they might lose
their faith, When that happens, everybody loses.

* How do you run a Paradox backlash?

Unpredictably. 1 rake the circumstances into account
and improvise. Most times, | prefer 1o simply note “Uh oh,
Atropos blew it," and let the effects kick in when | want
them to.

Let’s use that infamous klutz as an example. In one
game, Atropos tried to exterminate the Men in Black who
had crashed her van. As they loomed out of the rain, she
shook herdice (foci) and called for a lighming bolt to come
out of the storm — and blew it. The playver, Shadow,
botched her roll. | noted it and moved on. A few turns later
Arropos tried to use her Arts o run away ar great speed.
Another borch, More Paradox. ] noted it again and contin-
ved. Other mages were stirring the pot further with their
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Effects. Some succeeded, others didn't, but no one was
leaving realicy well encugh alone. Finally, Shadow botched
another roll. Atropos had piled up a pretry impressive rab by
that point, so I brought out something nasty.

Wrinkle.

I knew that by strict definition of the rules, Wrinkle
shows up over Time infractions. | didn't care. Suddenly a
creaky old man in a white suit emerged from the ruins of the
van, shaking his finger at Atropos. The look on Shadow's
face was priceless. Rather than rolling initiative or check-
ing out Wrinkle's Charms, [ just had him interpose himself
between Atropos and the Men in Black. Poor Atropos (not
Shadow) started erying. The old man took pity on her.
When the Men in Black flashed their badges at him, he
looked them in the eyes. One of the other characters nored
that the MiBs began to tremble. "Hey, you know what he
just did?” the character whispered to Wrinkle, pointing 1o
a Man in Black, "He just took an arrow out of his chest
without flinching” (the MiB had, indeed).

“Oh, really,” said Wrinkle with an evil leer. "] suppose
we'll have 1o teach him a lesson.” And with thar the MiBs
vanished. Forever.

Actropos was no match for Weinkle. [ knew that when
I brought him in. Even so, | had no intention of wiping
Shadow's character out of existence. The warning was
enough. Wrinkle looked over the two rain-soaked mysticks,
said “Now behave!" and disappeared. | had Shadow mark
five points of Paradox off of Atropos’ sheet and proceeded
with che story.

I improvised, playing the situation for maximum dra-
matic potential, and rthen continued after the point had
been made. If Shadow hadn't taken the hine, the next
backlash might have blown Atropos all over the road. As it
was, |'d made my point and added a memorable moment to
an otherwise rourine action scene.

That's how to run a backlash — or any other odd
occurrence, for thar marter. Run it when it suits vou, know
when tostopand don't lecthe leter of the law interfere with
a pood scene.

* What about Quiets, Paradox Realms, hobgoblins
and the like?

The example above works for Quiets, trips into
cyberspace and passages into the Umbra. Your best option
is to improvise, sit back and let the story develop. It happens
more easily chan you might think witha coOperarive troupe.

These concepts are too abstract to run successfully by
charts or tables. You could cross-index various circum-
stances over 100 pages and still end up missing the
combination that happens to oceur in your game. Odd
phenomena come with the territory in Mage, and they
invest the game with its most challenging aspect: improvi-
sation. If you have the foundations worked our, it's easy to
improvise. Just throw yourself at the ground and miss.
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Seriously, the secret to running one of these puzzlers is
to save the occurrence until you're ready to handle it. [f you
don'tfeel confident about runninga sudden Paradox Storm,
then don't. Save it for later. Quiets, Realms, mindscapes
and the like are story elements, so treat them like upcoming
plots. Brainstorm about the upcoming story in between
sessions and make a few notes if you have to. Come to the
table with a plan, set it up, then yank reality-as-they-know-
it out from under the characters. You'll know what's coming.
They won't.

Now comes the fun part: description. Let your imagina-
tion run riot and describe what you see. It helps if you have
an encyclopedic knowledge of Mage supplements, but thar
isn't really essential — nor is it the point. Crib from movies,
books or other sources if you want, but personalize your
upheaval so that your players feel off-balance. Now set
things in motion and let the players figure it out. Ger up.
Move around. Run through the whale menu of Techniques
described in Mage, Chapter Seven, and catch the players up
in your enthusiasm. When they do something, counter it
with some new occurrence. Watch the clock — and your
players — to avoid poing overboard, but otherwise let
things ride. If everybody's-caught up in the action, consule-
ing charts or checking supplements only slows the game
down.

Most Quiets, Seekings and Paradox Realms are solitary
experiences, at least ar first. If you can set up a solo gaming
session with one of your players, do 5o and spring the trap
then (thisalso works for romances, family marters and other
one- or two-character plot elements), Dim the lights or use
appropriate music to establish the atmosphere in the gam-
ing area. Marrate the setting, bur let your plaver do as she
will. Then play off each other. Again, if you cooperate this
is easier than it seems,

Once events in a solo session have reached a point
where others can join, wrap the session up and set a dare for
the next game. If you haven't had time for a whole game
session,, a blue-booking exchange (see Chapter One or
Hidden Lore, pages 8-9) might be in order. Fither way,
open the next collective game with the other characters
realizing that something’s wrong with the mage in question.
From there, guide them along through the territory you've
already explored with the solo player. Again, improvise
using whatever notes or scenes you used before. When
things seem to have reached a fitting climax, allow your
players to find the solution to the Realm or Quiet. If things
seem too easy, have something boot the characters our and
start again.

You can usually stay one step ahead of your players by
answering four simple questions:

* Why is this happening?

* What's making it happen’

* What might stop it from happening?

= What else might happen in the meantime?
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Onee you have the answers to those queries, the map
of the Realm or mindscape lies in front of you. Don’t worry
about having the answers to everything before you begin.
Maost questions, once asked, answer themselves.

Seekings and the
Avatar

* What about Seekings! How can I run one!

Seekings are special cases. A mystick advances through
one to the next level of her enlightenment. A Seeking pits
the mage against aspects of her personality that she must
transcend. These stumbling blocks often manifest as sym-
bols, and the keys to the puzzle offer themselves in
metaphorical terms. Classic symbols — caves, deep warer,
flame, riches, animals — feature prominently in most
vovages, but these symbols can vary depending on the
mage's culture or beliefs. Most Western mages' Seekings
involve trials by the four elements, but many Eastern
mysticks encounter puzzles left by the gods. Each journey is
uniguely suited to the mage in guestion and features the
issues facing her in the story. As a Storyreller, | recommend
serting aside time to prepare a Seeking session with the
player (or blue-booking it), and preparing the obstacle
course in advance.

All Seekings follow a certain pattern: The mage enters
a dreamworld where things have symbolic form. She over-
comes some sott of frighrening obstacle — let's say she
passes through a wall of fire — to enter the first “chamber”
and goes from there to-another, and another. Each “cham-
ber” represents a state of enlightenment — in game terms,
a point of Arete. She'll encounter 10 chambers throughout
her life, each representing a trial, each trial more difficult
than the last. Every time she goes Secking, the mape must
pass through the chambers she's encountered before; the
details of each trial alter slightly every time she poes
through, though, so it's never exactly the same trip twice.
It's always possible to fail a test that's been passed before.
On top of all this, the mystick's Avatar often shows up for
the ride, offering slight hints but leaving the puzzle for the
mage to unravel. Some Avatars actively frustrate their
mages, especially if conflicts have occurred berween the
sorcerer and her inner self. (More about running Awvatars,
ht]t‘:w.}

Ifjwhen the mystick passes her trial, the Seeking ends
and the mage has a rapturous moment — an Epiphany —
which affects her for days. Iffwhen she fails { which she often
will), the pains of the trial consume her. Most mages emerge
from a failed voyage trembling, depressed and often terri-
fied by the things they encounrered. Sometimes the
punishment or obstacle is 2o severe that a mage falls into a
Quier for days on end. Cither times, a sorcerer suffers a loss
of Willpower — a couple of temporary points are gone until
she rebuilds her determination. In certain cases, such as the
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character relies too heavily on her magick in or outside the
voyage, she might return to the real world missing some
vital sense, like sight or hearing, and she must learn to work
without it. Only when she passes the Seeking obstacles will
she advance in Arere. This takes liferimes for most mages;
not years, but centuries. Many never make the trip all the
way to the end.

In general, Seekings follow six steps: Initiacion, Im-
pediment, Trial, Cheice and either Acceptance and Closure
or Denial and Failure.

* [nination beging the quest. The mage passes
through some symbaolic gateway which leads to the rest of
the vision.

* [mpediment presents the first challenge. The
mage's fears and insecuriries manifest and rell her "Thou
shalt not pass."” This step often requires a Willpower roll to
gtl‘ t]ﬁn]uﬂl‘l.

* Trials present obstacles that terrify the Seeker by
confronting her with the issues that she must face. Ex-
amples include a cliff (which she must jump from), a fire
{which she must walk through), laughing spirits (which she
must dismiss) or other symbolic barriers,

& Chaice forces the mage to make adecision during
a Trial. That decision closes the chamber and either allows
the mage passage or sends her back *home."

» Accepeance is the correct choice, and it's not an
easy one to make. The questing mage must face her deepest
issues, often abandoning things she loves or embracing
things she fears. This also might entail a Willpower roll,
although the brunt of the decision should rest on the player
{who hopefully takes the whole thing seriously). From
there, Closure brings an Epiphany and ends the quest. The
rapture lasts for days; the Arere is fairly permanent, (See
“Losing Arere or Willpower,"” Mage, page 230.)

® Denial means the mage isn't ready yet. She fails
the test for whatever reason and plummets back to the
mortal world, and suffers some kind of travma to remind her
of her loss. Failure's mark lingers for hours or days, and
ranges from tears and depression to blindness to Quiet or
Paradox-like Flaws. The greater the Seeking level, the
greater the cost of failure and the longer it lasts. The higher
you climb, as it were. ...

Some other things to keep in mind for Seeking ses-
slons:

® Seekings are deliberate. They don't just happen.
Tell your player to inform you when she wants to purchase
another point of Arete, then prepare a separate story in
which the character goes questing. If you want, discuss the
elements she'd like o see in the vision and consider
appropriate Trials that the character mighr encounter.

® Choose appropriate symbols. A Virtual Adept
mightsee an obstacle asamatrix wall of code, a Dreamspeakes
might see a sheer peak, and a Man in Black might uncover
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a conspiracy to dismantle his Convention. A good symbol-
ogy book (see Appendix) goes a long way toward picking
suitable icons.

* Seekingsshould be roleplaying sessions, not dice
contests. Toss the systems out the window, narrare and
improvise. The only rolls the players should make are
Willpower rolls to determine if characters pass especially
nasty obstacles.

* Inner journeys often bring family matters, unre-
solved guilt or group tensions into the realm of the
subconscious. Many archmages remain stuck for centuries
on end because they've become so enraptured with power
or politics that they cannot let go and advance,

* Seckings are about facing fears, abandoning
pleasures and accepting personal change. They are not easy
to begin with and should grow more difficult as rime passes.

* Mo one but the Avatar comes along for a Seek-
ing. Such quests are personal affairs.

You can, of course, opt to leave Seekings out of your
game entirely and simply base character advancement on
experience points. Todoso, however, would robthe chronicle
of the potential for some really meaningful stories — and
some kick-ass solo games,

( An archetypal Seeking can be found in The Beok of
Shadows, pages 173-176. Fotential obstacles are men-
tioned in Mage, page 228.)

* What do [ do with a character’s Avatar!

Play it, T hope. There are unrold hours of fun to be had
from teasing a player with his characrer’s Mysrick Self.

From a strictly game-system perspective, the Avatar
allows a mage o refuel his personal Quintessence pool {up
to the maximum of his Avatar rating unless he uses Prime
1 to “suck-it-'n'-stare-it"). From a story perspective, things
are more interesting. The Avartar is an independent charae-
ter like any other; the higher the mage's Background rating,
the more pronounced his Mystick Self is and the more often
it appears. Like [ said, you can have a grear time adding
commentary from the shadows through the Avatar's voice.
Best of all, most Avatars are invisible to other mages so you
can prod a player without making a commorion.

Lots of people have questions abour the origins of
Avarars. I'd like to leave the issue open to interpretation.
The Mystick Self is supposed to be enigmaric; wrapping it
up in systems and pronouncements takes away from the
Avatar's mystique, and trivializes whar can be the most
important motivating force in a mage's life.

Avatars can have many different forms: pets, shadows,
towering figures wrapped in flame, divine vaoices, future
selves, even characters that seem real bur elude everyone
else’s sight. (Has anyone out there ever figured out who
Cassie’s Avatar was in Cult of Ecstasy?) While you might
discuss the nature of an Avarar with a player before you
begin a chronicle, it tnight be more fun to let the character




discover his Mystick Self the hard way. It all depends on
what you want to do in the game.

(Mage discusses the Avatar on pages 31-32, 131 and
230. Most Tradition and Technocracy books mention
various Avatars in both obvious and obscure terms. White
Walf/Inphobia magazine (issues 48-31) explored the mage/
Awvatar bond in a four-part comic called “Embracing the
Mask." The Book of Shadows presents a nice little tale by
Beth Fischi on pages 164-166.)

Time, Science and
Technomancy

® If science is magick, how can Sleepers use it? Does
technology become magick if it's brought back in time to
a point before its own invention? If the Technocrats are
so advanced, why didn't the ancient ones use Time
magick to foresee modern technology, invent it, and kick
the Traditions’ collective ass!

{Warning: Major esoterica alert. Donot expect an easy
answer. )

In our world, certain things are law. Water flows
downhill. People don't float off the ground. Fire begins with
aspark. Living things breathe. Both science and magic (and
their cousin religion) accept these laws, then go about
defining why the laws exist and how a person might get
around them. The borders of science are narrower than
those of most forms of magic or faith, but as guantum
physics and chaos mathemartics show, those paramerers
aren't nearly as defined as we think. True Magick, the Art
of the mage, reaches beyond the limits that most morrals
understand; magick makes the most basic laws open to
interpretation. Even magick, however, accepts thar some
things come with the rerritory.

Magick is not arbicrary. It still works within the defini-
tions of Creation. The more you understand Creation,
though, the more you can tinker with it. In game terms, a
character advances through the Spheres as her Arete in-
creases, Normal humans can move the boundaries of
Creation slightly with heroic effore, but they cannot do it
on a whim, Mastering the boundaries of Creation requires
more than just an open mind — it demands a mental,
physical, spiritual and metaphysical Awakening, as well as
control and expertise { Arete and the Spheres), Without all
that, a person can operate within the limits of natural laws,
but finds it hard to overcome them,

* What sets these natural laws!

The basic structure of things came with the package.
The foundations of existence were in place long before
people arrived on the scene. Dinosaurs did not float through
the air like soap bubbles, even though there were no
Technomancers to tell them they couldn't. The oldest
legends claim many miraculous things happened, but even
then there were limits.
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Somewhere along the line people discovered thar those
limits could shift if folks believed they could. The maore
people who believed in something, the more likely it
became. The reverse was also true; if people would not
accept something or if they felt it was unnarural, the
possibilities for it narrowed. In time the basic structure gave
way toa host of different possibilities. A person mighr make
fire by rubbing sticks together in one possibility, or might
call upon the fire spirits to do it for him in another. One
method might work better than the other in some places,
while both would work equally well in others — depending
on what people believed would work. This "belief factor™
became erucial over time. It didn’t matter much to the early
folk, but as cultures arose it became vital to those who
stepped outside the boundaries — the mages.

As the possibilities shifted, the magic, technology and
religions available to the common folks (the ones who
couldn't do anything new) followed. The limits followed the
will and beliefs of the people, and there were always limits.
Mo culture, no matter how mystical, believes in everything
True Magick's own laws — the borders of Paradox — sertled
around those limitations. Anything outside those bound-
aries remained possible, but risky. If people said “Thar won'
work,"” there was a good chance thar it wouldn’t — or that
it would blow up in the mage's face.

For millennia most forms of ritual magick were pos-

sible; people could talk to spirits, conjure storms and heal
the sick so long as their Arts worked according to local .
beliefs (see "Magick Styles" in Mage,” pages 72-73 and 179-
186). At that rime rechnomagick was difficult to perform
(read: vulgar in most cases), and modern technology was
out of bounds, even for the “rechnomancers” of the era.
Running around with a gun would have been inconceivahle
in ancient Rome, although the thought of a rapid-fire
missile weapon had probably occurred to a few
Technomancers by thar time. Daedalus is a perfectexample
of the Classical Technomancer: a man capable of miracles
given time, materials and the belief of his people. Even so,
his devices rarely worked without complications — in other
words, Paradox,

In game terms we use the parameters of coincidental
magick to define what is and isn't considered possible {for
the modern era’s limits, see "The Cinematic Example” in
Mage ). The more people who believe a thing is possible, the
more coincidental it becomes. Early attempis at technology
or technomagick were risky; the “classic” laboratory explo-
sion could have resulted from Paradox backlash.

* So was the first person to create fire a mage? Was
evervome Awakened back then!

The question's open to debate, and mysticks have been
doing just that for millennia, It's possible that everyone was
Awakened in ancient times, but personally | don'tthink so.




7.

More likely, the first firemaker had a quantum leap of
thoughe (a heroic effort) or a stroke of dumb luck, learned
how to do that one trick well, and passed it on.

Many legends disagree; in most cultures’ lore, the first
people were near-divine beings with the power to com-
mand the elements at will. Seeing as how the ancient
vampires and shapeshifters supposedly preyed on people at
whim, that myth doesn’t seem likely. Some primordial folk,
often called the Wyck, were True Mages in the Awakened
sense, and were by all accounts a race aparr from other
people — linked to the mundane people by blood, but
working on a higher plane.

Taoreturn to the original question, technology grows to
suit the prevailing beliefs. One man builds a machine,
makes it work {or convinces people that it will), and others
make use of it eventually, Over time it becomes part of
belief — part of reality. It's not magick, exactly, unless the
machine or process in question pushes the boundaries of
reality so far that only sheer will can make the device
funcrion. Sleepers are capable of such "strokes of genius” on
occasion, but lack mages' ability to will chem on command.
Normal people's technology relies on someone else paving
the way.

The technological device that is taken through a time
portal may work in the past. Cr it may not. It's your choice,
based on what you want to happen in your game. Do you
want a character to become like Ash in Army of Darkness?
Then let the shotpun and chain saw rule. If not, they’re just
lumps of metal filled with dangerous fluids and powders.
Who knows what'll happen if somerthing from a different
time appears in a period whose residenrs cannot compre-
hend its existence! Are the laws of mathematics, physics
and chemistry part of those basic laws we discussed earlier,
ordid they come about because enough people willed them
to be! The answer depends on what you want to occur in
your chronicle. It's not one we can give you.

Someone once asked if a Sleeper passing through a
time portal could synthesize gunpowder in the Dark A ges
using the available tools and his memorized science notes.
I'd say that someone trying to synthesize gunpowder with
medieval rechnology and some hazily recalled science pa-
pers doesn't need Paradox to blow himself up, though he
might succeed on a small scale — if the Storyteller wants
him to. A traveler who tries to set up a gunpowder factory
in an unfamiliar time period is asking for trouble, whether
he's Awakened or not. Although Paradox doesn't usually
affect un-Awakened mortals, there's no telling who it might
affect if a mage acrs radically in another period. The laws of
reality are terra mcognita in the distant past or future.
Anyone, mage or mortal, who tries to fool with the estab-
lished order might create a paradox, evoking the effect of
the same name.

* If early Technoerats discovered things and there-
tore created reality, what existed before they existed?

The early Technocratic explorers didn't discover real-
ity or define reality (much as they mighe like to believe) —
they lmited it. They ook something that was by nature
more fluid than the lands from which they came and forced
it to conform o their views by eliminating its possibilities.

How is that possible! The Order of Reason's Inner
Clircle understood thar a simple adage — “Anything that
isn’t nailed down is mine. Anything [ can pry up is not
nailed down" — containg a metaphysical truth: If your mojo
is stronger than another person's, his reality belongs to you.
The scatrered shamans of the Americas and Africa worked
in small groups or alone. The Technocrats worked together
and had the collecrive weight of the Old World behind
them when they went forth into the unknown. To lay claim
to a “weaker” reality, the early Technocrats sent their
agents out to convert the land through ritwal, indoctrina-
tion and force. Ower time they spread their limited view of
reality across the world {although a few remore locarions
are still free of their dominion — for now).

How did they do it? Their efforts began by establishing
a “party line," a doctrine of what was and was not possible.,
{Or whar was and wasn't legitimate — many early Techno-
crats were still God-fearing and regarded pagan magick as
“unnatural Devil's work™ or “superstition” racher than as
“impassibility.”) Omnce this paradigm had been established,
the explorers went forth into uncharted lands. They claimed
those lands for God, king and country, named them on
maps and in journals, and sent accounts of their efforts back
home. From then on, when people heard names like *Vir-
ginia,"” they thought of the land they had been told existed.
A name had been given, and names have power. {See
Chaprer Six.)

Back in the “new” lands, the explorers tore down the
narives' sacred places and performed new rituals, consecrat-
ing the energies to the Technocrats' purposesand eliminating
their opposition. Local shamans and elders were killed or
converted and children were taken away to missions or
schools where they were taught thar the old ways were
wicked and impossible. Over time the possibilities of the
New World were narrowed down to what the Inner Circle
chose to allow. (Just look at the terminology — the Ameri-
cas were named for mapmaker Amerigo Vespucci, the
native people were called “Indians” and “Negroes” and
terms like “New World" and “Dark Continent” became
common references, )

Mo conversion is perfect, though. Reality still has a lot
of give to it, and no culture has ever completely rejecred the
notion of magick. Still, the free-flowing reality that the
indigenous mysticks understood was turned against them.
The Technocratic paradigm has won — for now.

Chapter Two: The Storyteller's Corner

N7



Nl

* How can 1 put that into game terms!

By adjusting coincidence. If the local culture favors
Lakota shamanism, the Son of Ether and the Man in Black
are going to have problems. If a shaman arrives in Central
Park, he has a nasty surprise in store. The Arts he used so
freely back home wren vulgar and dangerous. If you're
running a game in the past or future, use common sense. &
Christian missionary who asks for divine intercession in the
pirate-age Caribbean has a betrer chance of firting in than
the one who prays in the Amazon jungles during the same
period. If your chronicle takes place long before the Ascen-
sion War, you might even adjust magick difficulties to
“Highest Sphere + 2/ Highest Sphere + 3/ Highest Sphere
+ 4" o reflect @ more flexible reality. 1t's yvour game.
(Chapter Five features some suggested guidelines for alter-
nate time periods in the World of Darkness.)

The Ascension War

* Do we have to play members of the nine Tradi-
tions? Must 1 use the Ascension War as my chronicle
setting!

Mot at all. You can run a Technocracy game, a Crafts
game or a mixed-group chronicle, so ]{Jng as the characters
have some reason to be together. Your troupe can avoid the
factions altogether and forge its own destiny (see “Solitar-
ies" in Mage, pages 55-56); my mage does. Although |
hesitate to suggest a Nephandi chronicle (the issue of black
magick strikesa lircle too close to home; see above ), and feel
that a Maraoder one would be problematic, they are always
options if you're willing to do the work (see The Book of
Madness, Chapters One and Three). The Council merely
provides one of several oprions in the Ascension War.

As a symbol of change, order, balance and decay, the
Ascension War is a backdrop for adventure and is a power-
tul allegory. [t's also a logical progression from the question
“What if you really could mold reality through magick!™ 1
think it's reasonable to assume that, given magick's powers,
secret societies would spring up and vie for world domina-
tion. Mortal natiens have done it throughout human
existence, so why should magickal societies be any differ-
ent! The forces these societies represent tie into the
metaphysical heart of the game; the struggle between them
represents the dance of Creation itself, Finally, the Ascen-
sion War providesa forum for debate and satire. The writers
and artists who create the game books make many subtle
{and not so subtle) commentaries, and individual Storytell-
ers can pack their chronicles with as many political and
social observations as they desire. In shorr, the Ascension
War provides a lot of raw marerial and a framework for
building with ir.

If the conflice doesn't work for you, serap it and do what
you will. The only constanrs in a Mage game should be:
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® The idea thar magick is a real and viable force:

* That magick stretches the boundaries between
what is real and whar is nor;

® That magick carries the weight of responsibilicy,
whether you like it or nog; and,

* That the mage transforms both herself and the
world around her through her Arts,

The Ascension War provides a conflict dynamic and a
metaphor for the forces involved, but it's hardly the only
way toplay the game. One of Mage's greatest strengths (and
most intimidating aspects) is that there isn’ta “right” way
to play it. It's as open-ended as you want it w be.

* Does a character have to stay in his original
Tradition? Does everyone in a Tradition practice the
same magickal style?

Mo o both questions, Traditions are social groups, not
magickal castes. Some of them are more formal than others,
but all of them offer members some flexibility. Obviously
they mandate some kind of instruction (the magickal styles
described in the group descriptions) and arder, but they
rarely restrain a member who wants to leave,

In the beginning the Council formed around three
things: magickal practices, cultural backgrounds and mystic
philosophies. Over the last 500 years it has come to favor
the last two qualifications over the first, and considers
philosophy mare important than anything else. The early
Tradirions insisted on orthodoxy, but soon pitched the idea
when it became impractical. Nowadays a mage uses what-
ever tools she prefers.

There are elements common to the Traditions, of
course; Hermetic masters don’t teach their apprentices
pagan blood magick, and Virtual Adepts don't build Fran-
kenstein monsters. People tend to be drawn to others like
themselves, so most mapes within a given Tradition prac-
tice similar magicks. Even so, a Tradition provides a
community, not a commandment. Some Verbena use com-
puters. Some Ecstaties use them, too. Some Virtual Adepts
prefer to work their mapgick through musical instruments,
while their Dreamspeaker friends talk to the spirits of power
tools. Diversity is the cormerstone of the Council of Mine;
s0 long as a mage agrees with the idea behind the magick,
the form she uses to channel it is unimportant.

A mage who leaves one Tradition for another might be
considered flaky, even dangerous. Magick requires disci-
pline, and while the Traditions value imagination, they
frown on people who can't make up their minds. The rival
facrions within the Traditions (and their enemies) value
trust. A mystick who shuttles between different groups
seems untrustworthy; one who leaves the Council entirely
seems treasonous. Even so, some mages forswear allegiance
o the Tradition that trained them. Most even live to tell
about it. Quitting is not in irself a capital offense.
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The Conventions are a lot more rigid. Technocrats
consider themselves parts of an important machine, and
they don’t rake well to p::trp1t' who refuse to fit in. Malcon-
tents rarely end up in the Technocracy’s ranks to begin
with, though. If the Union's ideals don't scare them off, its
screening proces often weeds them out.

The Crafts are a lot like Traditions. Although they
don't deal with Ascension politics or wrestle with Couneil
intrigues, they have affairs of their own to artend to. Like
the Tradirions and Conventions, each Craft is a society
with rules, agendas, a shared history and a culeure. The
Book of Crafts covers some of the larper magickal societies,
but many others can exist if you want to create them. The
world is certainly large enough to permit a variety of
magickal cultures,

So-called Orphans have the clearest Path of all. They
simply do whatever they wanr and go wherever their lives
lead them. Narurally those lives involve the same struggles
that other mysticks face. Mage's Chapter Two describes the
universal Mystick Path; membership in a magickal society
is an option, not a requirement. Those who avoid or defect
from the large factions or Crafts still walk in their shadows,
often watching their backs for mages who don't take their
treason well. Those who Awaken on their own or work
within some smaller group or culture (like a Wiccan who
attains her full potential without actually encountering the
Verbena) carve their own Paths as they go. The road is
familiar, but the hazards are much less obvious.

Despite the old first-edition preconc eprion of Orphans
as frightened, hunted children, the solitaries and indepen-
dents of the world can be as strong and accomplished as the
greatest Tradition mages. Fictional sorcerers like John
Constantine, Merlin or Mercedes Lackey's creations Diana
Tregarde and Jennifer Talldeer would exist outside of
Ascension War factions, yet would follow Ares as estah-
lished and ]JHW!‘.‘I"FLI! as their more obvious COUNErparts.
Tregarde is obviously a witch, but would not be a Verbena:
Talldeer follows a modern Native American practice based
on ancestral lore, but would not be a Dreamspeaker in the
strictest sense. These examples, and many others, show
what you-can do with Mage. So no, your characters aren't
restrict to Traditions for life. They're not restricted to any
at all

And speaking of firs-edition preconceptions: Not all
Orphans are Hollow Ones. In fact, the Hollow Ones are
technically a Craft, an organized magickal sociery, though
most of their members Awaken on their own. Still, each
Orphan is an individual; they don't all dress in black lace
and listen to The Cure. Honest. (Not that there's anything
wrong with that, mind you.)
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* The upper levels of the Spheres are really powerful.
Why don't the archmages simply wish the Technocracy
out of existence! Why doesn’t the Inner Cirele mount an
all-out attack against Horizon! Why do all these
ultrapowerful mages plot and plan instead of wipe each
other out?

They don't wipe each other out for the same reasons that
the U.5., the Soviet Union and China didn't just settle their
differences the old-fashicned way during the Cold War: muru-
ally assured destruction. If your rival has the same weapons you
have, and any one of you could wipe the floor with Creation,
it's suicide to whip out the nukes and let fly. There's a
tremendous amount of reality at an archmage's fingerrips. No
one wants to be on the receiving end of it if he gets mad.
Multiply that power by a dazen or mere and you'll understand
why Daisserep is a hotbed of intrigue instead of a bartleground,
If every archmage in the Chantry dealt with his problems like
an angry mortal would, the place would have become a crater
centuries ago. If all the rival mysticks did the same.... Well,
draw your own conclusions.

There's also something to be said for age and enlight-
enment. Violence is rarely the best solution to a problem,
and killing your enemy isn't always the best option (if it'san
option at all). An archmage realizes the folly of wasting a
life: A dead person can never be your friend or ally. He can't
trade with you, do your dirry work or join you. Worst of all,
he might come back as a wraith or in some other incarna-
tion that remembers you enough to hate you (a problem the
Akashics discovered when they waged the Himalayan Wars
against the early Futhanatos culrs). A dead person cannot
change the world, and while killing seems like an easy
solurion to the Ascension War, most enlightened mysticks
realize how important all kinds of change are.

Believe it or not, many mages still consider murder a
blasphemy against Creation (or at the very least a waste of
good potential), and they hold life as sacred. Killing isn't
something taken lightly, and it carries consequences be-
yond simple jail time. All cultures revile murder; even ones
that glorify war take a dim view of killing one's own kind.
By the time they reach the highest levels of their Arts,
mages realize that they all belong to the same clan, the same
culture, the same family. To wish each other out of exist-
ence would be tantamount to fratricide. They'll do it, but
not lightly. And it always has a price tag.

Murder by magick is the riskiest kind of warfare — who
knows how the killing will affect you further down the line?
Resonance is a fact that most archmages accept. The things
you do come back to you, even if the forms they take aren't
always obvious. Even the Buthanatos avoid using magick as
a murder weapon, especially against other mages. You can
never tell what the long-rerm karmic backlash mighr be.

And then there's the big picture to consider. Mages
{especially old ones) tend to take the long view of things,
and murder is a limited option. There are some serious
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forces at work in our ever-changing Creation, and not all of
them are as obvious as they seem. Remember thar each of
t|:'|.: ﬁ.“.lr gn::l'[ F:l.l.‘l!:inl'ls. rt.'pl.'r.‘.'i::nTﬁ a fﬂﬁmi.c p[i.ﬂclp]f —
dynamism, stasis, entropy and balance. What happens if
you wipe one out! No one who considers the Ascension
War's stakes wants to find out. Better to neurralize your
enemy, touse, convert or bind him, than to destroy him. He
may hold the key to eternity in his hands.

* What about Ascension? What does it mean to you?
How would you run it in a game! What does a character
need to accomplish to Ascend?

First of all, let me tell you what Ascension isn't. [t's not
gainingan Arete of 10, It'snot arrzining 6 in all Spheres. It's
not achieving great power in a Horizon Realm. As mages
throughout time can artest, those things actually distract
one from Ascension. Ascension irself is transcendence of
power, not the acquisition of it, and it's far more elusive and
ephemeral than raw will or understanding.

(The mythical Oracles may have Ascended, bur no
one’s really sure. Lots of mages doubt these grand figures
even exist. For the record, I want to say that there will be no
Oracle rules or Spheres. Oracles aren't power-oriented —
in fact, they may have ser aside mortal magick altopether
through their limitless understanding. Mo one ['ve ever
known is capable of playing a being that has transcended
human limitacions; when you think about it, rules for doing
s0 would be a conrradiction in terms.)

There's another form of Ascension, of course: external
Ascension, wherein everyone reaches Mirvanaatonce, Thisis
where the goals of the various factions come in. Everyone has
a different impression of rranscendence, and each group is
convinced that its ideal is the perfect one, that if everyone just
believes as the faction does, everything will be perfect. Noone
is quite sure what will happen after this occurs, but hey, it"ll be
great. It doesn’t take a Rhodes scholar to recognize my com-
mentary on that conviction, which runs through the whole
Mage line: fanarics are notoriously blind to the flaws in their
own ideals. People have foughe the poriest crusades in history
over lesser concepts, so the Ascension War makes perfect
sense, given the goal,

Running Ascension is difficulr; it's like trying to write
a story about the ultimate heaven, one beyond the usual
harps and halos bullshir, where everything really is perfect.
How do you run a game there? I'd say you don't. If you
choose o have a character Ascend, that's cool, just don't
expect to have her run around the chronicle afterward. |
make a few suggestions about Ascension and the game in
Chapter Nine of the main rulebook (pages 231-232), but
my best advice is this: Ascension is suspense. It's a carrot on
a stick, Once the horse has the carrot, the trip is over.

Ulrimarely Mage isn't abour winning by Ascending.
It's about the quest for Ascension, about the jourmney of
transformation that comes with 2 new reality. Thar quest
may be etermal (I think it is) but it's an essential part of a




mage — of humanity, for that matter. Ascension isn'tabout
“"inl:u“g.. 'il‘.\ i']]"f:ll.“' I‘ﬂ]gl:‘.‘i.‘.. T‘I:'l.“ﬁ:‘ Wh{'l‘ lmk f‘_'lr a 5iI'|,g|_E
goal as “the final Ascension” are, | believe, missing the
point. The COrTupt visions of the T-c:;hnoc[al:',', Nepharu.:ii,
Tradition archmasters and Marauders show what happens
when that search is lost in agendas.

At the end of Clarissa Ryan's saga in the Mage rulebook,
Clarissa Ascends. She's not especially powerful or even en-
lightened, but by surrendering her life, she gains something far
greater, something her rreacherous mentor won't find if he
lives a thousand years. How do you describe that which defies
description! You go beyond. Ascension is when you move on
past everything we understand, past goals, limits and states of
mind. It is a state beyond human limits, whether spiritual,
physical or meraphysical. Hey, if 500-year-old mages can't
answer the question better than thar, who am | to do it?

* Who's really winning the Ascension Warl

Thar would be telling :-). Seriously, | think you should
decide the winning side for yourself. Let's put it this way: Ie's
never who vou think it is.

Last Word: If It's Not
Fun, Why Bother?

Underall the layers, Mage is a game. [t's supposed to be
fun — fun for everyone, including you. Everybody has their
own definitions of fun, of course, but if you're miserable

. every time your turn at Storytelling comes around, some-
thing is wrong.

Several years ago a young Storyteller whom [ dubbed “the
Loophole Fairy” called me constantly. His players, it seemed,
had taken the freeform nature of Mage's magick system as
license to do whatever the hell they wanted to, on the grounds
that the rules didn't specifically say they couldn't. After afew
calls (during which | leamed the extent to which rules-rapist
players could destroy both a game and their Storyteller's
sanity) | told him it didn't sound like he was having any fun.
He allowwed that he wasn't. “Then why the hell do you bother ™
[ asked. He never called again.

In the early days, roleplaying games pitted the
gamemaster against his players. Thar adversarial relation-
ship still continues in some groups, Things don't have o be
this way; in the long run, constant conflict breeds animos-
ity, not friendship. Personally, | feel that the best games are
fun forall the players, including the one who runs the game.

So if you're not enjoying yourself, talk to your players
before the next session begins. Let them know what's
bothering you. Chances are they simply aren’t aware that
they're driving you nuts and will probably change their
habits once they understand the problem. If they ignore you
or, worse still, anragonize you further, quit. That's alwaysan
option. You're not under any obligation to run a game for a

. bunch of dicks. If Storyrelling isn't fun, there's not much
point in doing it.
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Chapter Three:
Behind the

S(:ene§ of the
Ascension War

Ewery perspective contains its oum truth — from the angle

aof ome perceiver or one group,

— Roberr Anton Wilson, Realivy Is What You Can Gei

Ay Wih

No man is good enough o be another man's master,
— Gieorge Bernard Shaw, Major Barbara
“What have you done 1o my hand?™ The

listle man held wp the rumed mess of flesh and

| bone ar the end of his @m and waved it in

B Santagoe's face. “What have vou done to me?"
“I? | have dome nothing.” Santiago was

dismissive, imperial. Sull, the little man persisted

with hiz complaines. Sandiago sighed. “Listen, |
shall explain. Did you agree to join with ws?"
“Yes — Yes, 1 did."

“Knowing that there would be a price?”

“Yes, but | never expected this!"

“Hush, You are hysterical and 1 find it annoving. So you
krew that theve was a price. And did you not seal our covenant
awith ws and owr Master by placing youwr hand within the Pool that

. is the gate to our Master's realm?”

The little man was confused. “Yes, but when [ pulled my
hand out, it looked Iie—"

"Quiet. You placed your hand in the gates of oter Master's
domain, and you want to know what I've done to it? [dior, But
[ have some good news for you,"

“Oh, really?" The little man’s face brightened, even as he
cradled his murilated seump,

“Yes. I'll let you take it up with the Master personally.” And
as the lirtle man was carried away shrieking to be placed in the Poul,
Santiago noted that his screams were not so annoying after all.

We all know about the Traditions; the main ruleboolk,
various Tradition books, Horizon: Stronghold of Hope,
The Book of Shadows, Hidden Lore (Chapter Three) and
The Book of Chantries (Chapters One and Four) all
contain stockpiles of informarion abour the Council cous-
ins. Hard info aboutr the Technocracy, Nephandi and
Marauders is more difficult to come by, While the various
Technocracy books, The Book of Madness and Hidden
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Lore's third chapter hold plenty of information, those
sources are scattered and often subjective. Sometimes you
need a lirtle more to go on. Well, here it is — 1o a point.
This chapter covers the Ascension conflict from a
Storyteller's perspective, exploring who these mystical com-
batants are and whar they mean to you. Even so, we've left
you lots of room to move. The adversary that's too familiar
loses power. A Nephandus becomes just another mage if

vou stand her in broad daylight and point out all her flaws,
Besides, your players will probably read this book, too.
What fun would it be if all of the Fallens' schemes were
nailed down here in black and white, exposed for the Chart-
Checking-Loophole-Finder's nexr arrack? Hence, we've
left you the tools; the shapes you carve from the shadows
come from your imagination alone.

Marauders

"Good God," said Arthur, “it looks just like the
N sea front at Southend.”

“Hell, I'm relieved w hear you say thar,” said
N Ford.

“Why!" o
“Because | thowght | must be going m
ﬂI"',.lz'r'i|'t.sll[:|n£.“. you are. Perhaps :,I omly
said it.” -

— Douplas

to the G

“And now, if you would pleas
recited, “we will enter the most foi
the Hall of Mirrors, has been thelg
able treaties, including the Trear¥Sgf Versaille
World War One. The hall was consg gred in..

The Echo ignored the drone of the S’ s facile
speech. Every wall and door was faced
glass covered the ceiling, and the pafished
his face back at him_ Only the windo
night fell and the lights came up, he k
reveal the truch: first the shine of his gray, sha§ :
glint af his mirrored sunglasses, the dazzling spr
the faceted chime around his neck — then, mu
weakly handsome face and early-white hair.

Entranced, he stepped out smarely i his s
leather wingtips and laid a perfectly manicured fing
closest glass tile.

“Sir, please do not touch the walls or furnishings.”

Immored, the puide prersed his lips and snapped his fingers for
the puards. “Sir, please remove your hand from the wall,” he
continued, "or we will have to ask you to leave.” After a
moment's pavse the guide signaled and a guard stepped in. The
gatedy young stranger shrugged off the guard's grip.

Forced to consider the distraction, the Echo shifted his
attention { but not his eves) from the wall. His hand passed Lazily
over the shiny pendant around his neck. The guards, the guide
and the towrists vanished. The room's mfinite reflections bubbled
and warped. Behind the rooms many images of the Marauder,
stavtled eves stared, open mouths screamed and bleeding fists
pounded soundlesshy,

The Echo sauntered dreamily to the center of the room.
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The Kingdom of the Mad

So you want to throw a Marauder or 20 into your
chronicle. Exeellent! The crazies offer everything a Story-
teller could want in subplots and antagonists: An
overreaching, take-over-the-world mentality; specific, char-
acter-confusing goals; interesting, difficulr-to-combat battle
i and more quirks and foibles than any thousand
ats have.
right, maybe that’s a lictle exaggerared. Rumor has
re are a few interesting Technocrats and, natu-
more you elaborate on any character, the more
g he becomes. The point is: Technocrars are
5" and you can justify doing them cookie-cutter style.
meant to be thar way and that's cool. Marauders,
VET, 'I'jl'ln L come ITI_ .E'IK P"I:ks

"i[ﬂr .#l:” d‘: = |.'|'
mﬁ

g wheels, Lf',ruuwt'll for the magickaihr
etails, check out The Book of Madness,
pecmlly the "Storyteller Hints" on page
“though, thar rules and Marauders don't

(] 15

" against creating Marauder characrers,

The term “Marauder” comes from a 12th century
account of “ravaging marauds like unto the mad, strewing
storms like flour in a baker's hovel.,” The "marauds” in
question laid waste to the Hermetic Covenant of Fuar
Drochit, turning the stones to flowers and serting fire to the
wells. Word of the massacre made its way into the annals of
Houze Criamon and the name Marauder stuck to the Mad
Mages like tar and feathers. lt's nor a name they use
themselves, understand — far be it for them two consider
such a dull tire. It's not like they know each other or
anything. What a silly thought!

From the ouwside looking in {or is thar inside looking
outl), it's easy to recopnize the things that hind the crazies

together. First, all Marauders are clinically insane. When a .




special, crookeg gray thing for easy reference.,

The Mad, Mad, Mad, Mad World

Meuh:mlc.ﬁ-wiSE. when Joe Blow becomes a Marauder
he trades in gi) of his accumulated Paradon IO eniter g stape
of PeTmanent Quier, A Mai‘ﬂlld{'.r's level of madness (a5
described in the chart, below) i determ_mmib;rﬂm loonyness
of the worldviey he “chooses. i :

Quiet Chare & :

Quiet Score Degree of Madness £ _

1 One constang, simple differenca between
inner and oyger realities. Very foy Marayd-
ers are this sane, TR
The Maraydery universe is differen from
reality in a few b ways, but he can 5]
COMMmmicate ifan 4 understand the world,
The Maggyde's world has lirrle o do with
reality, but most of the imporean; events
and people he knows are “translated” for
him by hig Avatar,
Cnmmmicat[unberwc:mthe Marauderand

2-3

4-6

15 an acciden; Waiting to hap.

Pen. Reality tegrs where he poes.

Starie Reality canngr support the Marayder,

He drops our of any Realm he visits and

drifts through the Umbra gig| essly, Noone
what happens next,

10

Daradux

Con to lar belief, Marauders aren’s entirely
immune mmﬂ:’s how it affects them:

* Coincidenrs] magick generares ng backlash unless
the Mad One botches her spell. Vulgar magick generapes
backlash, byt not the automaric Point of Paradoy, Caley-
late what the backlagh Eta be according ro regular
Mage ryles (page 167).

* Then, for EVEry point of Quiet a Maraudep has,
.xhtracl three poins of backlash. The )4 arauder is affecrpd

I— | )7

a

Inflicting this *bounced” Paradox is o of fun. Fop ¥ou,
' Y YOU want g be, You can
ox Flaws and the Bum

$coopsthem up,ﬁ::raﬁanmstic.mtmifwringfl cliffhanger, T e
Nephandi ingo the mix for even im:fjf:[]iesﬂ

Bue back 1o business,

* When 5 Maraudepy Player hotches 5 vulgar magicka|
roll, the thamerers Quiet increases, The Tate is one poing per
“1” that Gomes up after all succpsses € negated (ie., a doyhle
WO new poinrs of Chaier), chwuiing on the

You maingain Your ehronj

* The Marg

Wyld Magick and Wild Magick

notorious for doing things thar
shouldn't be ahj, to. How did 4 Jitgje old lady Awaken, with
enough power py call up a griffin in her dining room when
Master mages have roy ble doing the same thing! The ryles
don't really apply to thege guys. Marauders gre toe dynamje
tor Paradog, sq why should a lirele thing like magickal skl
tie them down?

See the

toship up and dowr, ¢ & magickal specerym

be comprehensible, She shifs
VDices, names and maybe even faces i an effore o keep up with
the Wyld forces within. Yes, this s 4 Frighmnin,g'rhfng o see —
Shtertaining Storygej character g0 nyp Ma.

ler ¢

be anything by predictable.

O —
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Sleeper believes ina reality that isn't “true.” the headshrinkers [ -
call her psychoric. A Marauder believes ina realicy thar doesn't
have any ruth whatsoever (to an outside observer), engn, she's
also psychotic. Where the Mad Ones have the advantage over
the mad ones is that the mages really live in the realivies they
believe in. Some of these realities are simply skincight; cosmo-
logically, the crazies create their own spandex universes. This
resules in states of permanent Quiet {covered in more detail in
the “Quier, Paradox and Wild Magick” sidebar).

The Mad Ones are partially immune to Paradox be-
cause they are so wrapped up in their Quiets. { Again, check
out that sidebar.) Farandwee can hardly see Marauders,
Welduh gropes around and misses them, and the crazies
don't suffer the backlash that Tradirion, Nephandi and
Convention mages do. To add insule to injury, the back-
lash, Paradox Flaws and vengeful spirits thar Marauders
generate are likely to affect other mages.

||~ \

Marauders as a whole have their power because (serious,
impressive music, please) they are but pawns in the mighry
game known as the Ascension War. Ina serict Mage chronicle
the Wephandican be generalized as Destruction, the Technoe-
racy as Ohder and the Marauders as Chaos. In crossover
Storyteller chronicles it helps 1o know a little Werewolf
cosmology; in the Triar of Wyrm, Weaver and Wyld, the
Marauders fight for the Wyld. This mattersa great deal in plots
involving spirits, Garou and the other Changing Breeds.

The vital point is that a Celestine on the Wyld/Chaos/
Dyvnamism side of the war gives individual, carefully se-
lected mages the ability to use their Quiets as shields against
Paradox. Whether this happens willingly or not is presum-
ably up to the ethics of the powers involved.

Marauders also have a common agenda: They are out to
destroy the minions of two other factions in the war, the
Nephandi and Technocracy. Their mission is not a matter of
ethics, doctrine, private motive or even “We're good; they're
bad." It's a primal, knee-jerk reflex, Like a vampire after blood,
the Marauder has no choice in the matter. He gave up that
option (or it was stolen from him) when he joined the battle,
The Mad Ones can pick their time, place and method, but the
fact is that they will attack. Note, however, that recruiting
Technocrats, stealing and spying contributes as much o the
war effort as direct assaults do, and still satisfies the Wyld urge.

The Fallen are winning the war, so the Marauders (sub-
consciously) hate them most, {Tradition, Craft and Crphan
mages are considered neutral in the war, so the Marauders’
simmering bloodlust doesn’t apply to them.) To illustrate this
point, imagine that a Mad One with a gun walks into a bar.
There's a Technocract, a Nephandus and a Council mage
sitting around a table playing cards (don't ask why). The
Marauder probably shoots the Nephandus first, the Techie
second and, depending on her peronal inclinarion, may shoot,
ignore or buy a drink for the blood-splartered Tradition mage.

Perhaps to make the Marauders more enigmaric and
unpredictable in the Ascension War, the Wyld hides its
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role as benefac
become wE:iTi;::: = ]:"'iarﬂudcm don't know how th

r are, who they actus ey
much of anything at all! y actually work for, or really

The Maraud
ers ¢
P ey Mardurj:r; universally crazy and are stuck crazy
e . °f i3 3 One-way i II
Ferion v trip unless it’ i
et fglflcrt point. The mage lays down hi S-a ’-fhf”““flﬁ'
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inally, M - s
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Marauder

Designing crazies shouldn't be all camp,
clowns out these.) A good character has complex motivations 3
designed madness-

Sometimes ¢he idea for 8 Quiet
imagination. Citherwise you may find i
cracks in his personality WETe
(Mage, pages 90-
thar he's gone insane ot are they still in the dark
o Marauder’ Has he noticed that he's &

be the key to the character's current identity and Quiet 3s2 Mara

To help you out with this area of design we've compiled 2 _
uChausIviages.’['htmdun‘t coverevery possibility, cheyaren't pmti-:.ula:'lq'scir:

£ the rules, aftet all), and they cerratnly ought 1@ be

yariarons unigque t
is the chaos section ©
you like.

* Amnesiacs buil
can't bear 10 five with:
A mage's Quiet 153 world where these things never happened.

Awaken her. She goes Marauder and (inhe

is in Correspondenceant
nissing arm with telekinetic:
it, though ather Marauders might fix her up .f she lives lon
is a problem in the first place.)

seyle Effects. She doesn't realize th

» Dead Men usually Awaken andfor go Marauder during near-
“reincarnati

ories, family waults, vampirsm {oh, baby'),
afcerlives they manage
distance and time.
» Escapists v
whether the Mad One invents his cwn world o horrows oneé
gently aroun
roleplayers, movie bu
o Infiltzators act as Jouble agents. Theit
detail; Technocrats,
and fake Convention agents harely longer, butavery few, skil

facade for years. The more the mage knows about the organiz

may break their conditioning and “sign up" with Chaos, only w0 :
oh — sabotaging rhe Convention. Remember that his mind and all of his

ot the Marauders, hut he willnevet knowingly act against the

much more content now that his heart’s in hisj
Joyalties and resoWrCes are pledged to the Technocracy,
tdad Omnes.

» Lunatics are 2 catch-all group: Dion't forget 1o malke one
moonstruck Warauders certainly don't- Think Monty Python,

Rasphetry Popart

has to make seN$E,
then watch the collateral damage pile up. {Check out

e bl b LILEE,
penind the Scenes of the Ascension War

Girl's Guide to psychoses

mﬂg\m-ln—check., 'lig'ntheaned foolishness.
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g enough o MEet thern (and if they rhink that a missing ar@

one” or coffins. Whatever
o move around fairky well —at this high level of madmess, the fovatar can control elements like
(The Book of Madness' Barristet Martins is @ sood example:]

o fall into @ Quiet of dreams gradually- Some othet Wor
from ficgion,. He wraps 2 Quiet compos

4 himseli likea wool blanket. People likely to become Ma

fis, sci-fi and fanitasy fans, Dlemocrats, Conspt

madness makes chem into members of one of the opposition groups inevery
Tradition or Craft mages,hmabbi, full Sleepers ot consors. False barabbi don't live very long, of course,
led mage-and-Avatar combinations Manage to keep up
sationhe vhelongs” t0 the better. T echnocrats, in particular,

.
< TN X

seemn to communicate with thei

ity heir mages, are s

E:ijﬂ.:rri};: ;:Lu;mhhnd f}rc?linar',r Avff:rl:;;:::rt:laul i

i A:& their mortal selves around. M: f“:::;r' w

o in. L new h:ighrﬁ. Th.("lr' ”[I’dl‘i'fﬂnnﬂ 5

lifespans of the .uflrlemem of the Mad Ones i:: . .

ability rodo this) t::'Ld? crazy ones depend wholly “n‘;“‘ “hc'

yand canuse thisinfluence o make :hr.::‘mrs

 TAgEs

Ao wh

atever they w;

sy Want, more £
w : ' or less. |

hole new meaning for Marauders Self-control takes on a

INNY4

(There are far too MAny scary
otd Marauder feeds an interesting, well-

¢ with) may spring forth whole cloth from yout

before, dohis Awakened contacts realize

ol

hist of :iera.rigemcm types — real mental problems and

! ntiflc of systematic (this
mixed up, messed with oF r.-:mgbmed as much as

4 their realities deliberately or unconseious!y. em.ludir:ng mmeﬁ;zﬁ_i}f jes and elements that they
the death of a parent, partner, Spouse ar child; a walk y

inear — L {I‘ﬁmﬁilms.

For example: AR architect loses her right amm in a car accident. The in and mental anguish of the ampuation

.} gets her 4tm back. Her initial understandingof magick

Jeath experiences. Their (Quicts are hells, heavens,
the limits of their tombs of

| becomes mMoTe important rhan reality,
ed of that fantasy
fsof this sort include soap-opeTa aficionados, |
pacy theorists, fundamentalists and game designers. |

seturn to their orderly work- O eourse the character is

oF B0 Mad Ones who are just plain crazy- Mot everything
# mbush Bug and Three Stooges,

Salad in The Chaos Factor.)
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- (Technocrats make nice shiny things, Nepha
© from a 'ah?*.mfr;l;giinnmd, exsaccOuntant ingo 2 cold-blooded killer — 0o OR& o this side of the glass i real, right?

Al

. : . This

« Manic-depressives wobble between eneTgy ST ‘apathy, mania and caratofil; optimism and pessimism
translates into either a cyclical Quiet 5

market) or a constant Quiet about which the wAarauder has yarying emotions-

» Megalomaniacs helieve themselves to be Christ ot Anti-Christ figures, Hitlers or Gandhis, Einsteins of

Michelangelos, demons of gods. All thiose eTSALT Napoleons helong to this group: It isn't just thata megalomaniac wants
o be someone else (asan escapist oF infilerator might) he warts o achieve a heosis. I his own Duiet, e has. This .

derangement 50T limited o identifying with an already famous figure; the Marauder may feel himself, as himself, to be
capable of greatness (in whatever field) such as the world has pever seer. Oceasionally, he's right.

« Melancholics generally followed the downward spiral even before they became Marauders, ‘Some were clinically

depressed, come did itasa hobby: Goths, Hollow Omnes; g:tﬂ_uuatdlm.pnsbwa: “riters, grunge rock stars — &Y orall of them

are candidates for a Quiet that cmrhaﬁmaﬂ that's st about life in the World of Darkness {panicu}mlv if they enjoyed being

Jepressed in the first place). This madness may also spring from sense of guilt, desire for punishment, Jearh wish or masochism.
The lslington Horror (The Book of Mﬂmwﬂ#}hﬁ“mwleﬂ' wirhioit est from atrocity to atrocity = asa prisoner in
Auschwitz, as 8 survivor of Samarkand under the Maongols, 88 2 Miniconjo Stoux 8t Wounded Knee

« Multiple Personalities are JWam

pders. Shcpm:ii:y:l mages who already suffer from this disorder

roay retain itin their Quiets —rguim'ﬁ : '_‘_ 1,-.‘I;§' . shifring as each personality rakes control {Life 3, not UnCOMImot
.1 the wild surge of first Awakening),or HM o into severaldifferent Marauders (Mastery in Life, Spiric, Prime
and Mind or just Chrrlﬁp-nnden:é'lli ultigasking: anly emedgncéﬁ;mages jumnp tight into this). Algernatively 2

Marauder may just heBleve herself m;huéelbﬁ"cot walks around in 2 "crgﬁ:lf all the time, As the Marander gains power
and Arete, she actually changeﬁt-ﬂpé'ﬁurm persona Lo persana. ' r iy,
Those craties who Were ofione mind before the Wyld

have ane Magauder identity and bne Sleeper, consof, Cound

the change, {See Infiltrators, above, and Stephen ﬂfwaﬂm;ﬁﬂ

i n The Bcnhiufmdﬂua. page 89, hlﬁ.ﬂ,#ﬂd‘ﬂc& ourthe
entire Girant Morrison un on DoarPacrol. Hell, do that even if you don't cate about Mulriple Personality Disorder; it's
the best Marauder-style camic ever. Shade the Changing Manjsia close second.)
. Dh;eﬂiv;fﬂmnpﬂshm assign vast 1mpmtancemsnmxi‘*ling —not usually something that EVETyOme ¢lse considers
vital, One might fixare apran element (Lady Macheth's bloody hands the beating of a pell-tale heart.a relationship with
Michael Diouglas) uneil it saturates her mind (ot her Quiet). The hsession usually compels her to act irraionally
(constantly washing het hands, giving herself up to the palice). Whe wever form the obsession takes, that thing or person
orideareallyis asmportanein the Marauder's universe a5 the mage ti!:ln!r& i is. The compulsion involved actsasa powerful .

geas and the Marauder st Fulfill it :

“For example: The Echo obsesses over mirrors. They ﬁightenzd him from childhood; he Awake while trapped in @

mirror-tiled elevator. He saw his ewn reflection (his Avatar) speak 0 him and concluded that he, miot the image in the

PiLTORWas the reflection. His Quiet differs lirtle from reality, but he's dearhly certain that when he can't see & mirmor,

hr,lﬁsn ¢ exist. This compulsion dicrareshischoice of dress, furnishings { chrome all the way), restaurants, Cars, enemies
%\di don't), foci {Mirror, mirros an the wall). His compulsion also murns him

Whmtﬂ:M are taken awiay, he metely loses consciousness But i he ever gains Prime3 he could be i real rrouble.
. wm&mnmudu are lucky: Noweyeryo (yisou 1o get them. Not muchchanges from the *mortal”
versionof this well-k ailment, unless the Qudet inv 0o rangermEnts — perhaps escapism of atavism (see
Throwbacks. below). ¢ : Y 3

« Phobics come in (WO varieties: the ones who glim’.ﬁam-wtsnf whatever frightens them from theit realities,
and the ones who populate rheir madness with their fears. mﬁuﬁm are effectively amnesiacs (see abave), we'll
Jeal with the |ater. Marauders whoare melancholics prshellshocs d sty frightened of their banes even after goingmad,
and their universes are living nightmares. Slightly mate upheat crazies (megalomaniacs, sociopaths) congquer their fears
and have fun bossing aroundldﬂuwingitiding like horses whiktever they once feared.

. Sheﬂ!hmka&h[m-mﬂtﬂ have undergone terrifying, unbeagable experiences; some faral flaw {possibly a manipyu-

lative hvatsﬂ'dwmsdmmwﬂashbacb under stress, combat sipuAtions of simply with loud noises. Marauders who crack

under stress may suffer from mild flashbacks; many Quiets refleet the mood and manfer of mages’ conyersion to Chaos.

Combine this degangement with the Flaw: Flashbacks for maximum angst.

« Throwbacks live in the past — literally. More comfortable insome other, better {through the rosy glasses of
nostalgia, at any tate) TiME, the mage exists is a reality that s that era. Aravistic delusion {5 quite common among
archmages and ex-Dreamspeakers, Gans of Ether and oid Engineers, and snares Sleeper archieologists, Ghost Dancers,
Civil War reenactors, Republicans, Mew Agers and historians, as well, Favorite eras include pre-Colonial, pre-
Communist, the Mythic Age and the mage’s OWn childhood of youth. The fast type appears 10 be a psychologic
regression from the outside; few Marauders have enough Life magick © change their actual ages. (See the *Histotic
section of this baok's Chapter Five, and Medea and Miss Zhao in The Book of Madness.)

e e = e




e STructure?
e

It had all pone critical. Wizardry was breaking up. Goodbye
to the Universicy, the levels, the Orders; despin his heart, every
wizard knew thar the nareral wnit of wizardry was one wizard,

— Terry Pratchett, Souncery

"L}rg-:am:e.:l Marauders” is SL'sn'LE[!‘Jing of an oxymoron.
Marauders are either solitary or stick topether in tiny,
schizophrenic bands. There are, however, rwo notable
exceptions.

The small groups of Marauders come in three types:
those that share Quiets; those that don't, but whose mem-
bersstill realize they're a team; and those that work rogether
ablivious to the fact thar they do so.

Fusion

Marauders who share Quiets usually achieve lunacy
together. A groupof kids playing Cowboys and Indians near
a toxic-waste dump might Awaken and po Marauder as a
gestalt because Baneful spirits tried o possess them — the
fantasy world they played in becomes their shared “reality.”

Oecasionally Chaos Mages who go eritical thousands
of miles and years apart go psycho in the same way. This
happens a lot with Marauders who have escapist Quiets.
Suppose that the Tolkien universe represents the fantasy
'NUF] I.! !]'ﬁfﬂ |11ﬂ!1}' mfdjﬂ\':l.“.‘“ 5 TCVLETE. ﬁ\. f’-;i'l'lnt‘j'!r' fi:ln H'I'I]:':hr
po Wyld and develop a (Quiet set in Middle Earth, He's
prub:;h]',r not the wn]'g,I person to l:|,pc-j:: into Tolkien's lictle
playland. When two such Mad Ones meet, they may con-
tinue on as adventuring companions, bound by theirmutual
fantasy. (Don't laugh too hard we didn't say these
Marauders |d|;'r|t'i!-1r' with the gi_v;_:-ﬂ gu}'s.:l

Fusions also occur when one Mad Mage sucks some
Siﬁﬂ:p*'.]"j m n:r]'1 15 QU i.ﬂ": .h.'l 5 %ICE i.l'['lb b!.':f.'.l..,”l'll:: h 15 CONSOrSs iJ_nL{.
if they Awaken, his partners in crime. This kind of "Wyld
'r'ﬂrtf,'::(“ CAn .‘if_"l]'l.l.l'.'.l.: EVED E'IF"L'Ti.‘:H{:i.‘:I::I. ['ll.H.HL:S. WUL‘ (] thl:_"
character who tries to Dreamscape with a member of a
fusion!

Since everyone in a fusion shares a delusion, these
groups tend to work well together. Unfortunately for them
their shared reality carries them furcher and further from
what anyone else considers sane. Who's going to anchor
you when everyone else is full of hot air, too!? Evenrually
most fusions drift so deeply into madness that no “sane”
mind =— or reality — can recognize them. The cycle gang in
Loom of Fate and the crew of the Umbral Dutchman in
The Book of Chantries represent fusions in action. Al-
though they don't do at all well in Earth's mundane theater,
these crazies blossom into virtual armies in the DeepUmbra
{see “Jupiter and Saturn” in Beyond the Barriers: The
Book of Worlds). They don't last long, but they really do
some damage.

Chapter Three: Behind the Scenes of the Ascension War
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Cabal

The second breed of “group Marauder” vapuely re-
sembles a Tradition cabal. These mages who have similar
goals meet, like each other and decide to work rogether,
The difference between Marauder and Tradition cabals lies
in members' reladionships: Each member of & Marauder
cabal must exist and be afriend withinevery other member's
reality. Mote that no one has to appear the same way twice,
One person may wear many faces within a mad cabal.

Take Robert Davenport, the leader of the Burcher
Street Regulars, asan example. He knows who he is {doesn’t
he!), but his comrades see him differencly. He's Bl Cid ro his
lieutenant Sefiorita Abraxas, the Director of the Play to
Lord Ex, Davenport to Mr. Nicholas, and occasionally a
grandchild to Mother Goose. Barrister Martins '[h'l'mﬂ“'Ed
cabal)calls him the Judge. Martin's fiancee Miss Z'meefurs
to him as the Honorable Dragon. Who mhu,fmﬂﬁ Giood
question. Maybe Davenport himself doeatﬂ:know, 3

{The conceptofidentity uhh.]:y,magh\hlh 5pe|§hing
If a name defines who you are —@favhar v f‘lm:do
you become when everyone mglu:ﬁng wm
a different name? Mysticks wh?:ndace great’ it :
ing sometimes call Maraudersm'hl’ﬂme!eg ;Hﬂﬂc mt]:u.:t
set nature or form. While those miggges respecty ,31‘1;-1?‘@
refuses to stay Mamed, they fear’ 'ﬁm too.
cannot be trusted. For more informating
Ross lssacs’ essay in Chaprer Six. )

If & mad cabal is to survive, it needs a{“ E p
(preferably the leader) withafootor g "‘"P 1
at least one member who can keepttmck ol
prevent them from wandering off between! '_
least one member who can explain a plan o
everybody else in terms that the crazies can dih
ckay for one mage to fill all these roles, bur if sh
cabal becomes the proverbial chicken with its hem

SE

The Storyteller should keep track of a mad cabal’s “lcader ®3f

that particular tree falls in the forest, everyone hears it.
Members of cabals are a bit more sane than the average
Marauder is. But ar the same time they tend to be more
unstable (maybe it's that Naming thing); they fly off the
handle at odd rimes or simply take on other delusions and
wander off. A group's mix of Quiets and personalities has to
be just right to keep it from breaking up, and one outra-
geously insane mage can put all the others at risk. Mad
cabals are small —six members or less — and very rare. The
group may fall apare in its early stages. If it survives its first
month, however, a mad cabal may last for decades.

Conflux

The most bizarre grouping of Marauders is unigue to the
Mad Ones (though the Nephandi Lords could use such team-
work if they caughron to it). Mo one knows anyone else noone
works with anyone else, and it's possible thar none of the
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members even realize that they're Marauders. Seemingly soli-
tary mages, controlled almost completely by their Avatars,
come topether for specific purposes and assignments, act on
them and part without noticing each other. These “freeform™
groups are rare, but devastaringly effective.

To illustrate: Elizabeth Diribb arrives in Union Starion
by train at the same time that a Sul‘rw.i}' from the F‘Eul:ﬂgﬂn
carries Sergeant Manuel Mendoza to his destination. Diribh
and Mendoza, unaware of each orher, head for the Greek
lunch counter where Tim Conners works as a dishwasher.

As a Syndicate executive and his entourage enters the
station, Conners flips out; to him, the Technos are soldiers
sent by the Commitree of Public Safety to take him back to
the final embrace of Madame la Guillotine. He mutters and
stirs up lightning to serike the scldiers. Mendora, for his
part, sees them as zombies and prays for his loa to lay them
to test. Dribb sees the Order of Reason come to take

Mistridge, decides that history will be different this time and
surmmons a dragon to devour the knights. Conners electro-
cuces three, Mendoza causes two heart arracks, and though

ahe dmpon disappears the instant it crosses the Gaunt ler,

ihn Paradox backlash destroys the executive. Dribb and
Mendkza o their separate ways without speaking to Conners
ﬂi’tﬂch other, but their Avatars have used their “hosts™

rs of telepathy to interrogate the Technocratic survi-

: m and plan their REXE meering.

Though "wcrktng units” consist of groups of three or

-Bfm rmages, capflus can work on abroad scale. Provided the

:"'watﬂr gri pe'-rmh nm&rsa:q,rs often enough, the “hive mind"
awm#d nd arrange meetings monchs in advance
5t th ]ﬂa hat. Because none of the members can

etra i uprwittingly) more than two or three others,

! mﬁes longer. Because Marauders drawn into

xes learn (unconsciously) from each other — they

_ #\‘mv lists and magick — the individuals prosper,

. Confluxes attract infiltracors, throwbacks, amnesiacs,

escapists, paranoids and other Mad Ones with relatively

subdued Quiets.

MNarurally, all things being mad ro begin with, there’s
no reason why a Marauder can't "belong” to ewo or three
groups at once, Mother Goose might work with Robert
Davenport, but that won't keep her from appearing along-
side Tim Conners or the demented cycle gang. The “fluid”
insanity of the Marauders allows them to be anywhere vou,
the Storyeeller, want them to be, doing whatever it is you
want them to do. Does a leaf ask the wind for direcrions?

Tactics

Aside from conventional weapons (Lzis, pipe bombs,
tear gas, big sticks with nails imbedded in them), spy-novel
tactics (infiltration, subversion, assassination ) and scraight-
forward magick, Marauders have two major, nigh-exclusive
aces to play against their enemies




* Paradox

Sane mages don't think of Paradox as a weapon, but
Marauders who know the basics of magick realize thar it is
aroal, Will-working even the simplest vulgar change in the
universe {turning a vampire into a lawnchair, for example)
within range of Nephandi or Technocrars on Earth brings
down the corrective wrath of the Consensus on the unsus-
pecting enemy. Elizabeth Dribb's dragon-summoning
magicks, for example, didn't accomplish anything in tradi-
tional terms. The Effect failed. However, the effort generated
considerable Paradox, which recoiled on the only
nonMarauder mage in the area: the Syndicate exec. This
attack form might be a little dangerous for those with low
Quier scores, but a truly Wyld and crazy guy with, say, a
rating of § is immune to 24 points of backlash. Techies
aren’t. This tactic is all the more effective in that it works
hest when the Marauder's roll botches. Go for those diffi-
culey 10 Effects and enjoy.

A Mad One who uses this attack form is inspiration for
characters to ally (temporarily) with Technocrars, If there's
one thing mages on both sides of the Precepts of Damian
can agree o, it's that Paradox is bad. Excessive backlash
can also create a Paradox Realm, sucking the characters in
even if they didn’t cause the Tapestry rip— not a bad thing
if the trip saves them from personal enemies.

e Zaoterrorism

Ztorerrorism, the Marauders' specialty weapon, is
even more fun to use (from your point of view, not the
plavers'). Marauders use cricters for every task under the
sun: Fighting (griffins), frighvening (hydras), mazs destruc-
tion (firebirds), riding (vales), companionship (yeri ), beasts
of burden (bonnacon), nightlights (ercinee), docrors
(chaladrii), lie detectors {chi-rin), spies (sapient jerboal,
Umbral transports (roc), statuaries (cockatrice) or what-
ever. A critter that is pracrically designed for a task 15 out
there somewhere, and a Marauder is all too wi lling to call
upon it to do his bidding.

Let your imagination run wild. Pull our your old my-
thology texes, besriaries (we recommend The Book of Beasts
by T.H. White), heraldry texts and The Arabian Nights.
Check out the section on designing Umbrood in Mage
{pages 235-239) and Bygones in Ascension’s Right Hand.
The rules for Marauder-summoned cricrers are the same as
for summoning any other spirit beasties. Horizon: Strong-
hold of Hope, The Book of Madness and the main
rulebook have ready-made stats for critters to be inserted
into your game. Naturally, controlling such beasties is more
difficult than summoning them, but most ziotermorists
know how to up]'_lruur_'h angry dmgl‘rh&. Those who don't
won't last lnng E'J'mug’]'l to learn.

Chapter Three: Behind the Scenes of the Ascension War 7
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Agencies

Although they"ve existed on the fringes of sanity since
the birth of civilization, Maravders have g.‘l?]‘l:r:x] MImen-
tumn in the modern world. They have even learned to work
together on a large scale in two specific cases.

The seed of Marauder organization, the Knights of St
Stephen, grew from cabal to Chantry to its current form as
the backbone of the Umbral Underground in roughly 600
years. The second large Marauder sect, the Bai Dai, has
hlossomed from conflux to Tellurian-spanning behemoth
in three years. (Well, seeds of the Bai Dai were planted as
early as 1939; it didn't achieve a hell of a lot until recently.)
Both groups recruit new members every day. The turnover
rate keeps numbers low, bur life expecrancy rises each year
A srrong leader could starr another big cult any day now, or
unite the two existing factions into a truly formidable force.

The Ombral Onderground

The UL.U. traces its roots back to Stephen of Warwick's
efforts to take creaturss like dragons, unicoms, chaladrii and
griffins from Earth (where they were dying) to Umbral Realms
ok ""f."l t":l:l"]l::ln:d hlfl !I:'l.l: I:.-}I'I.ll'.T LT‘.REHHI.'I‘TIIS I-l;‘.nr['nlnntrs. Thf'
group’s current “mission” 5 to find Marauders who have
Awakened on Earth and evacuare them to Realms beyond the
Herizon, There they may leamn to contrel themselves and
eventually retumn to fight on their home turf.

The common Mad Path was Awaken, cause chaos and
die a -E']nn-::m dearh. Thanks o the UL, the Mad Ones
have the foundations of a stable apprenticeship program.
rﬂaru.-' L-T'-lzilf‘i W.I-H" might .I-lﬁ'nrl'." I.i:H."(‘I 1‘||:;Ir|1r' pD“‘EIlESS i_n
another age are now capable, dangerous, well-trained foes
who make raids on Technocratic and Nephandic deep-
space strongholds.

h’{l.‘!'_‘“ l]f [h.l:' UU WAnt a refturn oy .‘iilll]_'!l!{_','l' ti_'lnﬁ_"ﬁ — a
more flexible Consensus, a thinner Gauntler — and feel
that the fewer Nl:l‘l]:'.-lﬁﬁi.i and Technocrats who EXISt, the
berter. Each member has some personal stake in bringing
halance back to the Ascension War, even if she can't
explain her desires in these terms. Generally, members
believe themselves to be ethical and moral people (what-
ever their kill counts might be), and jusrify their artacks on
these grounds rather than on their own geals and wishes.
ULU. forces try to attack only Technocrars and Mephandi,
avoiding causing harm to “civilians™ (Sleepers, cheir allies,
each other) whenever possible.

Motable divisions of the UL include:

* The Butcher Street Regulars {the lead cabal of
the planet-bound contingent), which recruits new cabals,
organizes Earthly Marauders for group attacks and finds out
as much as possible about the other factions in the war.

* The Men of Gotham — a group of half politicos
and half vigilantes based in Mew York City — which focuses
in parton the United Nations, the Syndicare and globocorps
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but also keeps a bloody finger on the pulse of the Sabbat in
the area.

# The Copper Dragoons which comprises three
allied cabals that are active in India.

* Anunnamed, small-but-growing nerwork thrives
throughout Spanish-speaking South America, and the BSR's
Seforita Abraxas is busy tracking members down and
recruiting them for the LILLL

* The White Lotus Women, betrer known as the
Shangri-La Ladies' Club, 2 largely Asian sorority {with a
few exceptions), isestablished firmly on the Horizon Realm
of the same name bur keeps chaprers open in its home
COUnLTies.

# The Force of Chaos, a hideously confusing
infantry fusion, keeps the U.LL acrive on the OOT of
Jupiter.

» The Numpa Kachpa (sniping MNagive ﬁ.mﬂﬁ:an
TO0CeTTOTISS who work on both sides of theﬁ.l.mtletitﬂxeﬁ
its name from the Bruhle Sioux Werd for "me“:tnkm.“l*ut
hasn't explained why.

* Al Borak, a Muslim mnamzarian- devored 1o
keeping holy places (Nodes ofall kinds) free ufcormﬁiun
{ Technocrats and Mephandi) watches cver: nﬂnh&m Ef
rica and the Medirerranean.

* The Fantastic Twenty-8ix, an Es.

nization with code names based on the Nﬁm ﬂﬂa‘ﬁ!

Phonetic Alphabet — Alpha, Bravo, Chaslis.

of Marauder-rescue effores) called’Harelet Tubman, the
Knights of St. Stephen or simply The Rajlroad gransports
members and Bygones between Earth and'w_hﬁy:md

Although the U.U. functions in a sortof it
iom, it would be a mistake to imagine that it
around a table discussing strategy; the few @ Vel
thar have leaked out of Marauder meetings makele :
to a “rational” person than does the quacking of a gaseg
geese. Nevertheless the Mad Ones, like geese, achieve
miraculous results. Masters of esoterica claim there are
discernible patterns in UL discourse, but it’s not some-
thing the players' characters are likely to decipher unless
you'd like them to....

The Bai Dai

The Bai Dai, the second large Marauder faction, doesn't
usually bother to rationalize what it does. Its goal is the
near-extermination of humanity ( particularly other mages)
as a direct effort to weaken the power of the Consensus.
Fewer people, less belief, less control for the Technocrats.
Logical, isn't it! Many “sick” Marauders — rhose with
psychoses like mepalomania, sociopathy or obsessions with
dearh — gravitate toward the Bai Dai, as the Echo does.

The topdogs of the Bai Daiaren't interested in training
their recruits; the top brass prefers to set prunts down

* Finally, the loosely connected Mw .

wherever they will do the most damage before clocking cur.
Bai Diai teams often telepore Marauders with Quiets of 8 or
9 directly into Technocratic establishments as living Para-
dox bombs., While an Umbral Underground zioterrorist
might draw the line at harming her animal allies, rhe
critter-minded Bai Dai don't hesitate — Bygones, consors,
Sleepers, Tradition mages and even other group members
are tools to be deployed for greatest tactical advantage. The
upper ranks are fairly stable; the lower riers have a high
casualty rate. The entire organization seethes with fresh
Mad Ones and enslaved Sleepers in a constant lust for
expanslon. If the leaders ever took care of their roops, the
Bai Dai's membership would explode.
Motable divisions include:

* The Hemlock Court, reputedly the base of
operations for the leader of the Bai Dai. The court resides in
a huge mansion on the east valley wall of Shangri-La.

= * The Fire of the Mahdi began last century as a
hc:thhfrman anticolonial cabal. Today the Fire is highly
ncthe in all forms of mass terrorism — forget hostages; this

m pu'n es for death in quanticy.

fi » The Maenads follow their historical namesakes
in drunken murderous rampages across three continents.
Tln' members of this conflux — primarily “subservient”
| Women from pmt‘l:-h‘tl’ulmr.mtu.b — make their ways back
h.'dﬂc after each raid, amfiesic and accepting of their

ot .until the mood fof mtrder strikes them again

s Pla Chh. the “Broken Army Qt.-:r FOAMS
Chiga seeking put officials of the People’s Government.
Th 1_.: %‘l‘f took its name from Taoist astrology,
e labe by appropriate: More than half the members
gd In' the military and some now wear their

ot 'milmrnrh the star patch ripped apart.
:' ’“Jtﬂ The Seven Bowls, a Christian extremist group,

genitor bases and first-world military installations

¥in search of plagues and chemicals to use against Sleepers.

# The Flowers of Camaxtli, another religious
cult, is a remarkably long-lived fusion devored to the Aztec
god of war and fire. Followers don't survive very long, but
the sect finds converts easily. Centered in Chichen leza, the
group sucks in tourists and residents alike. (Japanese Azrecs
with cameras and bonfires! ) These last Marauders look as
bizarre as they act.

“We're AllMad Here”

"What T was going to say,” said the Dodo in an offended
tone, “was, that the best thing to get us dry would be a Caucus-
roce."”

— Lewis Carroll, Alice's Adventures in Wonderland

Polities among the Mad isa contraction in terms — the
naturally chaotic Marauders don't hold conclaves, debates,
hierarchies or much of anything else for that marter. Some-
times they understand each other, bur most times they
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don't even realize that their kind exist. 4 mage who
declares “I'm a Marauder!” is a liar, a moron or a low-Quier
Mad One in an unusually lucid moment. More than likely,
he's the first or second of those three.

At present, the only true point of contention among
Marauders is a question of ethics. Some Chaos Mages believe
in {or couldn't care less about) the wholesale slaughrer of
mundanes (following the theory that the fewer people who
create the Consensus, the easier it will be to change it). Others
try -t use more diplomatic and humane methods o alter
reality. But because all Marauders, regardless of method, are
really working toward the same thing, and because their
{largely Primordial and Dynamic) Avatars don't necessarily
give a tinker's damn whether any Sleeper lives or dies, the
facrions rarely come to blows owver the marter.

Influence

When mortals meer the Mad, individuality rules. A
single Mad One may own three corporacions, two chariries
and apolice precinet; another may not have pants tocall his
own. The Mad don't so much influence the mortal worldas
much as they spin it on its axis. The more ordered some-
thing is, the more acrive the Marauders seem to become, As
the world grows more complex, the incidence of mapesor
maortals “going Marauder” seems to increase.

| \

they don't live long enough to accumulate bar tabs,leg ahnu,
Sleeper contacts. If any ties or wealth remain aﬁ:ut apersan
goes stark-raving buggo, that Marauder might be able’u;-ctmg
to the pieces of his old life. What he does with these piecis #
depends on him — and on the needs of your story. Whilethe
Cymamic Dynamos do pick up occasional COTSOTE, qﬁcpnm
isn't always friendly. Though some Sleepers ]ﬂl:l'.‘, the Wﬂd

e :g_

Ones willingly, most "sidekicks” get swepr along in the tide of
madness, becoming near-slaves in the process. (See the origin
of “Annie” in Ascension’s Right Hand, pages 30 and 112, if
youdon't believe it.) Few Marauders understand what they do
to Sleepers; to them, consors are company, necessary props in
a delusional reality. But, like props, consoms often break if
abused. Most end their days in Paradox explosions, asylums or
in hails of gunfire or dragon breath.

When the Mad Ones make willing friends, those allies
come from the fringes of society — they're criminals,
vagrants, social workers, starving artists, loners and even
normal people with good, eld-time virtues like charity or
compassion. Since these kinds of people deviate from the
Technocracy's vision anyway, they unwittingly help them-
selves when they aid the Marauders. (All right, maybe
that's not quite fair, but chis is the anti- Techie section of the
book.) More often than not, however, the Mad ally them-
selves with odd crearures — Bygones, Umbrood, magickally
animated furniture or their minds' own creations, hrought
tolife"” by the crazy power of the madmen.

Crossover Potential

Working as they do on the Wyld side of the fence,
Marauders make worthy allies of the Changing Breeds. One
_~Black Fury pack runs with the arch-Marauder Medea, while

Most Marauders make do without friends or mﬂu::nct— J ohany Gore the Corax hangs with the Umbral Under-

ground; Malkavian vampires seem t be appropriate
compapions for some crazies, while Black Spiral Dancers
seemimore appropriate for the murderous Bai Dai. Ghosts
cafid faeies fit well into most Marauderworldviews; the Mad
hawe pretey law Banality ratings, which makes them cool in
cl-.:a._ngttliﬁ;gn'rcles. Even so, it's worth noting that Maraud-
ery are unstahle allies, even for other mad folk.

aphandl

The whole world singing the sa'm.t hﬂpp‘\' e
Something so low even hound dags can croon,
To insanity

— Richard Thompson, “Bank Vault in
Heaven"

Lows di Alessandvo surveyed the coffee-
W henese with a slight froun. It was well-lic, and he
M fcnew that the brightness of a café was proportion-
ally opposite to the quality of the coffee it served.
He ook a cautious sip from the steaming cup of espresso before
ham and grimaced. It was as had as he'd anticipated,

He was saved from talang a second sip by the arrival of his
[1:30 appoingment (di Alessemdro's eyes shid to his watch
automatically: 11:42. This one was both late and sloppy) . The
boy who stid mto the booth mumbling apologies and excuses. D
Alessandro waved him 1o silence and [ooked him wp and down,
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The mageé didn’t look like much: sallow, mid-20s, dressed in the
de figeur black of the Hollow Ones. A silver ankh swung from
a leather cord at his neck, and his nose ving was wastefully thin

Di Alessandro took another sip of coffee to hide his disgust.

“I really shouldn't be heve,” the child began.

“Shush.” i Alessandro put the coffee cup down with a
clank. “You are here, Alaric. Can I get you something to drink?
Na? Well then, perhaps I can get you something else,”

“Really, I just came to tell you that I've thought it over and I'm
notinterested. " Alaric looked defiane, butawith his kind | & Alessandro
kmeww, that was just another way of saying “frightened.”

"Now Alaric, you're just being contrary. I can do quite a
bit o help you, and the price is right, is it not? " Mentally sighing,
di Alessandyo tried his best to projece calm. "Look, I've knoun
youd for how lemg?"

"Tawo weeks. "




“Oheay, two weeks., But that doesn't mater. Whar does
matter is that ['ve seen the way the others treat you. ['ve seen
how they look at you as second elass. You showldn't have to put
wp with that crap.”

“Thaose are my friends you're talking abour!”

“Sure, sure,” di Alessandra's voice was soothing, "It you
still feel like yowdon't quite belong, don’t you? You want to show
them that you're worthy. " Almost unswillingly, the boy nodded,
Inwardly, di Alessandro smiled. This was going to be easier than
he'd thowught. “Well, | have juse the thing.” His face stll a mask
of concern, he reached into his pocker and pulled our what looked
to be the mother of all marbles, a smolky glass sphere three inches
in digmeter. Dimly glimpsed shapes moved within its depths.

"What is i7" Alaric [eaned forward for a closer [ook.

"It's @ Poradox enter. With this on you, you'll be able to
kick oue the jams and impress your friends. You'll probably even
be able to rescue them ence or twice, and the best thing is, with
this thing's help you can get as vulgar as you want, and absolurely
nothing will happen to you.”

“Nothing?!"

“MNothing."”

“But,” Alaric stammered, even as he reached for the globe,
“why are you doing this for me!”

Di Alessandro appeared to muse the question over and
leaned forward with a smile. “Because, Alaric, T like you,
Becawse youremind me of me, a long time ago, and [ want to give
ou the help that [ never got. And, because | already have one.”

“Oh." A pawse. "Thank you.” Alaric hastily stuffed the
sphere in hispocket, then scuttled outinto the night, Di Alessandro
shook his head. It had been too easy. The thing he'd given the
boy, while it did devowr something, it cevtamly didn't feed on
Paradox. When the chings the sphere contained broke frea, they
woneld forever taint Alaric's reputation with his “friends” and he
woteld have only one place 1o nern: back to di Alessandro, and
the things i his sphere.

Deespite the lowsy espresso, the barabbi found himself grinning,
and he settled hack 1o wait for hisnext customer. “WNothinglike loving
youer work,” he said to no one in particular, and drank deeply.

Ecstasy of the Fall

Consider the lowly virus. Barely even considered to be
alive, it somehow manages to worm its way past the defenses
of a given cell (and even that cell dwarfs our little virus, let
alone the organism of which that cell is an infinitesimal
part) and inserts irself in the genetic machinery of the cell's
nucleus. That's when interesting things start to happen.
The cell, infected by the tiny virus, starts churning out
copies of the virus. The cell is corrupred, and in its corrup-
tion serves the will of its corruprer. Then, when ithas given
its all, che cell dies and its bastard cuckoo children, the
other viruses, are loosed upan all of the other cells in the
body. Evenmually the body itself becomes c wrupted and
dies. Every cell dies, even as the greater whole does. And
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our plucky little virus? Well, it dies too, but wich a job well-
done and no senrience to speak of, it doesn't much care,

Consider the Nephandi. They're the viruses in the
body of Creation, and the rest of the Awakened communiry
is the cell they prey on.

To think of the Nephandi as evil “just because” is to
shortchange them immensely. While the goals of the Fallen
might seem less admirable to us than, say, the eco-friendly
agenda espoused by the Dreamspeakers, that doesn’t mean
the Nephandi's goals can be dismissed our of hand as
unimporcant or peripheral. Afrerall, the end of the universe
will involve everyone.

Ini the short term, most Nephandi consider themselves
in service to a greater, primal power — perhaps one that
predates the so-called Pure Omes or Prime. To them, i
makes eminent sense to worship these first powers, o do
their bidding and serve their whims. Afterall, in some sense
one can see them as the oripinal owners of the universe. On
a more profound level, however, the Nephandi seek to aid
and abet the end of everything. Creation has had its run,
and now, by the will of those Things that preceded Cre-
ation, it must die. Some Nephandi view this goal as the
mercy killing of a suffering reality; others see their acrions
as a destruction test. (“If the Universe can survive what
we'te going to do to it, then it deserves to. If it can't, then
it deserves to die.”) Regardless, all Nephandi have the same
ultimate goal: to serve the will of the Others and, by doing
sa, to bring about the end of everything.

This is not to say that Nephandi are right or nice, even
thnugh thl:"r' can be ].‘JIE;I.\;.ianr_, ap:alggc[i: OF €VEn persua-
sively charming. (If you find yourself agreeing with the
Nephandi viewpoint as this chapter proceeds, the author
takes it as high praise of his skills and recommends thar Yol
seek professional psychiatric help.) In the end, Nephandi
are those souls who believe in and actively seck to spread
corruption — and they enjoy their work. They don't want
to rule the world, they want to end it, and all of realicy with
it. The Technocracy may wish to recreate rhe world in its
sterile image, but at least ar the end of the process there
would-be a world left. The Traditions may squabble among
themselves, but they squabble about what to do with the
world — nor how best to destroy it. The Marauders may be
mad, but destruction is incidental to their artempts to
create a more comfortable reality for themselves. The
Nephandi, by doing the will of their Dark Masters, would
destroy all — and they're cheerfully callous about it

Tao you, the Storyteller, the Fallen provide a chance o
tempt, challenge or possibly destroy your players’ mages. It's
fun to play the bad guys, and they don’t get much badder
than these servants of cormuption, Unlike vampires who
whine about their “Beast Within," or pathetic Wym-
tainted fomori pawns, the Nephandi embrace what theyare
with gusto and purpose. There's a philosophical point to
theirevil, and T|1t“.-’ defend it whi ||eht.-;-u1a:r.ll-,-. A Nephauduﬁ




chooses what he becomes, and the barter of a soul is not
something done lightly. The Nephandi are the dark reflec-
. tions of the magickal Path, symbols of what can happen
when a mage jumps headlong into the Abyss. Make them

seducrive, frightening, mysterious and lethal. The one
thing these guys are not is boring.

Drawing Down the Dark

l|]"| eSsEmce [!'IE NEFI]"lﬂnd'i Aare ‘I:.l-H.. F.I-lHill:\'i\"r' h'il.it' |.|{ [j“:'
Ascension War, Whether born with a Mephandus soul
{wadderslainee} or corrupted in the service of one of the other
factions (barabbi), the ranks of the Nephandi consist of
those workers of magick who have given themselves, heart
and especially soul, to the service of utterly inhuman
Things. (For details, see The Book of Madness, Chaprers
Oine and Four.)

Ohutsiders divide the Nephandi into three sects, classi-
fying them by their objects of worship. Unsurprisingly,
these divisions are artificial and often incorrect, but serve
as a rough guide for the uninitiated. Demon-worshipping
Infernalists work for the pleasure of Demon Lords. These
MNephandi hew closely to the traditional image of the
antisocial occultist, Scranger still are the Malfeans, those
Mephandi who have given themselves over to the worship
of the aspect of the Triat called the Wyrm. These mages
share in the corruption enjoyed by the Black Spiral Dancer
werewolves, and work toward active destruction. Finally

. there are those who worship the Things in the Outer Dark.
These last are perhaps the truest Nephandi of them all.

Thehierarchy of taw power is the only organization the
Nephandi know. Those with the most magickal power,
cunning and ruthlessness claw their way closer to the
exalted Lords in the Dark, while those less fortunarte,
experienced or F-cm'crﬂ:l are lefr in lesser ranks. Theoreti-
cally, marching orders come from one of the Entities that
the Nephandi worship, down through the Gilledians and
their associated prelari o the adsinistrati, Shayrans and
pawns in the field. [t rarely works that way in pracrice. Even
as the vanous Dark Lords contend against one another in
the Infernal Realms and the Ourer Dark, so too do their
servants jockey for position in and around Earth. Orders

can be lost, assignments can be altered and political oppo-
nents can be betrayed — the variations are practically
infinite. However, it doesn'tappear as if the Dack Lords care
abour this corruption of 1 he letter of their purpose, so long
as the end result sacisfies the Damned.

What'sin a Name?

Scholars have :1rgu:.-nl over the origins of the name

“Nephandi” for quite some time. The “ph" would indicare

Cireek origin, but the “nd” conjunction of letters implies

the Latin gerund form. To confuse matters further, the only

. 1:51,'!]3;:];|gi¢;1'| reference that might even be vapuely con-
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nected with those who serve the Outer Darknessisthe story [ 5 T
of the “Nephilim," the gigantic sons of mortal women and 9 :
angels mentioned briefly in the Old Testament. At the
moment the best guess has it that early Nephandi in the
Middle East may have claimed tohave been children of the
Other Things; by the time the story made its way to the
Greek-speaking ciries of Asia Minor, the Fallen Ones had
been thoroughly confused with the mythological giants. It
only makes sense that the name would be confused as well.

Soldiers of Nightmare

Awthority among the Nephandi rests with the ability
to back up words — and nothing else; “official” rank is less
important than magickal power and cunning. However,
50IME AMong the Nepham‘]i feel that they must mainrain
appearances and have devised a loose system of rank into
which they slot all of their compatriots, The lower a
Nephandus is on the totem pole, the more important he
thinks rank is; more experienced Fallen use their titles only
to cow their inferiors.

1927 \

* Pawns {un-Awakened): Ranging from cultists 1o
rent-a-thugs, pawns are in it for the money, promise of
power or the thrill of inevirable violence. Few pawns know
whar they actually work for, and few except K'llasshaa
cultists even care. Any adsinistratus worth his sale has easy
access to a small horde of un-Awakened pawns, who run
errands, serve as muscle and occasionally cover hasty es-
capes. Body Count ( Ascension’s Right Hand) is a typically
nasty example of a mortal pawn.

* Pawns (Awakened): Mages from other factions (or
better yer, mages without any affiliations to protect them)
make excellent pawns for the Fallen Ones. The irony is that
most sorcerers who fall under this designation don't think
it applies to them. Most Awakened pawns dwell in a state
of advanced denial, thinking that they can go back to their
friends whenever they want. However, rhis denial can
provoke farally dangerous whiplash; calling a pawn out on
her new affiliation mighr lead her o a murderous response.
(Check out the poor fool in this section’s prolopue tosee the
first stages of such delusion. )

Mages harte facing Awakened pawns in combat, and
with good reason. These poor fools seem sorry for what
they've become, and that hint of remorse can cause an
opponent to pause just long enough.... Awakened pawns
are almost always irredeemable, but every so often a Tradi-
tion mage thinks thar this time will be different — and gers
a face full of Entropy as firting reward for his compassion.
These tragic souls are the bearers of their own damnarion,
and make firring players for emotional dramas laced with
strychnine.

* Shaytans: The Fallen version of SWAT troopers,
Shaytans describe their profession as “killin' thangs.” They
refer to seducers as "“administrati,” and cordially loache
rules-mongers wherever they find them. There's more 1o
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the descroyers, however, than cute nicknames and bad
artitudes; Shaytans are deadly combart effectives who have
both magickal and conventional training. Many of them
are lictle more than living weapons, honed in the Laby-
rinths and placed in the hands of an adsinistratus to do with
as he wills. When you want heavy artillery, 8 Shayran is the
right tool for the job — nasty. remorseless and gleefully
devored to utter destruction,

e Adsinistratiz The salesmen of the Abyss, adsinistran
make damnation seem attractive. The best of them can
convince devout Technocrars to walk smiling into Hell.
Fortunately, seducers this good are few and far berween. As
adsinistratus service involves a lot of field work, there's a
high turnover rate in the profession. Few adsinistrati sur-
vive a year on the job; those who do, however, are among
the most dangerous mages alive. (See Jodi Blake in The
Book of Madness, The Book of Shadows and Hidden
Lore.}

Few mages ever meet a Mephandus more powerful than
an adsinistratus. Generally, that’s more than enough, While

adsinistrati can reach Gilledian heights of power, the ma- |

jority of them rely on their wits and winning personalities
as much as their magickal skills. Still, underestimating an
adsinistratus is a sure way to get yourself killed.

An adsinistratus never initiates conflict undess her
back is to the wall. Afer all, the point is to spread degtruc- | fhowever, wait beyond the Horizon, dragging Void Engineers
iLand Ethernauts into their bleeding edens,

tion, not to be destroyed. Even with one foot in the grave,
an adsinistrarus artempts to sell her killers on the gospel pf
the void. In all cases, adsinistrati are unfailingly polite,
attractive and persuasive — until someone crossgs ﬁ'mm,
Then, whatever formidable powers they pmsena are uu»
leashed withour mercy or reservation. 3

# Prelati: The eves and hands of the Gilledians, the
prelati roam the Tapestry doing the will of their Ma&m
and gerting in a little recreation on the side. Powerful but
not ostentatious, a prelati hangs back and letg orhery take
the rigks, unveiling only as much of his porential as agiver
situarion demands. Particularly sensitive margers can-de-
mand the attention of a prelati; even then, the so-called
“sentinels” assemble teams of Shaytans and adsinistrati and
send them in to do the dirty work. There have been perhaps
a dozen cases in the past 30 years when prelati actually got
involved in fieldwork firsthand, but each rime the repercus-
sions of the evenrs echoed for a decade afterward.

Most prelati travel alone, but any of them can summon
help almost instantly. Demons wait at their beck and call.
Sentinels also maineain ties across the mortal and Awak-
ened worlds, where vampires, shapeshifters, spirits and dark
fac await their commands. These pawns rarely know whom
or what they serve; the command to kill is issued and many
of them follow it withour hesitation. Prelati make allies
{none dare call them “friends"} across the spectrum, often
Visiting their contacts in other, more plea.x'i.ug forms.
Archmages themselves are often corrupred in body as well
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as mind by the time they reach this rank: the deformed
archmage Yaqub al-Thlisi ( The Book of Madness) indicares
the horrors that these dark masters become.

¢ Gilledians: According to unofficial sources, there
are eight living Gilledians, including four dead ones who
have bound their souls ro their rotring bodies, and one who
is neither alive nor dead, but who seems to have achieved
an existence ourside of time. Old, powerful and insanely
paranoid, these elder barabhi almost never leave their places
of power. The reason for this is fear: Each Gilledian dwells
in constant terror of assassination by one of his rivals and
sees potential craps in every inch of reality outside his own
walls, On the excecdingly rare occasions when another
Nephandus must deal with a Gilledian, the outsider is
bound and brought to the master's home. Generally,
Gilledians work r.hr-:‘:lugl"l their servants; not one N ephandus
i 2 hundred has actually met a Gilledian.

While they're not afraid of using their powers, Gilledians
fesar Paradox intensely; thus, they've grown exceedingly subtle
in'their Arts. More than one Nephandus has compared the
behavior of the Gilledians to that of certain vampires who,
ha-.-‘i.ng lived lrmg em‘mg]& o have tasted immortality, fear
losingg it that much more. Galarius, master of Drachus Vachor,

._andthe fearsome Jade Demon (both in The Book of Chantries)

are maderately powerful Gilledians, The worst of their kind,

/= Aswadim: The bodhisattvas of the void. Teachers and
sages, the aswadim prefer to interfere with mages' magickal

Hevelopment rather than tamper with their day-to-day affairs.

A asyadmever announces himself as such. He merely finds a

Ypway to get close to a promising Nephandos and takes the

studenrunder his wing. When he feels the student has learned

“enongh, theaswad vanishes, rarely (if ever) speaking to his

Ygrudent again. Occasionally the aswad may take it upon

Kimself ro extricate his student from a particularly dangerous
situation. The student who relies on this sort of rescue,
hoseever, sn't long for the world, Most aswadim prefer to let
their students fend for themselves; a student who constantly
nieeds assistance, they reason, isn't worth teaching.

Aswadim tend to be quiet, subtle folk, Although the
occasional dark miracle might manifest nearby, the Fallen
One himself prefers to appear unassurning and keep his power
in reserve. Second-guessing such cormuprers is damned near
impossible because aswadim rarely tip their hands with vulgar
magick. They let the world speak for them: winds rise, plants
whither and shadows lengthen when an aswad is near. Such
sorcerers deny that there's anything Nephandic about them.
Their purpose is to open the way to the Dark Reflections Path,
not to ndulge in petty fighting or displays.

Action Units

The Nephandi send a wide variery of unit types into the
field. The composition of any given strike team depends,

9
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obviously, on the nature of the team’s mission; sending a gang
of pawns to assassinare 8 Chantry head is a waste of good
cannon fodder, while putting a full strike team on the case of
a pesky mortal is overkill. Evil does not mean tactically inept.

The basic self-sufficient field unit consists of pawns (un-
Awakened, of course) who may or may not know what they're
actually doing, herded alony by a pair of Shaytans and a single
adsinistratus, The pawns hound the team’s target inm the
open, whereupon the Shaytans pick up the chase and, hope-
fully, finish it. The commanding adsinistratus rarely, if ever,
gets involved directly, but may take an active hand in marters
if it looks like the Shayrans are in trouble,

The size of strike teams varies. The largest in recent
history (working undercover as a street gang in west Philadel-
phia) consisted of over 40 un- Awakened pawns, nine Shaytans,
no fewer than three adsinistrati with overlapping responsibili-
tiesand asingle prelati. Why such an intense concentration of
force was necessary remains unclear, but the series of bizare
incidents (the exposure of a thriving mail-order business in
human remains, a fire that devastared over 130 houses, the
discovery of a pair of “house of hormors"-style murder sites) in
the Philadelphia area following the deployment of this seeike
team indicates that ie was hard at work on something.

While pawns are expendable, Shaytans and adsinisteatic
are not. Every strike ream keeps a backdoor open — a grolipof 3
“wopen warfare, they'll gleefully kidnap a promising subject
- and drag him home for “playtime.” Orphans and Tradition

local pawns who can cover an escape. Such “safery valves®
remain ignorant of their purpose until the Fallen come galling.
Basicstrike reams poarmed ro the teeth with borh eldritch

and conventional weaponry; a bullet to the brain kills ag surely
as an Entropy-induced embolism, and withour ‘the dsk of

Paradox. In special cases, strike teams request mﬂﬂ&i allies:

from their Masters, allies which can best be described ae things.
Often literally indescribable (or at least foul), these thingsare

deadly in combat, gamering as much advantape from their

hideous appearance as from their claws, tentacles-or ather
weaponry. On the down side, these “living” weapons-wénd two
invoke heavy Paradox backlash. In situations thar demand
heawvy artillery, most strike reams will take that risk.

It's rare for more than two strike teams to wotkin a

given city at a given time. Strike teams often steer clear of

one another's operations by unspoken agreement.

Recruiting: The Price of a Soul

Becruiting is a labor of love for the Nephandi. Even a
failed recruitment, one in which the “prospect” dies, is a
victory: that's one fewer mage in the field, one more corpse
o scare the enemy. Most recruit ing is done by adsiniscrari,
though tactics vary from seducer to seducer. Very few
recruiters bear active marks of their service; the Mephandi
understand the importance of packaging.

Mephandi almost universally reserve the stereotypical,
“loin us and you'll receive power beyond your wildest
dreams!" sales pllch for Sle:ptn, maost of whom end U as
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guards, runners or bagmen. Such martals {many of whom
dabbled in home-grown Satanism or some other form of
pseudomystical quackery before arrracting dark attencion)
spend their entire service eaperly anticipating the moment
when some Dark Overlord or other will grant them cosmie
power, thus enabling them to take over the world. Most of
these idiors aren't bright enough to spot the logical fallacies
il this pipe dream of power (#1: If the Cuter Things are
omnipetent, why do they need henchmen?; and #2: If the
Other Things are coming to reclaim the world, does anyone
think they'll share?), and so are willing to wait years for their
“just rewards.” Self-blinded by dreams of power, these
henchmen gladly perform the most depraved acts imagin-
able, all in hopes of a reward thar will never come. Few of
them ever rise above being cannon fodder — or demon
fodder, for that marter. The K'llasshaa favor the “Be badder
than bad" approach more than the other factions do. Hey,
it works: These demented Fallen claim a nearly endless
supply of cultists willing to follow even the most suicidal
commands without question.,

True mages (or even hedge wizards) rarely fall for this
norgense; they already have power and know its price. The
Nephandi reserve a pair of more involved approaches for
these advanced souls. The first is brutally direct — essen-
tially & case of “Join us or die.” While most Fallen avoid

mysticks are favored targets for snatch-and-grabs; Maraud-
ers tgnd o be too volatile and Technocrars too well-guarded
for thigapproach to work well,

* Mages withour close companions wind up in the Pits.
Once the targer has been secured, the rECTULting team goes
to work with tools both physical and magickal. According

10 those rarg escapees of this sort of recruiting, the tech-
“miques used dre nothing short of abominable: Fingers are

chiewead off and then forcibly regrown through perverse Life
magigk, only fo be removed again; scurtling parasites are
insérted into sgreaming victims who are then forced ta
watch the creatures' progress. In one memorable case, a
mage was irmmobilized as his own fingernails were made to
grow dt a visible pace toward his eyes.

Eventually even the most hardened soul arrives ar one
of two states: he cracks and joins the Nephandi in order 1o
make the torture end, or he dies. Entertaining as it may be,
this “enticement” isn't particularly effective. Most pain-
convertsdie in the Cauls before their Rebirths are complete.

Experienced mages are usually difficulr 1o abduct. In
these cases a seducer gives his target enough rope to hang
herself — and then reels in the compse. An adsinistratus
going after a powerful mage never reveals his true affilia-
tion. Rather, he sets asubtle trap, a promise or appeal to the
subject's better nature, insecurity or ideals. He baits a tasty
hook {often with his own bady), dangles it in front of the
“fish" and wairs for a bite. Few tempters have to wait long.




If carnaliry doesn't work, the tempter offers up esoreric
knowledge, batters the subject’s faith or raises disturbing
questions with nasty answers. If all else seems to fail, the
tempter offers aid against some greater threar and then
either collects on his markers or spreads the word around.
Onee the walls have begun to fall, the convert has no place
else to tum and the Nephandus reels in his prize. This is the
most effective form of recruiting. The subject joins of her

own free will,

Wars in the Out Side

When not sertled with a serrated knife in che back or
some suitably esoteric display of Entropy magicks, disputes
among the Mephandi are brought to court for the Mephandi
equivalent of litigarion. The court in guestion can be found
in one of the Labyrinths, usually the one with che most ties
to the strongest party involved. Courts are formal occa-
sions, halfbloodspore and half pantomime, with the highest
ranking prelati or {in rare instances) Gilledian present
presiding over the affair. Depending on the whim of the
presiding judge there may or may not be evidence or a jury,
and torrure may or may not be wsed on any and all parties,
Trials by combat, fire or Umbrood are common {if a bit
jejune at this point ), and divinations as o the truth of the
matter may be read in the entrails of innocent bystanders.
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This isn'tto say that the verdict of a court is binding,
merely entertaining. Court is often an excuse for a carnival,
with dancers, jugglers and more perverse entertainers 1o
amuse the crowd (and jury). Indeed, some Nephandi set up
court appearances for themselves just so they can make a
hF'l l:'l.':I'l in []'I'E 'il.lL'lu.] “'.l:'l.] f] UIE r;."l(_" Li_'ll'l"r']'l_nth"-

81




NN

\wal

Rumored Tactics

My spirie white as lighming

Would on my ravels guide me

The moon would quake and the stars would shake

Whenever they espied me

— Breeleye Span, "Boys of Bedlam”

Drageing the whole of Creation down to rotted corrup-
tion isn't something that you accomplish overnight. The
ultimate victory of the MNephandi’s masters must come
instead as a result of millions of tiny operations, each of
which brings etemity one step closer to crashing down.

* Stalking Horse — The Nephandi don't care about
being subtle with humans; it's reality that they have to WOTTY
about offending (for the moment). As a result, a favorite ractie
involves terrifying or bribing prominent Sleepers (especially
politicians and entrepreneurs) into working for the Diark Lords. |
These high-ranking pawns follow orders from Below, taking
actions so inflammatory as to flush the local Tradition mages
out. Major land purchases are always good for gegtidg |
Dreamspeakers ina huff, while lc:hhyrmgfﬁrwramtcsnnﬂbpcdn— |
iry, lifestyle or drugs usually lures Choristers, Cultisgs ind
Verbena into the public arena. While the Tradition, migesg
attempt to deal with things subtly, they're easy prey for Sh#nwﬂ

to devote more and more of their energies to keeping 4 lid
things. Manipulation of pawns can also reveal the prege %"
Technocrats, who may come into the field to find cur wigy iz.ej,r ’
bought politicians or businessmen aren't bought gt e

» Keeping the Pot Boiling — An alliance of T'del
racyand Tradition mages banished the majority of thed
a half century ago, and the Fallen Ones haven's for
They now delight in stirring up oouble be I
factions. A barabbi or rwo will usually inHll:mﬂc sach sl
given city, handing over informartion on the Er*fm'.j: f
ness that's too good to resist. Murually d:psl:ﬂutwe s
result, leaving both sides desperate for help. This, of coule;ihe
barabbi are only too happy tw supply. The r&;.a:lrl of €vents..
escalates from there. If a temporary muce ever threatens, a
rime-honored rechnique involves each mole “outing” the
Mephandus on the other side, giving her putative allies all the
mere incentive to renew the fighting.

* Turf Wars — There's always good fun to be had in
inciting the local supematural population. Vampires and
werewolves never need an excuse to be paranoid, so providing
them with one simply increases the entertainment. In cases like
this, a Mephandus kills a few innocent bystanders (if he's really
feeling vicious, he establishes a “pattern™ ro his acts) and alrers
the compses somehow by using magick. Favorite “rricks” involve
mutilations, spontaneous cancers and cracking corpses’ bones
and draining their marrow from inside. Once the Nephandus'
pawnsscatter the bodies throughout hiscity (using Time magicks
to diffuse any reading someone might get on time of death), it's
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only a matter of time before the local supemarurals ger wind of
this new, unknown threar. Vampires get jumpy, blame one
another and go for each others’ throats. As any vampire worth
hissalt has his fingers on a dozen or so mortals, these humans also
get caught up in che conflict, leading o riots, murders and ether
civic disturbances. While all of this shakes downy, the local
Garou go on the warpath. Chaos, terror and bloodshed inevita-
bly ensue, all to the benefit of the Nephandus' masters.

* Dream a Little Dream — Open confrontation is not
and never has been the Nephandi's style. They prefer to
attack only when the overwhelming advantage of numbers
is on their side. When the odds go against them, the Fallen
harry their targets from a distance, weakening them slowly
until they fall from atericion.

Direams are wonderful staging grounds for this kind of

tassault. A steady flow of nightmares piped into the victim's

subconscious disrupts her sleep patterns, makes her nervous
and irritable, and often leads to fatal mistakes. And then
thete's the tactical advantage gained when a Nephandus
{ stiidies his foe from a distance: By provoking a victim in her
dréprs and watching how she reacts, a smart Nephandus
can gauge how she'll act when the nightmares become real.

L Faces in the Shadows

hit teams. The more the Tradition mages try to keep "PM ?;__
unider wraps, the wilder the Shaytans get, forcing the defgnders |

There are many ways ro serve the Lords of the Qurer
rkness. While most Mephandi could quaintly be labeled
sdfeswmr\ at least when it comes to the business of
chrruption, some band together into groups to pool their
I:Hl']‘un,ﬁ._ QOtthers prefer the “easier” duties of taking orders
.md grmrlmt& toward sects that fulfill a need for command.

_*}lee K llasshaa
m/*‘*

ﬁthg owling Void create cults like the Flaming Brand
_'%tﬁh. the Wailing Darkness and The Order of the
d

The-demented K'llasshaa turn their service to the
utar'.l"mngmtuanuvcture ofart, religion and insaniry. By
rebellious and/or disturbed Sleepers, these minions

en Pyramid. Within these midnight sects, the mad-
/desrafthe Fallenurge cheirfollowers to“devations” wherein
torture, self-mutilation, orgies and blasphemy are just appe-
tizers. Rich in resources, pawns and intimidation, the
K'llasshaa promote an apocalypric gospel in which the
Hungry Void awaits its final act — the impending dearh of
the universe. K'llasshaa commit the foulest aces of deprav-
ity with the greatest reverence in the unspeakable names of
their unspeakable deities. Serial killings, messages written
in blood, severed body parts sent through the mail, church
and synagogue vandalism, particularly gory rapes and mur-
ders— all are acts of worship to members of the K'llasshhaa.

An inductee into the K'llasshhaa must make his con-
version as spectacular and as public as possible. The act of
initiation must also serve as a renunciation of all that the
mage stood for in his previous existence, leaving no doube
as to whete the mage stands now. Betrayals of friends and




loved ones, desecration of Nodes and holy sites, sadistic
violations of innocent bystanders — all of these pur the
stampof legitimacy on a mage'sconversion to the K'llasshhaa

=

Malfeans

Regarded with some suspicion by the rest of the Nephandi,
the Malfeans {not to be confused with the Spectres of the same
name ) are Fallen Ones who pledge their devotion and service
to the Wyrm. These mapes work toward the end of everything,
seeing license to rend, destroy and annihilate in the Wyrm.
While many Malfeans tend to overintellectualize this alliance
with the Wyrm (“We don'tactually believe in the existence of
a giant annelid nibbling on all of creation, Desmond — the
notion of Wyrm is just a linguistic conseruct created by the oral
tradition of those quamt Garou to mask the active entropic
principle which will lead, sooner rather than larer, to the heat-
death of the universe."), they do pledge theirsouls to something
on Malfeas (see Book of the Wyrm, Chaprer Three), often
walking the Black Spiral itself to affirm the depth of their
COMIMICMEnt.

Even ather Nephandi regard Malfeans as somewhar. . .off.
These corrupters who spawn fomaori in their Labyninths and
work within Pentex itself prefer the company of Black '_"x|:|l:|al
werewolves and shambling half-men to that of other mysticks,
Nephandi who have endured trips to the Underworld comment
that Malfean Chantries resemble the greater Labyrinth in the
Dead Worlds, while those who've danced the Malfean Spiral
remark (if and when they stop gibbering) on the similarities
among all three places. Though all Nephandi can be seen as
Primordial souls, the ones who pass li'l.ruugh the Spiral Gate
seem to be in touch with something more elemental than
anyone iswilling to imagine. This, ascan be imagined, unnerves
even the most hellbound Nephandi. A Demon Lord is more
accessible — and perhaps more merciful — than raw infinicy,

Infernal Cults

Converes to the cause of those selfsame Demon Lords,
these Fallen mortgage their souls 1o evil spirits in return for
a berter place in Hell. To these Mephandi, Creation is
damned from the outset, so one might as well get as good a
seat as possible. More corruprers than destrovers, the min-
ions of Infernal powers muster cults and nerworks like the
New Rite Church, the Blissful Waters Brotherhood and
the Dai Han Loc — serene-sounding fellowships with
hidden levels. Infernalist Nephandi within these organiza-
tions preach blistered seriptures or outright Saranism.
Ohtside the cults, lone demon-brokers tempt weak mortals
into whirlpools of sin and hatred. Infernalist cults tend o
waork subtly, preferring slow poison to-the bloody ax. These
Mephandi own nighrelubs, palleries and corporations, and
control politicians, entertainers and simple-minded devil
worshippers. While the other Nephandi sects twist them-
selves into monsters, most [nfernalists remain clean and
INNOCLWOUS — 0On []‘If sU rf.-]t:!:, Anyway.
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The Benevolent Society of Lost Souls

Less an organization than a social club, the Benevalent
Society comprises the elite of the Nephandi's snatch-and-grab
units. This isn't because its members have any special training
or receive any particular orders from Beyond the Nighted
Gulfs. Theysimply enjoy torture and kidnapping and therefore
pracrice both until they per very, very pood at them.

The Benevolent Society is bound only by its members'
enjoyment of their shared activities; it's not uncommon to
find Malfeans, K'llasshaa, Infernalists and even the odd
Sabbat vampire out for a “social.” Members of the B.S. often
affect Victorian or Edwardian fashion styles, use mock-
formal languape and generally come across as swishy versions
of the droogs from A Clockwork Orange — at leastuniril they
spot a target. The resulring carnapge is all the more snmmng
considering the genreel air these Fallen affect.

Chapters of the B.5. can be found in any major cigy./
Membership rosters are unstable to say the least. While the
sociery does not recruit for iself — its prizes are mrmta’lbur
turned over to others — a high percentage of harabbi ta’lu,fn

by the society eventually join its ranks. / /
I

DanceswithElder Th:n$§: g
Politics -

Thel*s-mearthh-par.ﬂlclmttholitlcsquahw,rﬂl;: b
medieval court. Substitute Demon Lords, Malfean Inchid
and Ourer Things for medieval lords; rank-and-file Neghaadi
for courtiers; and pawns for serfs and the rest Fall.r;!i (gl
The fortunes of each Labyrinth or ahriman {I:nh?'l} y —
wane according to the status of the various Demog |
fringe-dwelling beings involved in it. Vicious irft
berween the servants of assorted Outer Lords; ther :
nor mercy in these wars. Privately, some Gilledfany g
that the Lords of the Nephandi encourage thig interng
squabbling as a way of culling the weak fron:
and as entertainment. § -

Infernalist Nephandi have the best prﬁmmu: i a.nd
as such have the fiercest and most firmly esteblshed
ries. While the squabbles of the Qutsidets may I‘&Errrﬁ‘;cﬂv
vicious, the ambiguous nature of what the Nephandi fighe
for tends to limit the duration of such conflicts. The
organization of Malfean Nephandi breaks down on along
looser lines, however, and resulting factions rarely coalesce
long enough to engage in squabbles. On the other hand,
should anyone else maneuver against a Malfean's position,
the interloper is likely to be swarmed by local Malfeans.
Infernalists accuse Malfeans of ignoring details. Malfeans
claim thar Infernalists who work ane soul at a time are perty
and small-minded. Oursiders insist that both groups ignore
the truth of their struggle. And so the merry chase goes.

Lirtle of the fighting occurs out in the open; far from it
Politicking, promises, alliances and deception are all steps
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in the endless dance of knives. There’s a lively trade in
favors and information, but the game’s not unlike playing
poker with razor-edged cards. Asking for help from some-
one who serves another Entity is tantamount to admitting
that her patron is superior to yours; incurring debts to
servants of other Powers may make your own Patron look
askance at you. It's always risky to incur a debt with the
Damned; some things are worse than losing your soul.
{This brings us to an interesting question: If Avarars
reincarnare, where's the homor of damnation? It's simple,
really: Consciousness is but a small part of the soul. In the great
mixmaster of the Abyss, Avatar may be separated from con-
scioustiess; the soul is thrown into a pit of torture or
'.mensnnment. the Avatar goes into a huge cauldron. In the
latter case, the Essence mingles with countless other souls
t}‘tﬂmc it's rebom in a mortal body to take on another con-

; kciousness. Thismay be why true-bom widderslainte (pretainted

spils) are so hard to come by: The Nephandic consciousness
lly remains behind while the Avatar goes off to begin the
ssall over again. Thus the human consciousness remains
Iw_- 'ﬁd bound to whatever barpains it made before dearh.
Ne di — the smart ones, anyway — spend much of their
livedgrying to make sure those bargains aren't too difficulr 1o

“livgwith after death. Few are successful.)
ugh deadly political games are played by Nephandi

rom your adsinistratus until the second you've

e job—but getting the job done is whar comes

&at. it's wise to find another job — quickly.
rish,” as it were.

infed Touch

phandi have their fingers in a great many pies.

ey have a great many fingers — and other
e Rallmarks of a group under Fallen sway are a
public profile and murky finances, a
arzation in which the corruption of one or twa
fntt the entire group, and some vague aroma

: ufmper_mhd.l.w thati masks what the group is really up to.

Organized crime, tabloid TV, the drug trade, relevangelism and
international politics are the obvious Nephandic playgrounds.
You can find the Fallen swimming anywhere where money,
greed, jealousy and vindictiveness hear the waters — the beauty
pageant circuit, gambling towns, the fashion industry... .

The Nephandi have fingers in a lot of pies, but that's all.
It's not worth their while to have total, micromanagerial
control of things — they leave thar sort of obsession to the
Syndicate, Rather, Nephandi merely introduce their favored
viruses, stir the cocktail and let nature take its course. This
“nudge, don't shove” approach isn't only more effective than
micromanagement, but it suits the Nephandic worldview.

A few realms of Nephandi influence include:




# Beligions, Roleplaying and the New Age Movement:
There's more in commen berween these three disparate inter-
ests than you'd think at first glance. Each inspires a certain
dosped devotion while offering a haven to people too dis-
turbed or neurotic o think for themselves. Each appeals to the
need to believe, a need that all Technoerats in the world can't
allay. Each offers an array of paranormal icons that a clever
manipulator can control — icons that cross over from one to
the other with ease. Each has critics so vocal that stirring them
into a frenzy is child's play. By playing these elements apainst
each other, the Fallen gur them all.

It doesn't take much to pit these cultures against each
orher, either. Herr Flax goes drinking with a developer from
Black Dog Game Factory and suggests “God Told Me To,”
a pame about serial killers. The developer thinks it's a near
idea and sets to work. Flax drifts over to the New Age
bookstore where he hangs out, and encourages the owner to
]:ILlfl:h.ﬂSE‘ I:]-H;' Nfﬁunumfﬂ.‘!m j‘.'ﬂpl:lhi‘!li:k. [rlﬁ wl.‘f'l'!iil"."ﬁﬁ-l I:'lll.l
will probahly inspire a few fuck-ups to try out the Dark Side
for kicks. H:a,!,'i,nj_:; achieved hoth g:‘mln, Flax sends anony-
mous letters to the local Baptist church, or forwards it
copies of Lycanthrope: The Rapture or The Satanic Bible,
books available from the other two contacts. Whee! What
fun! Just for good measure, he goes back to the Game
Factory with a copy of the church's last sermon (a call to
arms over abortion), lets the bookstore know thar the
mayor's planning a bust on “occult headshops,” and warches
everyone trash everyone else.

Who needs magick!

By pushing a few buttons in each group, a Nephandus can
drive the more unstable members into fits guaranteed o
provoke a public scene. The public, disgusted with the log,
writeseverybody offas lunatics, thusundercutring the credibil-
ity of everyone concerned. Imagination is dismissed. Anger is
rousad. Fairh is undercur and violence may be forthcoming.
The NMephandi love this game, and they play it all the time.

# The Entertainment Industry: Like religion, mass
media has influence out of proportion with the number of
people involved in it. Also like religion, mass media stirs up
passions — jealousy, greed, guilt, fury — that any temprer
can use. lmagine the fashion circuit: A totally superfluous
business in which vanity and extravagance reign; a small,
exclusive community thar influences the way people look
at themselves even as it chews up its own; or the pormo-
graphic underground, where sex is reduced to a commodity,
sold or provested but never revered. Consider music, mov-
ies, even local theater. Then consider the effect char the
whaole mess has as people across the world warch and want
to become part of it all.

The Fallen don't control this fertile pool, they spawn
in it. Most Nephandi who come from entertainment back-
grounds maintain their tics after their Rebirchs. They might
direct plays from offstage or climb up in the spotlight, Either
way they can cause a lot of damage, gain a lot of converts
and have a lot of fun. (I you can stand it, watch Showmrls
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and imagine a Nephandus in either Kyle MacLachlan's or
Elizabeth Berkley's role. It’s not difficult. )

Televangelism, which mixes both religion and enter-
rainment, is so rife with Nephandic influence thae the Fallen
practically have to wait in line to get involved. In addition eo
all of its other benefits, relevangelism offers the Dark Reflec-
tions an opportunity to cheapen faith while mocking it. Best
of all, the pawns perform so beaurifully withour prompting
that a Nephandus just has to whisper the occasional munt or
promise to keep a toy in line, Talk about a plush assignment!

* Dark Conspiracies: Conventional wisdom has it
thar a global conspiracy of Satanists exists, a gathering of
cultists that infilcrates the media, kidnaps children, muti-
lates animals and undercuts the Church. This is, of course,
farferched. There is no such global conspiracy.

There are lots of them.

Sure they're disorganized, petry and ridiculously mis-
managed, but they're plentiful. People across the world fall
into rebellion, rage against the establishment or adopr the
clichés of devil worship. Some of them are tmue Infernalists
{see The Book of Madness, Chapter Four), but most are just
losers. Still, a loser who can make other people suffer is a
powerful pawn, and the Nephandi value such pawns. By
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inspiring people to hate, giving them an outler which includes
blasphemy, and by tassing in the occasional cookie, a single
Mephandus can gather a small herd of allies and send it against
the innocent. This doesn't take much — the Fallen One need
not even lead a cult to enjoy its benefis — and the effort
furnishes a ready-made army should the Nephandus need a
sudden backup. A cult that includes VIPs (cops, mayors,
doctors, celebrities) has even greater potential (see the Ties

Merir in The Book of Shadows). A cult doesn’t have 1o be
large to be effective,

* Pentex: The cormupting network called Pentex, the
obvious territory of Malfean mages, contains an interesting
mixture of Nephandi and Syndicate Technomancers. Their
skirmishes keep the already convoluted Wyrm-corp twisting in
its own coils. Nor the most effective use of resources, perhaps,
butone tharensures that noone really dominates the company.

No one truly “owns" Pentex except the Wyrm itself, The
Nephandi in its halls play interesting games, scutding the
effores of Technocrats who try to keep tabs on the corporation.
Yet everyone essentially works for Pentex, not the other way
around. Even so, it's a prime piece of real estare: A Fallen One
with Pentex connections can call in fomori First Teams (see
Book of the Wyrm and Freak Legion) as backup, sabotage
rival companies and even influence local politics. Tradition
mages who cross that Nephandus can be arracked ina dozen




ways in @ dozen places — from a Wyrmetamneed meal ar
OTollev's toa hostile police chief toa squad of fomon armed
o the reeth — without endangerine the Nephandus.

Crossover Potential

The possibilities should be obvious. Black Spiral Dancers,

At v ATTIprres, L I'|"II'| LY I"ll'.l'l.-.! H: ECLres, |I|||.'II'| HISE Wiz-
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arcls, unseelie fag, demon-spirics, Wyrm-creatures and mortal
pawns— anyorall of these bengs hover around any Nephandus
of worth, While these associarions have their problems

Black Spirals, in particular, put their allies on the line — rhey
affer a Fallen One a wide sphere of influence — and give each
DOy teller a wide range of crossover rales
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Wy dear Mr, Dvake! You're for move valuable 1o us alive!
. This Symposium is not a priad for vour execution, and ki“fng}:m
would accomplish nothimg, '

"Why break an old habic!”

“Wr. Drake, I donot need to kill anyone . Take a look at the
worrled eronend vou. Do you want to know why ['m sitting at the
head of this Symposium.! People wane me here, Common peoble.

s o o o work every day withowt befng
I'he woman who wants (o radse her
childven safely and ser ande a rettrement fund in her savings

Ihe man whi w

assaulied bv unseen horrors

accornt. The thowsands of emplovers at the Benming plant on the
edge of town. That's who 'm hear to represent. The commeon
n. Whereas you, my friend, represent a small cabal of killers
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ws down? As a member of the Order of Hermes, vou should

welcome the chance o learn. Is your oun Tradiven ony less
hierarchical "

“Vour knowledge s based on lies. You deceive w gain
poreer.

“Wiinld you like o hear the ruch? You are the one who

killed the Syndicare represeniamie m this conenail. | know all

o oy : N ilsueg
about your partcular penetic anomaly. You possess the abiliy o
take the form of a creature from the Myehic Age. You crear this
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Credieere as a .~-.Iru.'1~1!r enbiey, ome

i whom vord feel ne 1 spaom
i . A :
“iﬂ'“”."- Yore have litle control over its activities. | con

that contral. Through the traming of ltevation X, the penen:

waork of Damage Control and an eduwcation at the lvory Tower

I can give you what your Order has always failed t provicls

One World, One Truth, One
Paradigm

The world is a battleground of ideas. Philosophies,
religlons, nations — all of these forces divide the human
rﬂCE.Cul‘pUlTrI!'Iu[I" -_'.I'|'|1.'r ';'.'l:,'<|.|[.|‘| :i'||||r||_5.,|1'|n.|11 ket poswer
MNations prepare for war. And behind the scenes, hidden
&LH‘H ltillﬂH[!r mare sinister alliances are made .‘;l:!'f.-rn.ur-:
ral forces prey upon humanity. Vampires vicoimize.
Werewalves Tafe. The H.I..,'-\.Tll\"-"- |.‘.;-_|.| prossess Powerful
mages broker power, too. As they debate antiquaced phi
lozophies, they argue over how to protect humanity, Whils
the Traditions argue, the world falls inro darkness, rerror
izedd by che forces of the occulr.

One Union scands against the darkness. lis vision of
the furure is Llropia, a world of prosperity, security and
reason. At least, thar'swhar the Technocrars profess, The
plan tounite the world under their banner through scienc
and idealism. They patrol, recruit and protect the Masses
from the furces of the unknown. Their greatest weapon is
technology and they use it w advance their ideal: One
world, one truth; one paradigm of realiry.

I’sa noble ideal. Too bad eheir power has corrupred it

Technocracy 101

They began o weave curtains of dankiness:

They evected large pillars round the Viid,

Weith u: ilden hooles fasten'd in the |"li|II.,J.'-1

With mfinite labowr the Erernals

A woof wove, and called it Science.

— William Blake, The Book of Livizen

CYeay, let's start at square one. What is the Technoe
racy! ls itanarmy of cyborgs with chainguns waiting o mow
down our heroes! Is it a bunch of glorified oons in black
suits who set up fusillades of gunfire? If it is either, the
characters should be able fire up their Forces rotes and case
a few fireballs to save the world, Thar's one wav to run a




Technocracy story. It can be entertaining, but consider the
alternarives. Technomancers can be more than just targets.

Maybe our approach should be something more subtle,
After all, we might want a little more in our stories than
straighr combar. We could make all the rechnology in our
stories evil — well, all technology except cool things like
computers and rocker packs. Then we could focus on the
whole “magic versus technology” schrick, We'll make our
pack of New Age heroes virtuous crusaders against an
uncaring high-tech world. They'll throw their televisions
out the Chantry windows, light up a few sticks of incense
and the world will be a perfect place! That could work, too.
lecould also be shallow. Why sell yourself short with an easy
moral about the “evils of technology?™

Stories involving the Technocracy center on the dark
side of technology, the potential of what it can become if
we'renot careful. Any time a new technological innovation
is introduced ro the world, it has the potential to be abused.
When that invention “arrives,” a paradigm shift takes
place. That shift can change our lives, affecting the way we
see the world. With each paradigm shift, a larger shift also
rakes place: a trend coward rechnocracy.

A technoeratie sociery is one in which rechnology
moldsculture. It encourages us to stop thinking of people as
human beings and stare thinking of them as machines. We
don't sleep at the end of the day, we pump caffeine into our
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systems until we crash. We don'c heal, we expect doctors to
be like automobile mechanics, patching us together when
we break down. We stop making decisions based on hu-
mane values; instead, we set aside our feelings and measure
our world with statistics. We even stop talking toeach other
and stare at television screens to find our enrertainment.

Does this mean thar all rechnology is evil? Mo, cer-
tainly not. Used carefully, technology can improve our
world immensely, We can educate, inoculate, protect and
produce. But if the people who use that technology can't
control it, it controls them. The resules are nightmarish.

Demonstrating the dark side of any technological
innovation in a story is easy enough. Just take a bit of tech
and give it a technocratic spin, emphasizing the dehuman-
izing aspects of the invention. Think of the negative aspects
of television, for example, Families prefer it to each others'
company. Endless commercials influence what we buy.
Programs project images of ideals; if they don't reflect us, we
don't exist. So-called objective journalists define our world
for us; we decide what is important based on whar they say.
And that's just the beginning.

Stories about the Technocratic Union invaolve con-
spiracies, too. What if a small cabal of mages controlled the
masses using its technocratic influence? Whar if the mages
could raise millions of dollars or influence elections by
showing the right commercials on TV? What would be
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wsible (f penetic engineenng and military hardware had
I 4

no limirs! Here's a simple answer: The people who con-

rrolled rhar rech could control the world. Mage's
Technocracy does just that. To a point.
Any rechnological inventions — telephones, relevi-

SIONS, Credir '.-l'--.l"-. -\.-.lll'.'|"|.i|L'r'|. rr.i'l'l‘-['-.'lﬂ.lr:-'l!‘.-. I_'-.FII\:I'|||'|'|_

walth care, corporations — can be used to focus the magick
of the Technocraric Umion. Technology s a ubigquitous
torce that has an undendable effect on our culture, Those
whoconrrol it control the world. Introducing this equarion
o vorir game is easy. Build layers of conspiracy, throw in a
system of magick based on controlling technology, add a
| |"'|I il |'|||.|||i||.| .|:'.l\.| Vil -!'!ulln'i' r;':\' .l'lul.'\-li_ I_'|I,_"'|||[|'|_'['1|'-| htﬁg{_‘l'\-
[ed :"I'l' wCracy ar your command.

Still, Technocrars aren't just hyperscientific bullies;
they have a legitimate 1deal, one they pursue regandless of
cost, To them, the world can |‘l.‘;'.l|'|'il._' H |_|[|,'_I'Flia '|.f ﬂm?
influence enough people, recruit promising mages and
unify "mapick” into the science that thev believe it is. The
ideal has become tainted, however. The Technocrats have
summotied up something they can't [u[lf concrol. Sounds
like magick, doesn't it? 1t is, False pride can eorrupranyone;
trom the lowliest rechnician to the most powertul Secret
Master in the Realms of the Deap Universe.

Regardless of who is"winning™ the Aseension War, the
World of Darkness 15 a far coy from Lropia. Rathes, ic'sa
lystopia infected by rechnocragy. The Union's oniginal
viston has been perverted in this highatech world. Ma-
chines no longer exist solely toserve humanicy — humaniey
ives im the shadow of The Machine, Developing thar
theme 15 a lirtle more complicared than just sending out
wavesof HIT Marks and Men in Black tokill thecharagrers,
mnd developing thar theme makes for more inkriguing
sl r||'-|.

Structure!

[he easiest way to integrate the Technocracy into a
chromicie 15t |II]-.| LEIRES YOour settiing fromm r|!IL“-riII'. F|-_'\-|||
the overlords watching from the skies to amalgams fighting
in the trenches of the Ascension War, the Union’s hierar-
chy iz extensive. Once you have buile that structure inta the
setting. you can integrate it into '-'I'IL' Eane.

:lIL ]:.'a.l'l!".-'Lr.lElL I._.I'Ill.'I:I 15 at a ;]:wl_||:'|_-.,[ LiLh\'t.J'l.'ijl_"_-
tage — its forces are divided. [f the Technoeracy ever
l\.ll.'l. I..|l.'.'. ':|'|.I‘. 1Ls -":"l'-' '_:II.'Il Was o L.I” CVEeTy ‘-',,IPI_'[H.'I':I_I[.ll
coeature on Earth, it would have to divert its resources
from other projects According to its master r-|;|r.. the
Tec
on three bartlegrounds: “alternate dimensions,” Sleeper

To meet this demand, the
H

hnocracy fights the Ascension War in three ways or

culture and open warfare.
Union separates itself into three groups:
structs, the SV ITHPOS L& ind amaigams

orizon Lon

Chapter Three: Be

Horizon Collectives and
Consltructs

Statoned in peosynchronous orbit over many major
cities, Horizon Collectives organize the Technocracy's
tarces. Like Horizon Realms, these Constructs form pockers
o Fl.'.lllf‘u 'I|'I.I[ allovar T-'.'\_li‘.|'|.||'|'_,|',‘;|_|_ = i practice their Arts
without invoking Paradox, The "boundaries of coine
dence” have been molded 1o ace ept technomagick and o
reject more mystick siyles {(see Mage, pages 184-186), A

:-||'|g||.- Comvention I.J*-I:.I]I‘.' Jul;uh Ies Operations within

given Construct. From there, high-ranking Technocrats
monitor and coordinate operations over large industrialized
areas. For examples, see the Morthern California Security
Collective (Technocracy: NWO), the Acme Pyrotechni
Institute {Technocracy: Iteration X) and FcoR (Tech-
nocracy: Progenitors)

Large Consrructs stretch into Realms of their own in
the far reaches of the Umbra, encompassing huge opera
tions and offering maximum security. Earthbound
Constructs (what the Tradivions call “earchly manifesra
tons”) tie the mortal world to Umbral stations. The Book
of Chantries (Chapter Two) describes o couple of the big
Realms. The largest by far is Autocthonia, described in
B"—"j'ﬂl'lrd the Barriers: The Book of Worlds

Symposia

Each of the world's major cirics containsa SV TSI
of Technomancers that oversees local operations. Each
Conventior lias a chair on the Symposium, but one mem
beris chosen talead it Naturally thar member's onvention
dominares rhe Erioup. Each of the other Convenrions con
cems itself with spheres of influence important 1o i
sociery: Iteration X infiltrares the police force. the NWO
places sympathizers in mass media and academia, and the
.q'\'l'ldiCREE ELI‘TI'II‘:LIH.L |.|._':|| ._'.|||'-|,'.r:|r_||-|'|n._

The Symposium mainrains ties to the local Constructs
each Construct has o representative on the Symposium
who also reports to her Convention leaders. Symposium
]‘-Illl.'IC" can pet heated at times. but thiev avoid the distrac-

tions that characterize Tradition councils.

Amalgams

|f'.<|.l_'|'l ".'.'l"-I:I]"- WL 50 OVers@es a r'|I'.r'|'|}"|_'|'-,'-r :]||;.||;_'.Lr|1- I
the field who repor on their progress monthly. Each Horizon
Collective likewise contains a collection of amalgams to keep
it running. Like cabals, amalegams oftenn (bur not alwave)
contain representarives from different Conventions. Each
amalgam has distinct duries, which include monitoring an
area, converting the Masses and neurralizing threats. Each
amalgam has an assigned leader who is responsible for the
conduct of his group. [t's both aprivilege and a punishment o
receive leadership orders; anyone who's seen a war movie

undL'rwt.ll'l-.'w f::'l.' -.|.n.|H|,- -1-.1::|:|.| YW 1':.| ol Ci |||||.';'.|.|.|-.i.
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Dispatch Centers (Fronts)

While Tradition mages gather in Chanrtmes, Techno
crats hide their operarions behind fronts. Any given
COTPOTATION Or -"'I_|‘||Z"‘|I..,""i"| a nrm ol [‘.-\x'|1-.l||'|gl-1.‘~. an
automehile assembly plant, a huge software manutactores

may conceal a dispakch center. Anywhere that technol-
ogy can be, shall we say, “abused” can be a tront. Examples
include Duplex Assembly/Recyeling in Technocracy: It-
eration X and Dr, Bums’ gang in Technoceracy: Propenitors.

“lamm Nota Number...”

Tradicion maees describe the Technocracy as "soul-
ess.' a hive-mind haven tor fascist stooges. Considering
:||:l.|. [i':q' Wl :rl.'ll_ll""" ek, ||'I|I |f1|['r|."~'=l|'-r|. |\|'|-t '1I|r'i"'r'|‘-||'||_'.
; LFWY |l."\.| Tl.'x'l'lrll WCrats, Wl'lll Often Ccross w.'.'.'-.'-l'u_lw. l'-'lfé"". TIE'IL
I'l.l‘- ;_'|'\-‘ \_Il.lr.lLr_\_'I"-. are & urmtorm |"'|||||. h. Tll'l-\'.‘ ||["'|'".'r |l.'\. [s |"-
and more covert PsITIONS harbor the individual Unionists.
At the base of the Technocratic pyramid, staunch individu-
als are rare. Powerful mages are ar the wp: Hence strupgles
fur political and economic power are intense on the upper
levels of the order. Un-Awakened and low-level Techno-
crats are the pawns of their masters, and a pawn sometimes
hias £o be sacrificed ro turther a scrategy.

While outsiders consider the Technocracy amonalith,
the Union is, in fact, divided. Theory and practice don't
ilways agree. There's a schism berween those who theorize
ihour the Ascension War and those who see it firsthand.
Ui the Horizon, high-ranking Technomancers have ideal-
istic visions, On the front lines, theory only goes so far.
4 malgams often need to take their own initiarive. When
they eo too far, they ger crished under the veryUnif:n rhE'g'
support, A few staunch individuals get promoted; they
&L I'l..-.iu:.x' 1EAITIST ol her Technocrars o -.[etemli.ne rhe J.:1[E ul.
the Technocracy from there

s Low-Level Consors: The lowest levels of the Tech-
nocracy don't require Awakened mapes. Condirioned
Sleepers pertorm many of the .x||n|'-|-.-~r rasks. Obedience is
paramount. Resistance is futile, Technicians, gang mem-
bers, orunts, media .|||;'-;.'= and blackmailed sSTONgEs mean
nothing against the Grearer Good, Technocratic brain
washing is a écience |u-rh'.|r.i nearly a millennium ago, so
hetrayals are uncommon. Yet promising individuals hide
imong the ranks. Some rise to promotion through confor
nity while others display initiative or win power by
dowakening, Most, however, remain at ground zero.

* Greater Consors: Many front-line operatives in the
Ascension War are either on the verge of Awakening o
have developed their affinity Sphieres (see Mage, pg. 227).
Ciphers, cyborgs, HIT Marks, space marines and Men in
Black walk the line berween Awakening and mere aware
ness. Mone of them would be considered Sleepers, bur few
command much technomapick. Some technicians learn

the most arcane secrets that un-Awakened minds can
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comprehend, while specially prepared field troops make

IMPressive Cannanm |.-.| ;;_': it _|||||I1 3L exXperts.

Advancing from the lowest level of the pyramid s like

UNCOVETINE & COMEPITacy [alenrted Technomancers slowly

discover the mtricacies and fallacies ot the Union

er"r]*— .|r'|.| LTS |-i|.;"'- W ||.- |:|"g'.-‘-<_' ||:|_|_- ._.|'.'.-.|l|:_!._"._ ITE easiy
crushed because of their lack of power. Idealises and vision-
Aries ||T'I|| thelr own reasons ww rise to AT |I'l Fact

Aw -i'LL'!lZI'I._' 15 @ mMament f revelation for many
Technomancers: they realize their roles in the prand scheme
of the Union. The vis
Tahle -

* The Enlightened: The word “adept” describes begin-

ton of the master plan the Time

- becomes clear

ning Tradivion mages; beginning Technomancers are
generally reterred o as "Enlighrened.” Each Convention
also uses other words to describe 1s Awakened servanss

® Armatures: These lierarion X cyborgs and spe-
clalists affer firepower to support their reams.

® Students: These
study in Research Constructs or test discoveries in the field

are Propenitors who cither

. Hes:earch ?L:\!!U\‘Ziilh‘.\: |- |!'|_|,--.._ "'.ullnl J N2ITeCTs
either prefer to work with other Engineers in orher Realims
or condescend to work with amalgams on the frone lines

* Operatives and Reporters: The NWO sends
these agents to investigate supernatural ;
frant lines.

CCTTALIOTS O '!||-.

* Associatess The Syndicare understands thar
control is power. After Awakening, Associates command
the fields of commerce — legal and otherwise

Symposia typically give amalgams information on a
need-to-know basis. Amalgams with limited duties, respon
sibilities or lovalries have little choice but to remain focused
on their given tasks. Nonetheless, the Enlightened have a
practical pointof view rhat their masters ofren lack because
of the time they spend in the field. Many of them stare out
rrying o convince their masters to follow other courses o
the

Union: secrerly pursue therr own activities. If they'ee dis

actione. When this fails the scaunchest members of

covered, they're slapped down hard, If they succeed, they're
worthy of promotion

= Experts: Ar this level of Enlightenment, a
lechnomancer usually finds herself promoted roa Sympo-
STLIETE 07 H.I. SEATL |'|4 SOMSTTUCT .“"||'.' h.h I~l|"|.' L .|rl.'r1l:;.l shift in

[PWET CHT MCAT tr |I|".I' hor an .I"||.I||_:.1|'|'.| I |i|-_ WIONE siKic

ar her
subordinares, as well, Powerful Technomancers may prefer

ot a political struggle, and that can mean trouble
Euy e 't'l-'llnlli'-.l to Beesearch or Horizon Construg ts out ot a
simple survival instingt it's safer there!

® Masters: Many of the most powertul Horzon Con
SITUCES Center on onme of two masters. Masters are typically
.I|'ﬂ- l.'.'l.'.l n ||1|-|r -..r||._|||_-. ar ,|-.\|_.,§||,_'?|_'_4. i) ||'.r.' L |I'I-. LA fl'.\. T

surroundings. They rend 1o be very specialized in their con-

CETTS| each one follows Ii:u_' vistonn that I""-iﬂ"'- him o
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Oince o Technocratic Secret Master commands a few

A privileged few commansd Realms that ar UtOpias to

Fach Methodology,

lteration x
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it research or leadership (like MECHAs Marriarch), some :::;;i: ‘:J:“: {pcar-sheet. :‘[;Ez;r:};rm:hr\“ royal pain, |

remain close o Earth participatng in elabomre CUNSPITACIES - . “Hﬂwing order; £ E"':n":r'“"-'i Are :

(like Dr. Ken Himittsu and the World Advisory Council) s (.:"‘W-'Imn
® The Inner Circle: Beyond the Horlzon sir the Secrer T ILmﬂi"n"rt::““ﬂl??ll's or Lesser Toch,

Masters, the Inner Circle of the Technocracy, Wherher LR T mEnIishImEd femancers :

they acrually conrrol the Unien is debatable, bur their . Eltperts

influence is undeniable, it only r|,|.-||._-||r';;_.L record of cheir S Mmﬁ

below. ¢
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the theorists who study them, and dyse pias L those who Man“ﬁ'ﬂ'ﬁ *EArsLc lians, T,_-,,,._},'[II :
: : = :
live there. The precious few who reach the sixth Sphere Kamragds !
gain powers too greatr tor the world we know. Master =L Ciphers !
] 3 g e s P . e e . e L X}
scientists Iu.x_:u. in Realms located in the I'x_kr' Universe " Armatures :
Freed trom Faradox, they pursue alrernare boundaries of *aes
. | CETAMmers

reality, This arcane technomancy may be a century ahead s '

D . il . . -omptrollers i
(cir more! ) of thar enjoved back home, bur 15 far too valgar h‘Wﬂ \

for Earth. This visionary technology must remain in the

Vo L oterme bl the Tachn v fulfills tl ;
Deep Universe until the Technocracy fulfills the primany Warcher;

plans of its Time Table = .
Vistonary Technocrats find 10 far more rempring o = 5“"“&"}@!‘5
explore odd theories than to obsess over the grim realities ang Men in Black
of the physical world., Whe gives a damn about a dying P I‘}FHEI““’EI. Reportors and Ciray M
planet when there's higher knowledge to attain? As one *ssas Intelligence Analyses T
would expect, the mages of the Inner Circle find i difficuls 3 Men In White ind Garelpe
ro sympathize with issues on the front lines I I‘Ug(tnjfﬂrs ekeeperg
- X -I"'{L‘Thl.ld | :
lactics Pharmacopeins © LEACADE Engineer Geneginees,
a 2
Many of the Technoer 1L-..'~||-\..."I'I'I['|.I'~|'|..'l.| (] ifs can be s !—f-":“nicinrﬁ
witnessed im ciries. What tacrics do Il'.l."-. s to achieve o -ﬁ'!r:er Opj and 1“:l.':';r|||g|:\.-r_5 E
them! A few classic straregies include: g Studengy :
¢ [pnformation “.-ipr S R'E'-t(';-jl'd'l Associ ites and Py I [
You don't need roput a bullet in someone’s head o r“*‘“‘*‘"‘:h Directors B nvestigators ;
liminate him. A person’s interaction with the modern S}'l]dl(ﬁafﬂ .
W Ii-.|. di -,-‘.'-.|~ O AN Intrigcace weh of informati M. Jnap Me_"hudﬂthig&: :
1 few strands and vou eliminate traces of him, You can Media Control, Speci :
Even snap a lot of strands: confiscate or revoke 3 mage's

driver's heense, shut down his credit card, ormanipulate
fis !'|| me hills, student loans or bank accounts. A targer
CAn even be evicted from his Apartment with a lirtle
H::.- e, Al i Can |-|_ -|':.'I'||l.-| CCEss O I'II* AAVINES .':Q.l'll.'ll
ill records of a person cease to exist, he may think twice
thout causing grief for the Technocracy

g Iping information from the minds of a vietim's

the WW (s

st mind comtrol, a lovercan be conditioned ro

ims s L ATES B Ve IMOoTe SXITemE Tll-llll\-'.-
mastery i
reject the vicrim, or her family can be made to disown
her. A close friend can even be eliminared and
replaced with a clone. Sever enough of a mage’s
social ties and she might even renounce her former

life and join the Union

M:thndoiugiur Operarives, 5

Ervants of the lvory Tower
¥




* The Dragnet

Myzricks manipulate reality to cast their magicks. In
response, the N'WO uses conjunctional Correspondence/
Prime Effects to track down magickal activity. Sense Quin-
tessence and Filter All-Space are pretry basic procedures.
Technomancers also have access to an invention called
manar, amethod of detecting magickal activiry. (Sce Tech-
nocracy: NWO for more details.) Wise mages tread lighely
and ohscure any traces of Quintessence from their Chaneries'
Modes,

Onece Reality Deviants have been detected, a varety of
mundane forces can be employed. Why use a chaingun
when you can frame your victim on the local news! Set up
a nasty crime, Falsify evidence at the police station. Manu-
facture a psychalogical pu‘rflie that will commit someone to
an insane :;.53:||_|m. With l.:nuu;gh mundane :iuﬂutul_'v:,
Technomancers can save their magickal efforts for more
important tasks,

» Mindscaping

Stories of people who learn too much and who receive
friendly visits from the authorities abound in UFOlogy.
Abducrion is followed by conditioning. The forces of law
and order can then trap their victims in mindscapes, illusory
virtual realities with built-in situations that test a subject’s
reactions. { For several examples check out a few episodes of
The Prisoner, especially A, B & C.") A captured Feality
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Deviant {(or even a whole cabal) can undergo a little
psychological trauma once a mindscape is in effect. ln game
time, play this tactic like a dream sequence (see "Seekings,”
If_.'hapter Two). Such adventures present I:-asa;mnaLing
roleplaying opportunities. By asking "Whar if?™ without
putting the characters' lives on the line, your players can
explore what makes their mages tick.
* The Manchurian Gambit

.'d't:'l.'!r'l.inl'f can .hI:" Cx 'ITI'LI.'['“_'IT:I('L'I WI_'[h_ e ugh “.'{Ifk. II '!.ll,_ll_l_
program a Sleeper to execute part of a plan, the effects can
be horrifying. The betrayal of a friend, rejection of a lover
or loss of a job can destroy morale. Sleepers don't need w
undergo a full education or initation to serve the Technoc-
racy. All the boys in black need is a little access to vicrims'
minds. [See Technocracy: NWO for details of magickal
Lumjj[:iul'li:ru_.-.,'l

* Brainwashing the Masses

You can advance any idea if you control mass media,
It"s one more weapon in the war for reality. The amalgams
who control mass media can denounce promising mages,
shift political trends, persecute the innocent or draw atten.-
tion away from current issues and ideas. When one mage is
1n.|ni]'-u|:1t:'t] t‘."rl the L]nim:x, it's fnghtu;'rnn[{; when hordes of
Sleepers are controlled, it's downright chilling.

A similar agenda conceals the movements of the
supernaturals. Technocrats know that the average Joe isn't




in any shape to deal with vampires or werewolves. Why,
then, should he know they exist? Afrerall, it's only a marter
of time and trouble before reality is cleansed. The Union
therefore covers up evidence of Reality Deviants' existence
| R ) .||.| r' ITE. -|_|'|1' |'I'IL'I\.I.|.'| £S5 Just one Tl\.'llll Of Many in rh_|‘1
ipenda’s suitcase, but it's a |"l".'.L'i1l.l| Lne.

* The Gray Man

It's often easy for an agent to impersonate a Tradition
mage. Set up asituation where he pretends to be on the run,
let him make some friends, foreshadow his betrayal and
hefore long the cabal is reluctant to trust any mage. Does
another friend of yours want to join your gaming group a few
weeks late? Ler him work undercover.
c involves using a Gray Man as a
The mysticks think they have some inside
help. In actualicy they're being set up every step of the way.
4 war between two
powerful factions and trap them in the middle, Set them up
roy assaulr a perfectly innocent Sleeper institution. There's
1 chess game going on every day and T radition mages who
ate too much are Just .a\klru_ [ a ] IE used] a5 pawns

Avariant of r|'|s-r1 ST
lure for a trap

|'I e '.ll'l.'I:'l tor a celme. Pll.ilili.‘ [i'.'.'.'HI for

nvests

Agf:nis and Agencies

War! What fs it good for

GM, IBM

L!3, CNN,

L 'niversal European

— Laibach, "War"

A war effort this large needs many specialists. Each
Convention controls several apencies, and any une of them
can act as an ally of strugeling Technberes or asan enemy
of rroublesome Traditionalists. Apainy the thhn;tm(;p'
books prve coprous details. Here are a fewquick agencies 1o

note on your batrle roscer,

* Damage Control

This organizarion wicthin the Progenitors manufactures
are extremely unstable —
their very existence invites Paradox (see"Unbelief,” page
177 of Mage, or pages 58 and 65 of The Book of Madness).
Damage Conrrol customizes genenic freaks for dangerous
Albino alligators that crawl out of toilets and

monstrosities. T hese mutants

Operaions
Higent housecars with poisonous claws are typical
while clones

Progenitor “pets,” and Victors provide morne

subtle alternarives.

* Shockwave

Thas lreration X agency organizes firepower, pure and
Said fir CPOWET COTIS1STS Of anything from Kamrad
gangs with baseball bars to black helicoprers er cvbernetic
animals. The BioMechanics Methodology commands the
forces of Shockwave, and gives Akashic Brothers some-
to defear — or flee from,

'I'TI;‘!-'

.'.:' INE fl =.'~|'|'-\.
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* Statisticians

Anaother [teration X Methodolopy masters the science
of prediction. Statisticians influence weather patterns, traf
tic accidents and games of chance through probabilis

manmipulation — if the odds

are right, any dire {or benefi-
ctal) situation can occur. Since thess Technomancers work
carefully behind

Entropy procedures can be difficulr. Hell, it's hard enougl

the scenes, counrering their Time and

just to notice them, let alone stop them. Once the St .[-~[|

cians ser things in motion (often through exrended-r
Effects or straight-up Storyee -|x r fiar), these procedures are
'\..1|'|.|[".i.§||'| EOngG ||.|l. MECad. If"!'r |]||. aon |.||.'.

* The Men in Whire

Loyaley is the watchword of the Men in White. These

high-ranking N'WO operatives organize amalgams of Men

"~'|:.[.~r|._ 34

in Black and watch the political activity within Technoe-
macy operations very closely. Each Man in White controls a
pyramidof conspiracy. Arthen P, remains erernally
'I-'iﬂllﬂl'l't-- th."tm,g 1o this vaunted position takes decades of
success in the field, years of politics in Symposiums, promo-
Eion Boa 1_Tt1'FiZLJ'Ii1 CL"“"'[TIIL tand survival TEI.T."'.I|_'|‘| countless
Lrl.'l"p’ﬂll? Reviews and condirioning exercises

The men at che op are supported by an extensive
netwaork of intelligence sysrems. Intelligence analysts sup-
P1'~ them with summarizes of current supernatural activin
Uiray suits and fla:hier operatives often ger their briefings
freim analysts or white suits before going off on missions
{ Think of the b ginning of a James Pond film oran episode
of Mission Impassible and you get the idea.) The base of the
pawer pyrarnid i composed of black suies, sympathizers and
other low-level ops. Below that are the Masses of Sleepers
that they oppress.

* () Division

Countless years of espionage films have convinced the
gemeral public thar gadgers are an important part of esplo

ndge.

lEcyc

The povemment, after all, has plenty of high-tech
itemns it hides in the interests of national securiey. Wirhin
the NWO, Q) Division develops Devices [ Technocratic
Talismans) to assist agents in the field. (See Technocracy:
NWO for sample toys and the means to acquire them.)
“02 Division" is also the nickn
Vioid Engineers,

around in development

ame tor H.L‘-L.Iﬁ,h and
IL}J-T'- \lll'i.""ll[ ler its
Jil‘"‘ TI.'!I.' E_'_"

Execution of the

"reckn

neers

oy it i
investigators are Techies in the field and they will
travel anywhere to test specificarions

« DSEATC

The Dimensional Science Evaluation, Administration
and Training Committer commands the Void Engineer
Only a fracrion of its financial influcnce is
applied on the front lines. Most money is spent on teams
thar patrol and explore places outside the mortal world
The Earth Frontier Division handles undersea exploration

resources
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Pan-Dimension Corps explore the Mear Universe and Deep
Universe. Cybernauts parrol the Web. Chrononaurs ex
plore rime icselt

Closer to the front lines, the marines of the Border
Corps Division and the “ghostbusters” of the Neurraliza-

LR PEd I.I]I' ation Ll Irpa H'.'l'-rk LTy .II'.I.Il::iI'-Il" T ensure ||I-Ir

Earth remains safe from Otherworld mcursions. Invest
rors fromm this division have attitude, and they hare it when
other Technocrats pet in their way. Relations with other

Conventions are not what one might call harmonious

e
Politics

It's easy to reduce the Technocraric Union o a simple
steTEOIypEe, l."]\'.'xl..lll". u|1|;r'. It l""l,,'l'l..l".'i"‘- [Ii‘.t' 4 massive i"ll'
reaucracy. That perception is fine for a bunch of bartle
mages who want to kill the had guys freely. However, a
LI.!:-“:\“.-ll.' Tl'l.'lr |'|'\'|L'|.|\, = TL'Ll"llEl."i.l'ul'i."l-' |‘-II||[i1."1-L'ni"rE1‘S plE‘l‘lT‘F
of levels of conflict and a host of opportunities for intrigue,
Despite their grand “unity,” the Convenrions disagree
ihout how o resalve their problems. These disagreements
extend from the amalgams to the Symposiums, and hamper
the efficiency of the whale.

¢ lteration X values efliciency above all else. Opera-
tions, members argue, are often best handled 1'!? a show or
of torce. The Clockwork Convention dispatches
un-Awakened grunts — and experimental
military tech to deal with trouble spoes. The group's solu-
tion to “Bealicy Devianes™ is widespread execurion, although
this 1dea 12 unpopular enough with the other Convenrions

thar it's rarely approved

Kamrads

Mot all of lreration X's operations are militant; acade-
micians, scatisticians and cybertechnicians argue that the
world can become efficient without renocide, These per-
sonnel decide the proper timing, calculations and
probabilities for operations across the Union, Sadly, they
still have difticulcy fipuring in wild cards like free will or
luck. This may explain the Convention's hatred for other
Mages

Most leeration X agents within an amalgam follow

wilers. Dissidents must be clever and careful to avoid
JAISCOYeTY
hack-up weapons or cybertech "modificarions.”

¢ The NWWO would rather recruir mages than kill

them. These operatives reinforce the Convention's version

Many lterators carry either heavy firepower

of “rruth” among Slecpers and Awakened alike through
threat, abduction and conditioning. Information is power;
MWL agents pursue it hide it and alver it to suit their needs.
|r1"|r'|' [N ] '\-I||'~L'||,|.||'|I_'|_' .|r1.L| |r|'|||'|'.|..| TN are ||'II.'|.r |.ll."t"'\-.
_|||-_: ._.|~'.|Ir|- it -\.Ehi-ll.'t'ril.'r"' '..Il:."ll *\rri|";|r.|1.'1'..'1\-..lr! Yoot |Ir|t"|r
I'l.lll‘-

SWOY agents in an amalgam |‘Il.'f:.-| mind games and
misdirection o open confrontation. When combar does

-'.III|'|. &Y i'll!'.i.I|I=TI'F\ II'|I.| !\Ll.l.'ll 1] F"l.ILL ane [r 'II[U:‘-1 Iy react
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with deadly force. Conditioned to fight in unirs, amaleams
of MiBs deve |-'|-n'; Ertoires of pr wedures fi w discretiomary
vialence

* The Progenitors want to leamn, and they welcome
any opportunity o field-test thieir creations. Scientific

ihvancenment is their to) writy; rigid protocals are ofter

1
tgnored i favor of experimentarion. A deeply paranoid
group, the Progenitors ensure their survival throueh clons
ing and biotech. In combar they either nail their quarry
from a dhistance (via drugs or replacement) or nip him
shreds {(with custom-built “per projects™)

Promorion within this highly academic community
usually depends as much on polincal acumen as on scien-

Fific |_|L.a' I.!I'.' .\;l":'n.ll-.l'"*- .I-..|.|I;I|'|||._| NS,
J.I:."'LEL'FIHI:F" take the I litical st It :;_"_ll_'\ of "_'“'\--\.m;'u. SIS VETy

ichievement

seriously, Most of them insist on publishing and documene-
ing the deralls of every operation. How else are they going
o ge:fundi.m:i' Progenitors in an amaleam T ide medical
support, deadly traps and chemical enhancements o their
compatriors, Expect rhem ro rake notes from afar for larer
I‘t-":.‘:'rf"..

* The Syndicate watrches the bottom line and does
whatever it takes to turn a profit. From this Convention's
ﬂandpnln[. command fallows cash. He who conrrols the
o ld contrals the v.'LlrL!”:r.J three puesses who hos the gl
[he real power brokers lay their webs throughout the
modern world, hiding behind a colorful facade of career
eriminals. The Syndicare has an office anywhere there's
mass commerce (legal or otherwise). ls operations can be
arrifle ruthless. You can't make an omelet without breaking
egps, they say, and the Syndicare makes some really g
omelers

This Convention dispatches hit men and financial
tyrants to the front lines. (Every enemy has s weakness, and
everyone's gortaeat sometime. ) Thoogh enhanced by subrle
technomagicks, these “Hollow Men" (the point puards for
agent groups | seem weak compared co HIT Marks ar biotech
abominarions, Most cutsiders, including other Conven
tions, underestimate them. 1t's a mistake, The Svodi

the proverbial iceberg, and irs influence has spre 1 further
than any of its rivals imagine. The World Bank, the Pentex
megacory, the sha P down the streer — eveny s.‘.-._l'. OWes r','|,._-

Syndicate somethmg. Money is the puppet string of the
I '..jL'lll -'--!rl.-.l. ||'I'.|. |!!|"';. vnventm |'I.|‘- i ||"||| oT :I"'
* The Void Engineers work berter with other Engi-

neers ‘-||.|II |]'|x'k n.l-' '|'.'Il..|'| --1|u-r ?\.'I. |11‘|- TS, | |'||_":' [.-||_'|' 1=

their companions, but only ro a poinr. The “Jumpsuits and
\.'|I|"E"II-I‘--.|-'-“ ruse They maintain serves to coy er '.';l]_'.l may he
the loosest cannon on the ];_:_h:.-.-:':'.|‘||_ deck

NI'I !ll il |||'. i Ih (RNl -.i.l. |.|||. .Ill.'.l "-.I- -.n.l |'|'.g|r|-.-|-| Marines
and field rechs guard the hidden places, When and if
AL I-I:'Il.'fllIrI'_'_!'I'.:!"IL'.|L.*-|I.".I-.I'I|_'|'|, I|'||.' "'\.- -'-I-l -II'.'|.||-_‘; ||'|--[_1|‘|-L| O
. Tll'-' 'lll't-lf || = l.:'Lul-.'\.'-\.l A SEernsye o |,!-I||- Wh

the front fn

humorand right camaraderie among the lower ranks. [n the
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upper divisions, things are more cerebral. The Grand Old
Men lose touch with their hard-working subordinares in
favor of more “significant” research in deep space. There's
a gap between the grunts and their detached masters, one
which widens when the orders come from another Conven-
tion. In the vastness of the Deep Universe, many Engineers
lose sight of their ideals — and sometimes their humanity,

Agendas

The members of the ruling Symposium in any given
city have an agenda to pursue. To reflect this, take a look at
your chronicle’s setting, establish the local group's goals
and decide on its progress. It doesn't matter whether the
players' characrers are Traditionalists, Technocrats or nei-
ther; each Symposium has some motivarion for its actions,
and the agenda decides whar those motivations are. Plar
that agenda and you create story hooks thar will last for
months,

S0 where do you start? Begin with a few key locations
that are under Technocratic control. Figure out the cbvicus
{and not-so-obwvious) fronts, bunkers and research facili-
ties, establish the competence of the local Symposium
leaders, and add a few interesting figures for the characters
to bounce off. Bankers, police chiefs, academics, research-
ers — anyone who works toward stability or knowledge is a
candidate. There is a host of low-level grunts in the Union,
but even faceless grunts are, contrary to the stereotype,
organized by human beings.

Each person in a Symposium has a particular agenda to
advance. Business types refer to such goals as “mission
statements,” while academics prefer “theses.” As you set
these goals, document “pet projects” for the different per-
sonalities in the Symposium. Consider their bids for power.
Writing up a few brief paragraphs or simple sentences goes
along way when brainstorming an agenda, and it kick-starts
your creativity. Now decide who's doing what to whom,
assign a few important agents, drop a few clues to the players
and watch the fun begin. Instant technocracy is ar your
command,

* Eliminate “Reality Deviants”

The Symposium's goal is a straight-up massacre of
everyone whodefies the reality it seeks to impose. Every city
has at least one executive ready and waiting to unleash the
troops. This works once or twice on starting characrers, but
powerful cabals of Traditionalists manage to evade this
agenda rather easily. Once a low-level eabal has held off an
amalgam assault it's time for the Symposium o resort o
more devious tactics.

* Maintain Surveillance

This goal raises the paranoia quotient. The Union
can't watch everywhere so it periodically chan ges the focus
of itssurveillance. Once ina while it shifts ro the characrers.
Before long they notice they're being watched — and start
looking over their shoulders.
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In a Technocracy chronicle you can have the
Technomancer characters assigned to gather informartion
on anew location. If that location is a mystick Chantry, the
characters become the hunters, waiting for the moment
when they can abduct, convert or eliminare the Deviants.
Conversely, the surveillance can turn on them; command
suspects, rightly or otherwise, that the characters have
become less than loyal. Watch the shadows, kids.

* Recruit Promising Traditionalists

An esplnnag&hasﬂd story relies on subtle recruiting
methods. Once a project involving local Reality Deviants
has been authorized, the Technoerats could trick Tradition
miages into working for the Technocracy by abducting them
and forcing them to work through mindscapes, offering
them compromises in return for safety, or could use the
characters by planting a NWO operative in the group, Why
destroy when you can recruit — or corrupt? Clones, turn-
coars, sellours and infiltrators all further such agendas.
Waste not, want not.

* Advance Research

The Technocracy's resources may be vast, but they aren't
unlimited. The time and efforr required o pursue Realiy
Deviants detracts from other operations, such as maintaining
Research Construces. Thus, Symposium members who angue
for research funding oppose those who want to unleash the
dogs of war. The Union needs results and many Technocrats
go to great lengths to ensure that they're achieved. If Tradi-
tionalists are out to shut down a Research Construct, they
threaten the research projects, Hence the Devianes should be
eliminated. If they leave the facility alone, the Symposium’s
resources are better spent elsewhere

* Patrol for Supernatural Activity

Mysrick mages form the primary threat to the
Technocracy's plans, but they've been known to collabo-
rate with other groups as well. If's always a good idea o
gather information on these potential enemies. The Union
may choose to gather data on fae freeholds, Kindred core-
ries, Garou septs or just about any other organization.
Serting up this kind of conflict in the background of vour
chronicle can spread ripples throughout your game, espe-
cially in a crossover chronicle. The mage characters may
spend a lot of time trying to fix supernatural situations that
are complicated by meddling Technomancers. If the Tech-
nocrars Tamper with u'.-impirc:i, the undead rmghT wonder
who's been spying on the prince's haven. The bloodsuckers
are a notoriously old-fashioned lor, and the idea of
technomagick is lost on most of them. By establishing a
wartch on Kindred politics, you create a whole new level of
intrigue, a level on which Tradition mages may become
vampire allies — or scapegoars.

* Secure New Fronts

The Technocracy gains power in a city by securing
dispatch centers. It takes time and resources 1o establish
these fronts, which deaws resources away from other activi-
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ties. The Undin's collective hold briefly weakens ar thes:
unctures. When the dme s right, Tradition characters
might fight 1o stop Technocracy opdrarions

Technomancers, meanwhile, fighr to proect them

sing this plot in a story develops the role of the

[echnocracy o vour chironicle. Did you forget to include a

P OT COTpTa g |,||'.,-.-||r|.'-lk.'| lave you noticed
ine technolosical trend in your real-waorld ety that you

want to explore! Has someone bought out a share of

ECONOMIC POWer 1\1.!:'\.'\- 1 IMowve [ ok '.I:|:.'" O OTear Wosut

Sempastum. Technocmtic forces increase or diminish one
skirmish ar a time

# Maintain the Gauntlet

I lmt

L
! TRENTLd I

firces, Restless Dead or Paradox spirits can
threaten the security of the Union in o Techiu cracy-hased
chronicle, Yoid Engineer characters have a ¢ hance o take

ears proesent themselves, In a

the lead whenever such th
Tradition-hased chronicle, the characrers may either sym-
pathize with these forcesor deal with what the Technocracy

can't control

Who Sits Where?

Symposia fall prey to a rather pemicious corporate idea.
Dspire what the suits might profess, parhering more people
o a meeting rable does nor make meetings more effective.
m fsct, it's all too easy tor such meetings (0 be so consumed by
bureaucracy and “rules of order™ that they become recursively
political instead of responsive and weful. Welcome to the
436eh meeting of the local Symposium.. .

Diehares over the number of members required on a
hoard vary from ciry tocity, but some titles and positionsare
fairly common. It should alse be noted that the meeting
place of a Symposium changes regulatly. Gatherings are
dways held in high-security arcas. 1f necessary, meetings
are held in secure Horleon Constructs. Most Symposia
prefer 1o meet in Earthly Constructs whenever possible
thoueh: one never knows what sorts of trivps a Convention
has planted in a Construct one’s never visited

* The Chairman

The chs

valued position on the board. Thisexecutive ills meerings

ch |||'_r';_-|--...-||l controls the must

keer i vsis om tarpet "‘||1. 15 e PeOTES Tid

the nearest Horizon Lonstruct and lnner € “ircle reps

Mo thar we have dispensed with the mimutes , we will

e il !

wesiness. Ferst, the vesohagom of a recurrent rob-
A ] -
lem: An allered Chanery af

TSt SOCTon Of Ine CIey

® The Secretary
Aside from taking minures, the secrerary ensures chat
the board uses proper meeting procedures.
)
T
e

am mmalram fiedd wpdare on the | !

IPTESS 1y

A R I"-"-"Ili.‘.' HECussm

Reality Devianis is operating in the

e Ao | ; 5 i
f avder: Mav we implement direcoive 337-1) amad

¢ The Convention Representatives

Ly | ane Llonyention can contr '| r||-.- -\.ll T, but ||'l"
other Conventions still elect representarives o a Syimpo
I|.||

hrieted on the activiries of his or her sphere of influence

=lm ward xpects each representanye o be fully

Eac il im ||'_'.IIII iIII!Il. It . kel il *i"-'l'-l'*'lf-l" 't"-ll- TEPATES
directly o a Convention Representative. If an amalgam
Fauss T I.|r. I|'|l' LoomvenTionn |{I.'|'|d."-l.'ll'.|7|'. e r|-.;.u|r.-- r|||.
amalgam to make a full repuort before the :":'-.I'.I|'- i, ara
specially

dread rhe ||.Il”.:L1il'| N |"r=l'|=_

convened meeting. Technomancer characters

called before the hoard

I s no redson as W wel o \...:.Inl 1'-'._- Tl ':".-.I ':."‘11' '.‘: JiiTe this

] I i
assemnbly, Instead, | will dewail what he has leary this week

JTenm ||I:. AT ||!..:||: (Ll r.l"u,"i hanery m LfEE SO A vone keniou
Watcher Oipevatives have installed o monitoring device that
apevates through the network of the local cable company

. T'he Cﬂnntrm'1 HL'prr:.-m*J'.tnI!i\'v.-

If a ciry houses several Construces, each Construce has a
I.'I."l'fl';.‘il.'!'r'l.'[ﬂ[i'\"l'_‘L.!:I'I.t]"lk'l“- werd. These represenatives present the
concerns of their respective domains. o Construct lies slighely
LTSI |-. 11n. -.']ﬂf'\n'.ﬂ world, s représentalive acls Ionre !'Ll.' in
ambassador than a representative subservient to the chair

“Curveillance! Are we soll mited to surveillance! Do |
| ¢ |

need to demonstrate the threat this Chantry poses? Pevhaps |

shionld frresent whar our SECHTILY COMETUS Cdi
Chantry's lase vai on our research mstituion!”
“Poant of erder: Thet is schedsled
will see listed wncler Agenda Ttem Number Five, Subne
Please review the agenda beforehand, Ropresentative Seven,
# The Analysts
-ilhl..,' .I|-_"{"|'|\.|i1 I'|F L"H{.]'I Meeting s Jaey '=.'|I'|'|..,_i |'l.:'- e
meeting begins. lf necessary, an analvst or field specialist 15
P!’l.'_"'}Llll o l'lH'.["r L':I\:r\"” l'l|'|[|.||'|l on l|r|l.|-| i Marrer=
“Agent AT324 has exhibited tendencies 1o prerextend
strveillance sme . We have noted thae his performance mproves

Ciriay M

renicder new brsiness , asyom

=
11 AT

when he s aechorized oo send at least s ¢n to pathey
. ]
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“Considering the cost of reinforcing loyaley and increasing
the sleeptaught training of these additional agents, 1 can only
authorize §1 7K for the adjustment of this operation.”

“50 noted. The Symposium authorizes the addition of two
Gray Man Operatives to the amalgam studying said Chanery
Cher august NWO representative, Number One, has the action
item of seeing to the further conditioning and sleepreaching of
these field agents before they are assigned. Number Two, masy
we proceed o new business now?"

Given the layers of justification and documentation
required to have the full support of a Symposium, it's no
wonder that the best amalgams tend to go rogue from time
to time.

Influence
Behind the Curtain

Need more to work with? Mo problem, The agents of
the Technocracy are ready ro do your bidding. Whether you
want characters to track down Reality Deviants or pather
power for global conspiracies, the Union has secured ies
influence throughout the world.

® Travel Agencies

It doesn’t take much to monitor wha's going where.
Thanks to the threat of terrorism, airline passengers are
screened more closely than ever before, and COMmputer
technology makes tracking them easy. Mages may try toTun
from city to city, but they can't hide. Mainstream rravel
routes are routinely monitared, right down to hotels. Secu-
rity cameras, elecrronic locks and securicy staff all give the
illusion of safety to travelers, bur such precautions can be
used for more sinister purposes. Travel agencies coordinate
blanket surveillance efforts across the world wichour realiz-
ing whar it is thar they do — or for whom.

Every major city holds several travel agency dispatch
centers. Start with an office, add a receptionist and a few
employees with computers and you have all the basics. The
frant makes a regular income serving Sleeper rourists. In the
back room, surveillance — focused particularly on air-
planes, trains and buses — watches for mages on the move,

MNext comes the local welcoming commirtee. A rep
from lteration X or the NWO coordinates an amalgam of
security agents. Under a second front (often a securiny
firm), the rep puts one or two agents in each of the major
hotels. The agents can alert the local Symposium to the
presence of a new cabal through patches to video cameras,
credit card traces and similar methods. Once they're spot-
ted, the Deviants are in for a late-nighe visit.

* The Communications Industry

Who's watching whom! The Technocratic Uniondomi-
natesthe field of communications and faces little opposition.
Aside from the accasional egotistical vampire or meddling
Virtual Adepr, the NWO has a firm hold on these resources.




Every major city has a disparch center piped into the local
mass media. While “conrtrol” is too stronga term for what the
Tq;-n;;hn.;u_'rar_-lr' does, there's no L:lt]']‘r'i[ll{ the influence ir has,
Total command of the media is an illusion, of course (unless
you want to make things darker then they already are), bur
there are enough stations hooked into the Technocraric
weh to make the characters —and players — feel vulnerable
ashell. ABC, NBC,ITT, GE, AT&T — itdoesn't make any
difference. The characters will run into the NWO ASAP,

Technocrats prefer management roles over grunt work.
It takes only one Technomancer with the Mind Sphere to
access a number of sympathizers through headsers, rele-
phones, pagers, walkie-talkies and cell phones. Any local
television station or phone company office can be com-
pletely subverted by a few skilled agents.

Iterarion X employs a legion of electricians and rech-
nicians in the phone companies to serve the Time-Maotion
Management Methodology. One Armature can easily su-
pervise 20 or 30 Ciphers. Surveillance is the primary goal,
and these folks are geod at it. There's an intriguing urban
legend abour relephones: Even if a phone is on its hook,
someone can still listen ac the other end. Operators are
standing by.

NWO Gatekeepers oversee local television stations
and newspapers, carefully controlling the information that's
disseminated. Brainwashing the Masses is their first goal.
These agen:s, under the pretense ol business, skew news
reports before they hit the public. This censorship isn't as
obvious as one might think; burying a fact at the end of a
long story on page A5 is more effective than threatening
the reporter, and much easier.

Keeping tabs on information is Gatekeepers’ second
goal, Low-level operatives scan incoming news for “odd"
reports. Periodic TV checks turn the idiot box into a
MOnitoT station {dld you reaH} believe '\-‘ﬂL‘l!'ll'E:lh were created
for parents' sake!). Finally, Warcher apents set up shop in
TV stations and newsrooms, When a story breaks, chey are
the first to hear it.

* Silicon Valley (heavily contested)

Just about anyone can stare up a company thess days.
Take Silicon Valley, for instance. New offices are being
bailt there all the time. Of course many of them require
tight security to discourage theft and corporare espionage.
Thar's because the owners don't want pEl.'.'L‘lll:.‘ to see what's
hidden behind the concrete and mirrored glass. Many
different facrions, from Glass Walkers to Virmal Adepts to
Void Engineer Cybernauts to NWO sympathizers, live side
by side in the valley. And with so many talented individuals
planning “career paths,” someone with a knack for pro-
pramming can wind up just about anywhere. ...

Corrupting an office in Silicon Valley is a straightfor-
ward operation. All of the computers link to a single
network, which presents the opportunity for a Techno-
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hours feel the effects of this procedure the mose, but remain
unaware of its significance.

The Conventions cooperate to exploit the front from
there. With ther Time Sphere talents, Syndicare reprosen-
rarives can ensure fimancial success and can maximize
profits. Void Engineers use the frant as a stagime erovind for
.I*"-:-Ill'\- on the :1IL!II il Web. The NWO uses start-up
companies as recruitment centers. More than one Virrual
Adepr or Glass Walker werewalf has fallen into ehe Order's
web while searching through the classifieds for employ-
ment. Une I"I:I..l.ljll'_: holds many ¢ (NSPIracies I the words
ot Microsotr, "Where do vou want o go ||u|.|-|;_-'"

World Intelligence Agencies

F-\"-'T'-' |':IL|||"'5'ri-I|I:L'\| nation has in in:eﬂigfncr Cixm-
muniry, a second sovereipn nation within its borders. The
ommand structures of the largest intelligence agencies are
utlt like mirrored funhouses: phantom deflections misdi-
rect the people inside. Each cell questions the loyalty of the
others. Each department suspects the loyaley of other de-
partments. This is intentional. Technocraes develop their
own cells within the inrellipence agencies of the world, and
I'!ll."'. all ANEWET [0 Dne '|'L'-.11||,|- En:nn\paﬁjnn_: CDIE"‘-i.I’r'!EL‘.

* The World Advisory Council

Agents of the Technocratic Union have infiltrated
agencies throughout the world. Most of them teport to one
conspiratorial organization: the World Advisory Council.
[his secret society gathers information on all of the morteal
intelligence communities, as well ag on the United Mations
and the World Bank. As one would expect, the ability to

reshape reality gives these agenrs an edge over Sleeper

[+
I~

security systems designed to keep them our. In the council's
halls, a collection of Sped ially selecred advisors influences
the various world powers. The more significant the nation,
the more \.-lr-il'l'\.' the council's scaff, [See Technocracy:
NWO, page 39, for as many details a5 we're willing
impart about this shadowy growp. )

* Intelligence in the United States

Every branch of the Unired Srates povernment has
been infilorated 1o one degree or another, Even if the
vartous conspiracies of supernarural creatures didn't exise,
Ehe SOVEIMIMEnT Wy l=.I||.| ~1I|| |"|.' corrupt ST |h||'|Lr-. TCYET
'_ll.lll!_'i.'.

The intellizence agencies have all been infilrrared, bur
with varying degrees of success, The FBI was the easiest o
infilerare. The largest obstacle wasn't subvertinge agents, but
wcrually struggling for control with a secret, internarional

organization of vampires. Uo figure. The controlled FBI
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i the United Seates to stir up federal agents is child's play

The CIA was somewhat more difficulr to break, This
Kalkaesque organization consises of wheels within wheels
The Technocrmey facesa lot of inside opposition, especially
from a mortal organization known as Operation Twiligh
[ For more Inhormarion, see the b ik of the sAMeE name. ) =
arcane are the reaches of this “government wirthin® that
loyal agenes, independent operatives and infiltrating
T|.'-. ]'||I|'|I'| ANCErs Can |I [SLNES | .||:|.| TS TION W ||||.|'| '.|'||_ same
I‘-.Ill-.l‘l'l-_' withour b ing aware of each other

The NSA presents the bigpest challenge to ourside
influence it el maintains irs INCegriny! T|:|~ ardaniza
tion hamdles ¢ mmunlcations security and mamuoiatns
stare-of-the-art codebreaking, especially with the co IPeTi-
pts. The NWO and the
qufpts Wlﬂﬂﬂ'l' round and round within this small bt
baffling agency; the jury is still our as to wherher the NS A
represents the grearest hope for or the grearest threat 1o gl
United States' survival. Only time will tell

tion of a few freelancing Virtual Ad

Crossover Potential

As the above examples suggest, the Technocrats can
cross spells with any number of Reality Devianrs, from
werewolves (“research projects” or “filthy beasts™) to vam:
pires {“useful, if deadly, aberrations") to ghoses (“there are
no such things — 'l prove it"} 1o faeries (“it's all in vour
mind, kid"). Pentex and the Syndicate have the wildest
romance imaginable: They made ineach others' weaknesses
while 1-I:I:-L|2irlﬁi.‘;'lch-.'&u[hg_"]'_!."r“q_-__:-\"~|_-L_-_;|-,.L.- thev're both “eoad
tor business." Rival Techniocrats da not, ieshould be stressed.
know much about Pentex or anvehing about the Syndicare's
interests in it

The Union's rathier stilved view of the world b Hmpers
its vaunted knowledge. Despite its impressive research
ibiliries and daea files, the Union remains convinesd tha
all other supernatural life forms are simply rhe last remnants
of dying superstitions. Technocrats refuse to realize thar
I|1|.':r|.. nion is !I'||'.' |-I||.|'_||'-|I i1t s I||;|||__- Universe and
thar the universe is bevond anvome's contral

Where Does It AllEnd?

Contrary to whar paranoia insists, the Technoceaey
does not and cannot control everything, [t can't conern
everyone, However, through subterfuge and propaganda, ir
can still prerend that it can. Paranoa is the Union S Preatest
WA pon ]' I|'Il.' .Tl. " ||I|l'-. FACY |_|'||i|r"_-=__-1._ Tit .||__-'_' -'r. niswirlun
tcity, the Traditiomalists will eventually suspecr any tech
nelogical device and will continually keep an eve our for

Il'\lnllll-. TATIC ACTIVITY.

i : i :
The Ascension War, as far as Traditionalist characrers

are concerned, isn't really abour rearine down the Wor d
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. Bank or wiping out Silicon Valley. 1t's a battle that’s fought
one skirmish at a time. Each Sleeper reclaimed, each fron
that's destroyed and each abducted mage who's rescued isa
victory. It's a war for survival for Technocracy characrers.
They want to be on the winning side while maintaining
their identity. Within the shifring maze of the Union they
serve, they fight to keep their sense of direction and to
uphold their ideals. . .just like any other mage.

Chapter Three: Behind the Scenes of the Ascension War

Truth be told, you are the final arbiter on how exten-
sive the Technocracy’s influence is in any given city.
w]"]ﬁ'[h_t'_"f |r'L":l|_|r TL‘{'hn(H_‘[ﬂth WR_'IT‘I'C dh :i['lt;.{ﬁl'l['l .l.":lhl 11'.T|::|]:||.|T:dr'§.'
allies, turneoats or even heroes, the Union works best when
most of it remains in the shadows. By establishing frons,
developing characters behind the scenes and plotting Tech-
nocratic agendas, you create an endless supply of plot
hooks. The world is yours.
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Chapter Four:
Supporting Casl

The mind of the people 15 like mud, from which arises

strange and beauriful things,
— Il;’{"l] " T'l,“"l'l{'.T

He came out of the alley damned fast.

Jennifer had a second to react before the hastard
suwung his pipe. She chose reflexes over magick,
all and Psycho-boy missed by light years. Her back-
hack swung out, knocking the pipe from his hand.
Her follow-up strike, a powerful kick, collided
with a soft gut. He should've fallen bt laughed
instead. High, creepy gigales, like a coffin-hinge
, impersonating human sounds.
Red eyes glowed from a suddenly besvial face. Like some
hologram morph, the nutcase ransformed from geek w bat, shed-
ding his Salvation Army clothes in a heap. Jermifer felt no ripple, no
Paradox energies as the little freak rittered agam and flew straight at
her throat. Whatever she faced, it wasn't a mage. ...

Cast Party

Every Staryteller could use a little help when certain
situarions arise. Sure it's easy to fake the personality of the
weary detective or the whiny technician, but sometimes we
need more to goon. What happens if the detective stumbles
onto an important clue — a ¢lue thar puts the players’
characters at risk? What's the chance that the technician

might shoot a mage before that realivy-warping spell goes
off! We don't need mule systems and advice o help us
through such circumsrances, bur somerimes they help.

This chapter offers a selection of systems and Story-
teller suggestions for human and animal characrers and
spirit beings. Use them as you see fit, but remembera simple
truth: Everyone swants something. Though it's painfully easy
to see Storyteller characters as “monsters” or “encounters,”
1_|"|_|_"' WO |I_'| dl,}l:;ian rl;'\."l,,'ﬁ!.'l."ll' :1rnl|n-.| |:'|11ri]"-:-ll N TI | [ = ]"l'.‘I! stOries
flow from the answers to three simple questions:

* Who is this character?
» What does it want and why!
& What will it do to ger whar it wants?

Ask yourselfhy when a Storyteller character appearsand
vou'll have a road map for thar character's actions. Tt doesn’t
matter if the being is a beast, a Sleeper, a spirit, another mage
or something else altogether. Stories evalve from conflicting
needs, when two or more parties want different things or when
they use different means to reach their desires. This chaprer
gives you the “whos" for a variety of tales. The answers to the
other questions will come from you. (See “Whar's My Motiva-
rion?” later in this chapter for more ideas. )
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Animals

Nothing to be dome really about animals.
Anything you do looks foolish. The answer isn't
inus. It's almost as if we're put here on Earth 1o
show how silly they aren't.

— Russel Hoban

The world doesn't revolve around hu-

man beings or monsters. Beasts of field, stream
J or sky can be intreduced into your chronicle

in any number of ways. Some characters have
animal companions while others summon, create or
shapeshift into beasts. Witches and shamans are renowned
for their affinicy with beasts, but even hard-core Techno-
crats have their “uses” for our animal cousins. Imagine a
cybernetically enhanced guard dog, a mutant squid or a
hyperintelligent rat. See the possibilities! Obviously a few
pointers and systems for the animal kingdom would be
useful.

Animals in Your Game

When you think about it, animals are natural plat
hooks and characters. Our furry friends all too often become
lists of stats rather than characters in their own right. That's
a disservice, both to your story and to animals themselves.
Marturally you don't have to play out the motivarions of
each blue jay that wings past the characters’ heads; even so,
a creative Storyreller can rake her chronicle in some inter-
esting directions just by introducing an animal or two and
playing them for all they're worth,

The first step in creating a significant animal characrer
is to compare it to the ones in your own life. Think abour
the role your pets (if you have any) play in your own life
story. Now think about the animals that cross your path
occasionally, and about the impact they have on you.
Finally, consider your own feelings about certain beasts.
MNow translate these feelings into the world of the game. It
isn't hard to ger below the surface when you use your own
experiences as a springboard for storytelling.

Then there are the animals themselves. How do they
feel? What do they want?! Anyone who declares tharanimals
are simply bundles of tissue and instinct has never spent
much time around them. They're living beings, notobjects,
and have personalities and motivations all their own.
Unlike "monsters,” they won't fight to the death — they'll
run away, inscead. Few animals rake abuse in stride, though,
and they're more fun when they don't; a horse with an
actitude problem is much more interesting than a collection
of staristics that takes a mage from Poinr & ro Point B. You
can play up those personality traits to add an exrra dimen-
sion to your games — a dimension that'sentirely appropriate
for a game about magick.
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Really fantastic stories can lead you to the next logical
step: animals with the habits, desires and even speech of
humans. Look at Merlin's owl Archimedes in White's The
Sword in the Stone or at the Companions in Mercedes
Lackey's Valdemar series; such animals are staples of mage
lore. While really exceptional familiar spirits command
magickal abilities like those described in Ascension's Right
Hand, many low-key familiars are simply animals with
unusual ralents or intelligence. These creatures are at-
tracted to mysticks on general principle.

Animals are also primal links to our inner natures,
unclouded by metaphysics or pretenses. Animals simply are
what they appear to be; even a clever beast acts according
to its nature. By working an animal into a story, changing
aplayer's character into a beast or introducing some natural
familiar that joins a mage, you make a commentary on the
character. If a Dreamspeaker can become a falcon, has a
hawk as a familiarand calls herself A ngela Skytalon, you get
a pretry good idea of the kind of lady she is. In shore, the
animals we love, fear or become reflect the people we are.

So how can you work animals into your storyline!
Simple.

As aFamiliar

Everyone knows abour the wirch's cat, the wizard's owl
or the shaman's totem beast — the animal who shares the
mystick’s life as an equal. & familiar accompanies her so-
called master or mistress, skitters about the kirchen or
watches the house while masrer is away. While The Book
of Shadows presents a separate Background Trait for pow-
erful familiar spirits, many sorcerers simply have unusually
intelligent animal companions rather than mystickal help-
Ers.

Animal familiars play lots of roles. Imagine a raven
who guards a Verbena's garden. What's he like? What does
he know! Consider the ancient cougar who has walked
beside three generations of Dreamspeaker shamans. Why
daes he do it? What legends might follow in his wake? And
what abour the fussy owl perched on the archmage's shoul-
der or the parrot who says a great deal more than “Polly
wants a cracker!” Once you think about the possibilities,
you realize how many staries could originare from a single,
well-played familiar.

In game terms a “natural” familiar has normal animal
Traits, with Mental and possibly Social scores between 2
and 5. She has her own set of priorities, tastes and agendas,
and her own reasons for hanging around the mage. She may
or may not speak, depending on how fantastic you want
things to be, but her intelligence and communicarion
abilities are obvious. This familiar has a smattering of
Abiliries outside the normal animal range, but doesn't have




any unusual powers or Advantages. She might understand
a thing or two about magick (perhaps a dot or three in
Oceult or Lore), bur can't use it or teach it. Mo special
summoning ritual or Effect calls this familiar — she comes
and goes of her own accord. The bond described under the
Familiar Background does not apply to a “lesser familiar,"
and she cannot absorh Paradox. A really strong or talented
animal familiar (like a wise panther or a talking hear) mighr
cost the mystick a few Background points in Allies, and
often comes with enough power to back up her personaliry.

As a Shapeshifter's Alternate
Shape

Shapeshifting is a common Art, especially among
wirches and shamans. While a mystick transformed into an
animal keeps her own personality and sentience, her physi-
cal abilities typically become those of the beast. In time her
mind may even follow {see Mage, page 203, for the differ-
ences between Lesser Shapechanging and Perfect
Metamorphosis).

Plenty of stories can be told about a transformed mage.
Mavbe she's “stuck" as a deer during hunting season or is so
exhilarated with her new form that she doesn't want to
change back. Perhaps she's been transformed by someone
else (like the proverbial frog prince) and lacks the skill ro
change back. What if she's done something in beast guise
that haunts her later, like killing a small child while

running with a wolf pack? Perhaps she has taken a lover of
a different species. Complications abound, and complica-
rions are stories,

In game terms a characrer needs either Life 4 or 5 1o
cransform into an animal. Someone else with Life 5 can do
it for him, but undoing the spell might demand a similar
Effect if the original caster makes the change permanent.
Shapeshifring is vulgar magick in the modern world — even
the most mystical cultures consider it unnatural, if possible.
Some tribal peoples (or Changing Breed Kinfolk) have an
affinity for shapechangers; among them, shifting to animal
form might be considered coincidental if they had reason 1o
helieve the mage was one of their own. Once attained, a
beast form lasts like any other Effect {see "Range, Damage
and Duration” in Mage, papes 163-166). A mage who
assumes a particular form regularly may have a specializa-
tion in that form for two experience points. This allows the
character to move, communicate or even think as if he
actually had been born a beast. Otherwise he has to learn
how to move and behave like that animal when he changes
{which can be lots of fun in irself).

People who change into animals often have something
in common with the beasts they become — form follows
nature, as the saying goes. A slow, strong shaman might
become a bear, while a coward might become a mouse. This
holds true whether the transformartion is the mage's idea or
not — If Heasha Morninglade changes you into a toad,
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chances are there's some toad in you already. Storytellers
with a head for modifiers might want to increase or decrease
a transformation’s difficulty by +/-1 if it seems appropriate
(like changing a sneak into a weasel) or inappropriate {like
changing him into an lion).

Animal transtormations can be fun, especially when
you get a player involved. Ask him what his character's
totemn is (assuming he has one), or have him describe the
sort of animal thar his character would be. Play up the
differences of the characrer’s new form — the scents he
missed when he was human, the unbalanced feeling of
walking on four legs or careening through the air on
uncertain wings. Describe the world from his new perspec-
tive — a hawk has a radically different point of view than
a cockroach or human does. Have fun with it chances are.
a mage who leams to shapeshift will become so intoxicared
with his new form that he'll assume it whenever possible,
regardless of the risks.

Oh, yeah, the risks. Beyond the obvious Paradox prob-
lems (and rthe higher difficulty that comes with vulgar
magick), the form itself offers a host of unusual problems. A
mage transformed into a weak beast can be trapped or killed
easily — his Physical Attributes become those of the
animal, for better or worse (see “Game Traits,” below).
Hunters or police might mistake the mage for a real animal
and track him down. Things that would kill the beast (lack
of water for a fish, a flame for a moth) endanger the mage.
The greatest risk of a new form, though, is more insidious:
The mystick might like it too much.

Beast forms “run away with” a mystick's human mind;
a Lesser Shapeshift spell demands thar the player spend a
point of Willpowera day for the character to remember that
he's not an animal. If that Willpower runs out, someone has
to get into the animal's mind to draw forth the mage within.
Until then he's an animal in every way (no, he can't use
magick). Reaching a “rrapped” shapeshifter can be consid-
ered a mindscape journey (Mage, page 179) wherein the
terrain is the animal's habirat. A wizard erying to extract her
friend from a panther's mind might find herself wandering
through a dense Indian jungle. To rescue her comrade she
has to track him down, immohilize him without harming
him and commune with him through telepachy until he
regains his senses. In game terms this quest could

{ involve a long tracking contest, a fight and a resisted
N} Willpower roll (difficulty 6 to 9 depending an the
length of time that the subject has been a panther).

Animals are what they are. Even the smartest ones
aren’t restricted by social niceties. A wolf is a predator; a
mage who shies away from blood shouldn't become a wolf
unless she's prepared to deal with lupine nature. A fastidi-
ous mystick may be horrified by the, shall we say, earthy
existence of a beast. Animals don't use napkins or roilet
paper, and they're not bashful about their needs. Since




shapeshifters rend ro follow their inner natures, a mystick
might find some lost part of herself through a ranstforma-
tion; once she gers past the shock, she discovers how much
she’s like a wolf, This can be liberating and enlightening
some Verbena feel thar everpone should become an animal
for a day just to scrip off the civilized bullshit — but it's
dangerous, too. Marny shapeshifters are scary folks because
they're in touch with their primal sides. They tend to be
impatient, willful and direer, which unnerves their “re-
fined" companions. This primal shift can put a mage at odds
with her civilized ethics. Say the wolf-woman gets hungry,
FOCS hunting and kills a man by ripping his throar out. Sure
it sounds easy enough, but how well would vou deal with
waking up in a clearing, naked and covered in sticky bload,
knowing you had killed an innocent hiker? Shapeshifting,
especially into “cool” predator forms, isn't as carefree as it
sounds, As the Storyteller you can draw from all poines of
the shapeshifting experience for atmosphere, complica-
tions and ideas.

As a Companion

Like the familiar the animal companion has a close
velationship with her masrer or mistress. Unlike the famil-
iarshe doesn't come with any special powersor intellipence.
Such companions range from cats to guard dogs, from
hunting falcons to tame wolves. They won't attack their
masters without good reason, but anyone else is fair game.

Jd\,['l_l_l'l_ml I:l_'lmP'dn]L'lﬂS Aare ]'lrtTT'r' 'i.'.(".'ll, I}ul Lh&'g' come at
aprice —upkeep. A pet jaguar has to be fed. A rrained hawk
must have somewhere to fly. A warchdog should be walked
afew times a day unless you want a real mess on your hands,
Upkeep's not a problem if the character is wealthy or lives
in the wild, but a tame panther in a loft apartment is a
pr”h]t"[!'l I

And then there are the laws. Ic's not difficult for amage
to sidestep minor legalities, bue if she has a dolphin in her
swimming pool, people will ask questions, You can dispense
with the real-life hassles of pet ownership (upkeep, registra-
tion, vet hills, chewed rugs) if you choose, bur keep in mind
haw mueh fun they can provide. If every conflict in your
chronicle is a life-or-deach matter, a story in which the
Direamspeaker’s white tiger trashes the Chantry furniture is
a refreshing diversion. (*Bad kitey! Bad kirey!™)

Animal companions tend to reflect a character's inner
nature or totern spirit. A gruff HIT Mark would have an ill-
tempered Rottweiler in contrast to an Ecstatic's mellow
sheep dog. Playing a companion against type — like gifting
a harried Ether Scientist with a chirping songhird — might
provide a good twist, but even the most unlikely combina-
tions should hint ar some deeper affinity. Birds of a feather
flock. . .well, you know. Suit the companion to the charac-
ter and let both grow

As an Adversary

One of the most popular Sherlock Holmes stories is The
Hound of the Baskervilles. Even though the hound iself
remains “offscreen” for much of the tale, it casts its baleful

ze across the entire narrative. Imagine a beast worthy of
its name — a Jaws, a Black Car, a Shere Khan or a King
Kong. An animal doesn't have to be a combat monster to
cast its shadow across a story; like the ape in “Murders in the
Rue Morgue,” an animal adversary can be ternifying in its
Hl:?hl‘f'['l.l.'.ﬁ.

When you strip away our weapons, skills and clothing,
human beings are pretry weak beasts. Animal antagonists
remind usofhow fragile we are, Even though the Awakened
have farmidahle forces ar their command, an andmal — or
a pack of them — can make most mysticks nervous, and
with good reason.

"Antagonist” doesn't necessarily mean "enemy.” The
cabal might be fond of its hound, bur that doesn’t mean a
thing if the beast bites a visiting archmage on the leg! An
antagonise E{III!P]iCHIES a sLOTY h1,.' OppOsing the main char-
acters' plans. The resulting conflict can be as beutal,
humorous or touching as you want it to be.

Antagonists are most effective when they're in their
natural elements and the mages are not. When you send an
animal [ or a group of them ) against the characrers, describe the
scene's acmosphere forall ics worth. Five carsstanding inbroad
daylight aren’cscary; a dark alley filled with bright eves and the
sounds of shrieks, on the other hand.. .. If you can, b the
characters of their advantapes before confronting them with
crearures. Animals use their environment to their advantage.
Youcan follow their example if — or when — the beasts come
out to play.

As a Symbol

Mages see the world in symbols, omens, portents and
foreshadowing. Every culture has developed animal sym-
bols, from Egyptian gods te Hallmark cards, and you can use
those symbaols to suggest meanings in your stories. Look at
the "Techniques, Themes and Mood,” and “Atmosphere”
secrions of Mage's Storytelling Chapter (pages 148-152). [t
doesn't take Carl Jung to see how an animal — especially
one with *loaded” significance, like a cat or a pig— could
be used to make a point. A raven with a butterfly in its beak
is a bad omen; a groundhog showing its head ar midday isa
sign of good times. If you want to ger really esoteric, an
animal might be a metaphor for an entire story. Mayhe the
animal itself isn't present, but its legacy — in the form of a
name, riddle or Talisman — comes through all the same.

An animal can symbolize more than the sum of irs
Trairs. A good book on art or symbaolism is a valuable aid.
Just be careful not to overdo symbolic imagery — you don't
want to beat your players over the head wich allegories.
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As aPlot Hook

As you can tell from many of the examples above,
animals make great plot hooks. You can set a whole story
spinning around the antics of a single animal. Maybe it's
hiding and needs to be found; maybe it's rabid — or mayhe
it isn't, but folks think it is. Perhaps it belongs to a mage’s
mother. Perhaps it simply follows a mystick home and
deeides ro stay.

Remember that most people react instincrively 1o
animals. Some folks tremble and others gush, but few
people ignore an animal once it appears. Remember, roo,
that many mages (especially narure-oriented ones) are
more sympathetic to an animal’s plight than to a person's.
It's easy enough ro imagine a Verbena defending a tiger, or
a Dreamspeaker leading a white buffalo to safety. These
same characters might turn away from humans in disrress,
but animals draw them into new and vital stories.

Stories about animals can illuminate new aspeces of
characrers’ identities. lmagine the Man in Black who dis-
penses Technocraric justice with a cold, gloved hand. Mow
imagine him ar home, tossing a stick ro his beloved German
Shepherd, scrarching its ears, sleeping with it strerched
across his legs. Whole new image, isn't it? The possibilities
are endless. Any characrer — from the ancient Hermertic
with a fear of dogs to the brave Adept who cracks in the rar
cage — can be thrown into sharp relief through his love or
fear of animals,

Packs and Swarms

Although the Traits listed below derail a range of
creatures, some animals are so small or immense that
staristics and rolls don't do them justice. If a swarm of
homets or a horde of rats accosts the characrers, use the
rules thar follow.

Instead of trying to determine what each and every
member of a pack or swarm does, simply roll to see if the
swarm itself harms a characrer. Narrare the results from
there,

Each beast type is given a listing on the chart, below.
Roll the Damage listed against difficulty 6 once per rtum and
allow your players to try to dodge or soak the resule. This
damage is normal, not aggravaced. Packs attack once per
turn per target, and act on the initiative given on the chare.

If a character dodges he can move normally for the
remainder of the turn. Otherwise his artackers slow him
down to half his usual movement. If they score more than
three Health Levels' worth of damage in one tum (after the
targer soaks), or if the player botches an appropriate roll,
the character is knocked down and overrun. He can only
move a yard or two per twm and the swarm's damage
difficuley falls to 5. Efforts to get back up and continue
moving have higher than normal difficulries (7 or worse).
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The Health Levels listed reflect the amount of damage
it takes to disperse a pack or swarm. An additional two
Health Levels will destroy the attackers completely. Pistols,
rifles and small melee weapons (knives, brass knuckles,
bottles, claws, bare hands) inflice a single Health Level e
strike, no mater how many attack or damage successes are
rolled (that is, the strike only hits one creature). Shotpuns,
submachine guns and large melee weapons (swords, staves,
boards, chain saws) do normal damage (each damage suc-
cess rolled eliminates one Health Level of the swarm as a
whole), as do large-area artacks (Molotov cocktails, frost
storms, gusts of wind, explosions). Swarms and packsdon't
soak,

Mote that normal animals do not count as wimesses ro
vulgar magick.

Depending on the size of the pack, two or more char-
acters might be affected by it and can arack it in retumn.
Anyone who helps a character who is overrun can be
attacked aswell. A human can outrun some packs or swarms
(those consisting of rats or bugs), but can't hope o outrun
others (those consisting of hyenas or birds).

Amnimal Damage Health Levels  Initiative
Small bugs 3 5 2
Large bugs 4 7 3
Flying bugs 4 5 4
Birds, bats 5 9 §]
Rats 3 i 3
Lange rats {one or more feet long) 4 g 3
Feral cars 4 & f
Wild dogs 6 15 4

Game Traits

Imagine thar the leader of your characrers is turned
intoe a frog. How strong is he! How far can he leap? How
much damage can he rake before he goes squish? While the
Storyreller system assumes that you can work around most
situations through roleplaying and narrarive, questions like
these are bound to come up. Thar's what rules are for.

The following Traits depict a variety of animals in a
systems format, Use them as guidelines when necessary. For
simplicity, assume that all wild animals have Mental Traits
of 1, Perceptions of 2, and Primal-Urge and Survival scores
of 4. Specially enhanced beasts, like cybernetic hounds or
magickal cats, may have higher Mental or Physical Traits
than the ones listed below, and trained animals can have a
variery of Ahilities, from Empachy 1o Hunting. Truly
mystickal animals (including crearures modified with ex-
tensive technomagickal eybernetics) can have the Special
Advanrages listed in Ascension’s Right Hand, pages 50-
B9. Their abilities are far superior to those of normal
animals.




Alligator/Crocodile

Attributes: Strength 3, Dexterity 2, Stamina 4

Willpower: 5

Health Levels: OK, OK, OK, -1, -1, -3, -5, Incapacitared
Attack: Bite for six dice; il for four dice; swims faster than
maOst 'I'I(ll'['l'l:ll:l'l.l':'l.[lL‘S

Abilities: Alertness 3, Brawl 3, Intimidarion 4, Stealth 3
Mowe: Walk/Bun/Ocher: 5/26/10

Antelope/Deer/Impala/Stag
Attributes: Screngeh 2/3/2/3, Dexteriry 3, Stamina 3/2/2/3
Willpower: 3

Health Levels: OK, OK, -1, -1, -4, -4, Incapacitated
Artack: Gore for three to five dice (none for deer); antelope
and impala run faster than deer

Abilities: Alertness 2, Brawl 2, Dodge 2, Emparhy 2, Stealth 2
Move: Walk/Run/Ocher: 7/30 (40)

Ape/Gorilla

Artributes: Strength 6, Dexterity 3, Stamina 4

Willpower: 3

Health Levels: OK, OK, -1, -1,-1, -3, -5, Incapacicated
Attack: Bite or rend for seven dice
Abilities: Alertness 2, Athletics 2, Brawl 3, Inrimidarion 3,
Stealth 2
Mowves: ".L’alk.l’Run.thher-. ?,l'l':.-".l'].':'

Bear

Attributes: Strength 5, Dexterity 2, Stamina 5

Willpower: 4

Health Levels: OK, OK, OK, -1, -1, -1, -3, -5, Incapacitated
Attack: Claw for seven dice; bite for five dice

Abilities: Alertness 3, Brawl 3, Intimidation 2, Stealth 1
Move: Walk/Run/Odher: 520

Bison/Cape Buffalo
Artributes: Srrength 6, Dexterity |, Stamina &
Willpower: 2

Health Levels: OK, OK, OK, -1, -1, -1,
-3, -5, lncapacivated

Attack: Gore forseven dice; trample for eight dice
(no arcack roll needed to trample — roll Dexterivy +
Diodge, difficulty 6, to avoid. Stampedes raise dodge diffi-
culties by +2 or more)

Abilities: Alertness 2, Brawl 2, Intimidation 4

Move: Walk/Run/Other: 10/22

Boar (wild)

Actributes: Serengrh 4, Dexeerity 2, Stamina 4
Willpower: 3

Health Levels: OK, OK, -1, -1, -2, -4, Incapacitated
Attack: Bite for four dice; gore for five dice
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Abilities: Alertness 2, Arhlerics 2, Brawl 2, Intimidation 2
Move: Walk/Run/Other: 7/20

Cat (domestic)

Attributes: Strength 1, Dexteriry 3, Stamina 3
Willpower: 3

Health Levels: OK, -1, -2, -5, Incapacitated

Attack: Claw o1 bite for one die {can rake for two dice when
cnr‘nr:::-.i]

Abilities: Alertness 3, Arhlerics 2, Brawl 2, Climbing 3,
Desdge 3, Intimidarion 2, Stealch 4
Mowver Walk/Run/Ocher: 520

Cheetah

Attributes: Strengeh 3, Dexrerity 5, Stamina 3

Willpower: 3

Health Levels: ‘._-]K, oK -1, -1, -3, -5, ]_jll_",q}ml:ua[mi
Attack: Claw for four dice; bite for five dice; runs faster than
anything on Earth (except a Swara werecheetah)

Abilities: Alertness 3, Brawl 3, Climbing 3, Dodge 2, Intimi-
dation 2, Stealth 2

Mowve: Walk/Run/Ocher: 10/50

Cobra

Artributes: Strength 2, Dexrerity 2, Stamina 2

Willpower: 6

Health Levels: OK, OK, -1, -1, -5, Incapacitated .
Attack: Bite for three dice: venom for six dice {nosoak against

venom if the bite inflicts damage). Can spit venom 20 feet

with Diexteriey + Brawl roll, difficulty 8)

Abilities: Alertmess 2, Brawl 2, Climbing 2, Intimidation 4,

Stealth 3

Mowve: Walk/Fon/Other: 2/10

Cougar/Leopard/Panther

Artributes: Strength 4, Dexterity 4, Stamina 4

Willpower: 3

Health Levels: OK, OK, OK, -1, -1, -3, -5, Incapacitated
Axtack: Claw for six dice; hite for five dice

Abilities: Alertness 3, Arhletics 2, Brawl 3, Climbing 4,
Intimidation 3, Stealth 3

Move: Walk/Run/Orher: 10/30

Cow/Bull

Auntributes: Strength 3/5, Dexterity 2, Stamina 3/5
Willpower: 2

Health Levels: OK, OK, -1, -1, -3, -3, Incapacitated
Attack: Bite for three dice (bulls gore for four or six dice)
Abilicies: Aleriness 2 (bull: Brawl 2, Intimidation 3)
Mowve: Walk/Bun/Other: 10§25

Crow/Hawk/Owl/Raven .

Attribures: Strengeh 2, Dexterity 3, Staming 2

! i R
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Willpower: 3
Health Levels: OK, -1, -1, -2, -5, Dead

Arttack: Claw for two dice; peck for one die {desperation)
Abilities: Alertness 3, Athlerics 2, Brawl 1, Dodge 2, Intimi-
dation 2 {trained hirds: Braw] 3, Empathy 4, Intimidation 4}
Move: Walk/Run/Ordher: 1/2/20

Dog (large or guard)

Attributest Srrength 3, Dexteriry 3, Stamina 3

Willpower: 5

Health Levels: OK, -1, -1, -2, -2, -5, Incapacitated

Attack: Bire for five dice; claw for four dice

Abilities: Alertness 3, Achletics 2, Brawl 3, Empathy 2,
Intimidation 2, Stealch 2

Move: WalkRun/Ocher: 7/25
Dolphin

Artributes: Strength 4, Dexterity 3, Stamina 4

Willpower: 4

Health Levels: OFK, OK, -1, -1, -3, -3, Incapacitared
Arttack: Bite for three dice: ram for five dice

Abhilities: Alertness 2, Arhlerics 3, Braw] 2, Dodge 2, Empathy 3
Move: Walk/Bun/Other: 000730

Elephant

Arcributess Strength 12, Dexrerity 2, Stamina 10
Willpower: 5

Health Levels: OF, OK, OK, OK, OK, -1, -1, -1, -1, -1, -3,
-3, -5, Incapacitated

Attack: Trunk for eight dice; bite for three dice; gore for 13 dice
{difficulry 8); trample for 18 dice (no atrack roll needed — rll
Dexterity + Dodge, difficulty 6, to avoid)

Abilities: Alermess 3, Brawl 3, Empathy 3, Intimidarion 5,
Seealth 1

Move: Walk/Run/Other: 15/30

Frog

Adtributes: Strength 1, Dexteriey 2, Stamina 1

Willpower: 2

Health Levels: O, -1, Squished

Attack: None (some have poison that can paralyze a person
who fails a Stamina roll, difficuley 7. The victim must either
eat the frog or suffer a wound created with the frog's poison to
be affected)

Abilities: Alertness 2, Athletics 1, Dodge 3, Stealth 3
Move: Walk/Run/Other: 1/1/2

Hyena/lackal

Attributes: Strength 4, Dexterity 2, Stamina 3
Willpower: 3

Health Levels: OK, -1, -1, -3, -3, -5, Incapacitated

LN VK
Attack: Bite for six dice

Abilities: Alertness 3, Athletics 2, Brawl 3, Intimidation 3,
Stealth 3

Mowve: Walk/Run/Odher: 7/18

Hippopotamus

Artributes: Strength 7, Dexterity |, Sramina 8
Willpower: 5
Health Levels: OK, OK, OK, OK, -1, -1, -1, <1, -3, -3, -5, -5,

Incapacitated

Attack: Bite for 10 dice; trample for nine dice {no attack roll
needed — Dexrerity + Dodge roll, difficulry 5, 1o avoid)
Abilities: Alertness 2, Brawl 3, Intimidation 3, Stealth 1
Mowe: Walk/Run/Other: 5720

Horse/Zebra

Arntributes: Strengrh 53/4, Dexteriy 2, Stamina 4
Willpower: 3

Health Levels: OK, OK, OK, CK, -1, -3, -3, -4, -3, Incapaci-
tared

Adxtack: Trample or kick for five to six dice; bite for three dice
Abilities: Alertness 2, Achlerics 3, Brawl 1

Mowe: Walk/Bun/Other: 10/35

Lion

Attributes: Strength 4, Dexteriry 3, Stamina 3

Willpower: 3

Health Levels: OK, OK, -1, -1, -1, -1, -2, -5, Incapacicaced
Attack: Claw for five dice; bite for six dice

Abilities: Alermness 3, Arhleries 2, Brawl 3, Dodge 2, Intimi-
dation 5, Stealth 3

Move: Walk/FRun/Other: 10/30

Bobcat/Lynx/Wildcat

Artributes: Strengrh 3, Dexrericy 3, Stamina 3

Willpower: 3

Health Levels: OK, -1, -1, -5, Incapacicared

Attack: Claw for three dice; bite for four dice

Abilities: Alereness 3, Athletics 2, Brawl 3, Climbing 4,
Dodge 3, Stealch 2

Mowve: Walk/Bun/Ocher: 5/16

Monkey

Attributes: Sirength 4, Dexterity 4, Stamina 3
Willpower: 3

Health Levels: OK, -1, -1, -2, -2, -5, Incapacitated
Attack: Claw for four dice; bite for five dice
Abilities: Alertness 2,
Dodge 3, Seealth |
Move: Walk/Run/Other: 5,1']@.!'1'3'

Athletics 2, Brawl 2, Climbing 3,
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Octopus/Squid
(normal: five to 10 feet long)

Actributes: Srrenpth 4, Dexeerity 3, Stamina 6

Willpower: 5

Health Levels: O, 0K, -1, -1, -3, -5, J[ll_'i:i["idliiti'”t‘d
Attack: Squeeze for four dice; bite for five dice (difficulty 8);
mass grab (difficuley 7; each success after the first adds one die
to squeeze damage Dice Pools as the creature wraps one more
rentacle around irs prey)

Abilities: Alertness 4, Brawl 3, Camouflage 3, Dodge 4,
Intimidation 3, Srealth 3

Mowve: Walk/Bun/Other: 00020

Octopus/Squid

(huge: 30 to 80feetlong)

Attributes: Strength 810, Dexeerity 3, Stamina 10
Willpower: 10

Health Levels: OK, OK, OK, OK, OK, -1, -1, -1, -3, -3, -5,
-5, Incapacitated

Attack: Squeeze for eight o 10 dice; bite for nine to 11 dice
(difficulty T); mass grab (difficulty 6; each success after the first
adds one die ro squeeze damage Dice Pools us the crearure
wraps one more tentacle around its prey)

Abilities: Alertness 3, Brawl 3, Camouflage 2, Dodge 2,
Intimidation 10, Stealth 2

Mowve: Walk/Run/Other: 070025

Python

Antributes: Strengeh 2, Dexterity 3, Stamina 3

Willpower: 4

Health Levels: OK, -1, -1, -1, -2, -5, Incapacitaced

Artack: Constrict for four dice per turn; bire for rwo dice
Abilities: Alermess 3, Brawl 3, Climbing 2, Dodge 3, Intimi-
darion 2, Stealth 3

Move: Walk/Run/Other: 5/10

Rat

Attributes: Strength 1, Dexterity 2, Stamina 2-3
Willpower: 4

Health Levels: OK, -1, -5, Crunched

Attack: Bite for one die

Abilities: Alertness 2, Brawl 1, Dodge 3, Seealeh 3
Mowves 1'-"'.‘rau-c\.rﬂq.u1,-‘(."){E'u_'r: 310

R hino

Attributes: Strengrth 10, Dexteriey 2, Stamina 8

AN

Willpower: 3

Health Levels: Ok, OK, OK, -1, “Li=1,-3, =5, [1.'|L'i-:|].1'i-:|'_'|.l':|.r|..'-.{
Artack: Gore for 10 dice; trample for 11 dice {no attack roll
reguired — Dexterity + Dodpe roll, difficulty 7, to avoid)
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Abilities: Alermess 3, Brawl 3, Intimidation 2
Mowve: Walk/Run/Orher: 10/20

Shark (tiger, blue)

Acttributes: Srrengrh 4, Dexrerity 3, Stamina 3

Willpower: 3

Health Levels: OK, OK, OK -1,-1,-1,-2,.3, -5, Incapacitared
Artack: Bite for seven dice

Abilities: Alertness 3, Brawl 3, Dodge 3, Intimidation 3,
Srealth 2

Move: Walk/Run/Other: 0/0)26

Shark (great white, hammerhead)
Attributes: Strength 7, Dexterity 3, Stamina 7
Willpower: 5

Health Levels: OK, OK, OK, -1, -1, -1, -1,
Incapacitated

Attack: Bire for nine dice

Abilities: Alertness 3, Brawl 2, Dodge 2, Intimidation &,
Stealth 2
Move: Walk/Run/Other: 0j0/28

Spider (large)

Attributes: Strength |, Dexterity 3, Stamina |

Willpower: 2

Health Levels: OK, -1, Splat

Artack: Bite for two dice plus venom for three to six additional
dice (at one die per turn over three to six turns) if the targer
doesnot soak the bite. Damage from venom can also be soaked.
Abilities: Alertness 1, Athlerics 1, Brawl 1, Dodge 3,
Stealth 3

Mowe: Walk/Bun/Other; 2/5

Tiger

Attributes: Strength 5, Dexterivy 4, Stamina 4

-3, -3, -5,

Willpower: 3
Health Levels: OK, OK, -1, -1, -2, -2, -5, -5, Incapacitated
Attack: Claw for six dice; bite for seven dice

Abilities: Alertness 3, Arthletics 2, Brawl 3, Dodge 3, Intimi-
dation 5, Stealth 3

Move: Walk/Run/Other: 10/35
Wolf

Attributes: Strengeh 2, Dexterity 2, Stamina 3
Willpower: 3

Health Levels: OK, -1, -1, -3, -3, Incapacitared
Attack: Bire for four dice; claw for two dice

Abilities: Alertness 2, Athletics 1, Brawl 3, Dodge 1.
Stealeh 2

Move: Walk/Bun/Other: 7/28




Noral olks |

| can’t help feeling wary when I hear any-
thing about the masses. First you take their faces
from 'em, colling them the masses, and then you
aceuse ‘em of not having any faces.

— |.B. Priestley

Priestley is right, of course; mages of all
I'\'PE.S rﬁﬁulu]’l"r !.l_ll'llpl u']” l]T'I'J'jLwHL.E':'IE:'L] {L}“’lﬁ
into a group called “the Sleepers.” Mages

then upbraid each other (and the Sleepers,
ton) for forgetting that each person is a miracle in and of
himself, each with a theoretically infinire potential for
change. The jury has yet to return with a verdict on mass
Awakening; is everyone a potencial True Mage oris thatan
exclusive club? Mo one can say for sure, bur there’s been a
war raging for the laste 500 years over the possibiliry.

The un-Awakened present their mystick kin with a
variery of challenges. If everyone can Awaken, whar makes
mages so special! Is it their job — their destiny — to help
all people w Awaken (and Ascend), or is enlighrenment
each person's own responsibilicy? Should magickal powers
be left to fare or should they be a reward for those whostrive
to master them? ls mass Awakening really a good idea?

(Imagine the chaos of a world where everyone is a mage. ) Or
isit E"J]I'll..‘l]li.l"l!..' thar's best left to "those who can handle ic"?
Who decides who's worthy! There are some pretry unbal-
anced mysticks our there, and everyhody seems to have
different ideas about what it takes to be a “good mape.” Does
an “enlightenment gap” make it all right to treat Sleepers
like cartle, as some mages do, or is that just selfish pride!
These questions might go an eternity without answers, bur
any mage worth the name ponders them from time to rime.

Pondering aside, it must be remembered that the ma-
jority — the very powerful majoricy
upof “just plain folks"—not mages, not vampires, not other
weird shadow thingies. It stands o reason, then, thar the
majority of characters with whom the players' characrers
interact will belong to the un-Awakened masses. It's easy to
11:Iih| ?lk“ ‘.l'll‘.ht: r111T|:1i—1|. F‘t'("r.'l';" f( il § Fllﬁhﬂ'ﬂ"l.,"lﬁ- 'n.'i'hl_"']'_l 1|.'I,:l|j ha".'f‘
5 dots in Forces, but just remember who keeps the electric-
ity runining in the Chantry.

of humanity is made

The Storyteller should keep Sleepers in mind when
directing a chronicle. They're more than just Paradox-
keepers or window dressing; they're people. And every
person is a v.::-t!.l-:int; storybook walting to happen. Ex-er'!,.
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person passed on the street has endless stories ro rell. Mot all
of them seem worth telling, but each person's story is like a
private movie to him, a drama in which that human being
is the srar. [n real life our tales intersect with other peup]es’
when we cross paths. In gaming, however, characters often
cross swords instead of paths; most “encounters” in
roleplaying games rurm into battles of words or weapons. [t
doesn't have to be this way. While conflict is part of any
exciting story, characters meet all kinds of people in the
course of their lives. Those meetings, in turn, shape each
character's furure. Cne of the touphest habits for gamers to
break is the tendency to regard all other people as potenrial
enemies, allies or rewards. By investing the people whom
characters meet with stories and maotivations, we avoid
stereotypes and deepen our tales and games.

What's My Motivation?

When an actor plays a part she does not live the
characrer's life. What she lives is the agenda, the motiva-
tion, of her character. These agendas come from whar the
character wants, why she wants it and how she plans to get
it. A woman who was abused by her father and fears more
bearings reacts differently to a man's anger than does a
woman whose parents were loving and who fears nothing.
These reactions supgest the things that the abused woman
wants from a man and the ways in which she tries ro ger
them. These methods, in turm, shape the direction thar her
story takes. And this direcrion shapes the role the woman
has in your chronicle.

Each person in the real world acts based on his ar her
needs, history and culoure. If you understand these elements
of a characrer’s life and work with them when roleplaying,
you create a more satisfying performance — one filled with
life rather than recitation. Just as a good actor understands
the forces that shape her character’s actions, a player or
Storyteller who understands her characrers background
makes her chronicle live just a little more. That's the heast
of roleplaying — not the Actributes or Abilities, bur the
lives behind those Traits. And those lives are shaped by the
motivations of those who live them.

So " What'smy motivation? isn'tajoke, it'sa great way
toget a handle on characters. When the cops come sniffing
around the Chantry, when the Virtual Adept's mom calls,
when the Ecstatic'sboyfriend questions her nonmonogamy,
-l‘\k. 'r'l:"'l]TQEH. W'::ﬁ'd.t thl.:l'il;" Fl'.\_'lplf" WAnNEL, hl:l'ﬁ-' [h_E":,' Fll_fl.['l. %] SI‘_"I
it and why they want it in the first place. Those characters'
actions will have a lot more imp;zct when you, the Story-
t‘l’.‘“t‘T. ]"|<'=‘-'<: I:hI:.‘:Il'H'I.I MIvations, |.'!:=1C kgl‘uuud& l.li'id.]'}l_'T:'iUT]alltl_E‘H
in mind.

You don't have to write all the details down, though a
few notes go a long way toward making a characrer more
than just @ name (e.g., “Jessica Bradly: 19-year-ald Mass
Com major, works at WYCW college radio, wants to be a
O] to impress folks, Low self-esteem. High energy. Slighely
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trritating persenality. Tries to figure out people she finds
intriguing while making themnotice her. Short brown hair,
dark complexion, green eyes, stocky.") These simple notes
refresh vour memory between game sessions, too. Just re-
member that each person is a storybook. Think of the
so-called Sleepers in those terms and you'll never have to
fish for a story idea agaif.

Traits, Roles and
Ordinary Folks

It's been said — pretty accurately — that a Storyteller
shouldn't assign game statistics 10 something unless he
intends to let characters kill it. Mages can certainly slaugh-
ter Sleepers, but there are myriad reasons { beyond morality)
not 1o, so it's rather pointless to offer a range of Traits forall
kinds of people when it won't come into play, When bullets
do fly, however, the Mage rulebook's Appendix provides
details on a variety of militant mortals; Destiny's Price lists
Trait remplates for a collection of hardcases in Chapter
Five: and Ascensions’ Right Hand contains rules and
systems for creating custos, from Chantry butlers to merce-
naries, and features a whole chapter about Storytelling such
characrers. In general, though, it's best to simply play the
un-Awakened as people and leave the game mechanics for
serious combatans.

Plots that feature the un-Awakened ought to be based
on conventional events, at least as normal people perceive
them. You might contrast the magickal antics of your mages
with the everyday lives of the people around them {see John
Constantine: Hellblazer for marvelous examples of this).
Emphasize the ordinary inordinary folks; these people, with
rare exceptions, shouldn't babble abour vampire clans or
Technocratic plots. The less these people know about the
Hidden World, the more dramatic the contrast is berween
their mortal lives and the melodramas of the Ascension
War. And dramaric contrast fuels dramaric Slﬂr'r'lel]ir‘lg_.

e of the most intense games | ever ran (says the
developer) involved two Storyreller characters who were
friends of the heroes, a pair of police detectives who often
helped the cabal. Over time these cops became vital parts
of the chronicle, friends as well as background characters.
When one of them was 5u.-;]di.::1|1,.' killed n;ll.lring 2 battle, the
heroes (and their playvers) were shocked. When the other
detecrive was implicated in an illicit affaie with her dead
partner, the shock deepened inte anger. When the accusa-
tion seemed fishy, both the characters and the players put
everything they had into finding the culpric: a would-be
lover who manipulated evidence to force the surviving
detective into a breakdown, and into his arms. The search
and climax involved mundane research and roleplaying, no
magick or superpowers; the final “battle” involved one
gunshot, three punches and a broken arm. Nevertheless
this story went down in chronicle ]ii.\[ul:':.' as one of the most

moving episodes in a three-year chronicle — a story pro-
pelled by ordinary people doing (fairly) ordinary things.

As we all know (1 hope ), people are more than punch-
ing bags and targets. The roles they play are as diverse as
those described in the Animals section. un-Awakened folks
can be companions {lovers, best friends, sidekicks, servanis),
adversaries (detectives, reporters, cult leaders, bureaucrars),
symbols {runaways, homeless people, misers, fanatics) or
plot hooks (ailing aunts, framed reporters, lost children,
ruthless tycoons) with a little motivation and imagination.

The following is a list of roles that normal people can
play in a chronicle. The roles described previously for
animals can also be extrapolated for people.

Loved Ones

The people we love aren't always close at hand, yer
they exert a powerful influence on our lives (good and had).
If something's going on with our parenrs, pechaps we feel
the echoes, if only across the phone lines, Why should
mages be any different!

It's easy o ]'\]an,' Mages in a vacuam; real stories come
when that vacuum implodes. What happens if the Verbena's
mother is robbed? If the Virtual Adept's father comes down
with cancer! If the Man in Black hears his brother has run
away from home! Let's expand past the family: The Her-
metic adept meers an old school friend who's deep in debr,
The Chorister finds herold priest has fallen from grace. The
Progenitor tuns across his old boviriend during a drog-
selling mission downrown., Who wowldn't act under such
circumstances, especially if reality was ar their command?

Love —of manydifferent kinds — is one of the greatest
human passions. Kings have surrendered crowns, mothers
have entered burning buildings and prophets have given
themselves over to fire and the cross for love. A mage who
remains cold in the face of love has issues (ora m-,lll-!,- lnu“-
player) to confront, And chat confronation results in
stories of a different kind from thase of combat. (See the
Wraith supplement Love Beyond Death for a more in-
depth Ir.'u}k ar ]Ulﬁ: and lnlt:pl:i}'ing.}l

Subjects of Salvation

It's casy to dismiss mortals as Sleepers or the masses,
What ha ppens when the masses have faces, when the
Ascension War becomes more than just an excuse to fight?
A mage — any mage — is still 2 human being. A dramatic
meeting with another human being brings the humanity of
those involved 1o light. The reasons for the war become
clear, as do its stakes,

Let’s take a parricularly remote Hermetic, for example.
He talks a lot about “the Ascension drearn.” but to him it's
abseract. He livesina Horizon Realm, surrounded by boolks,
in a land without much Paradox. What does he know about
reality when the only world he knows is his own? Now ler's
throw him a curve ball — a stowaway who hitches a ride on
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a magick bus and finds herself trapped in the Hermetic’s
magick Realm. What's her take on things? lsshe impressed?
Disbelieving! Cynical? Overwhelmed? What's her back-
ground? Is she a sullen runaway {"Shove your magick,
asshole!”), a starry-eyed heliever (“This is what [ always
dreamed of!"), an opportunist ("What a great idea for a
nightc lub!™), a [{‘Fugﬂ' (Dot send me back there, [Jf,m.'.z.'”:l 1
Mow how is this mortal pissant going to affect our Hermetic
friend? What stories will the chemistry between them
ignite! Two things are certain: Those stories won't be
boring, and they won't leave either characrer feeling the
way they did before.

Subjects of salvation come in many different forms,
from the person who's just discovered magick to the mortal
rrapped between the cracks — folks in the crossfire, folks
with agendas, folks just trying to survive in the world they
know, The tales that arise from such conflicts force a
mystick to assess his perspective, to come down from the
throne and look the peasant in the eye. “What are you doing,
Merlin, and who do you think you're doing it for?" [t's hard
to dodge that question when the questioner stands in your
'F;-_'I[.{' ﬂﬂﬁ_{ l:,IL"I:'I'I.H['I.I.].".- dl -::X].‘J]Ht‘l.;i[it:-n. [Dﬁ'stil'q.":i FT'i.L'E' COVETS
salvarion and the streets with uncensored detail.)
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True Believers...or Not

And then there are the people who do believe, who
understand the reality of magick even if they can't use it
themselves. These folks are just a smoke screen for many
players {"Hey, it's not vulgar if | convince them "m a faith
healer!”). This approach, while valid when deciding an
Effect's difficuley roll, shortchanges hoth the story and the
characters involved. What's it like to be a mage among
believers — or among potentially hostile skeprics? Ask
questions and answers follow.

True believers are just ordinary people. They want the
same things and interact with the plavers’ characters in the
same ways. At heart, though, they hold some faich that
accepts miracles. Those miracles might be scientific (“lsn't
technology amazing?), religious (*Yes, 1 rrust in God's
power." ), primal (“Thar is simply the ways things are. Whoe
can explain them?™) or even media-generated (] know it's
rruel [ saw it on 2002017} [n any case, thar faith allows a
mage to employ a magickal style that fits the belief.

Where do these beliefs come from? Quite simply, they
come from desire. People believe what they do because they
warnt to, because it seems right, because it fills a need. True
believers, then, are people with something o gain from a
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mage. They don't simply let the character walk through
their lives and strew miracles withour ask ing for something.

Just as normals flock to someone who verifies their
beliefs, they won't tolerare someone whe violates their be-
liets. Normal people who take this confrontation toextremes,
patticularly in regard ro mages and other supernatural powers,
are witch-hunters. They come inall kinds, from fanatics who
protect their religions o atheists who refuse to accept any-
thing outside the norm, even if it means destroying something
wondrous. Mages have always had eo step carefully around the
un-Awakened for fear of the mob — there are worse things
than Paradox.

The bloody hunis of the Renaissance and the quashing
of “heretics” and “infidel=" never really stopped, the ractics
simply changed. A mage in modemn society needs to warch
his back for police, reporters and debunkers, as well as for
hunters of a more informed variety, like members of the

Inguisition or Arcanum. A mystick who lives ina dogmartic
culture still feels the witch-fires at his back. Go ahead, use
pagan Arts in Saudi Arabia. If the Paradox spirits don’t nail
you, the true believers will. Even if the people don'tactively
hunt a mystick, many avoid him: he's “odd,” “not right,”
*insane” or perhaps “dangerous.” The mape's meetings with
the un-Awakened might take on a distincely nasty flavor,
and mortals have all sores of ways of showing disapproval.
{"Hey, Penny, didn’t we pay the gas hill?™)

Belief is the bartlefield of the Ascension War, and in
this case the battlefield lives and breathes. A mape looks
upon its many faces every day. Each person he encounters —
b ir his hest friend, his postman, his local sheriff or an IRS
agent — plays a part in the shifring struggle for reality. By
emphasizing that those people have needs and relationships
that go beyond being a hackdrop, you tap a vein of ideas that
leaves hack-"n"-slash in the dust. .

Spirits

In whatsoever place ye may he, ye Spirits,
wha are inaited to this feast, come ye and be ready
b receive our offerings, presents and sacrifices,
and ye shall have hereafter yer move agreeable
oblations.

The Greater Key of Solomeon

Mages also deal with beings far more
fl csoteric than mere humans oranimals. While
the “Hidden World" section of Mage {Chap-
ter Nine) covers many of the systems vou need when the
F‘eruthing Nigill descends on the l’.:I‘l:lT’.lE:!‘l.‘]‘ﬁ, SOMME ques-
tions remain unanswered. How does one run the Color
Red? Or a zeitgeist time spirit? Or a summoned demon? Ie's
easy to play an Umbrood being like a human being, but is
it the best approach? Let's explore some different ways to
portray spirits.

Roleplaying a spirit is unlike playing a character of any
other sort. Humans and mages, even vampires and
werewolves, if properly derailed, have personality quirks.
Supernaturals aren't precisely “people”™ in the way we un-
derstand them, but they are people nonetheless. They're
shaped by their environment, experiences and by their
hopes and dreams. Each one is an individual, and each has
the potential to evolve into something different, something
shaped by time and circumstance,

Mot so spirics.

Spirits are created with adefinite role to play, and their
very being reflects their purpose. Spirits dutifully (and
usually gladly) accept their roles and act our their assigned
offices withour bothering to question why.

But can the leopard change its spots? Of course. The
roll call of spirits that have forsaken their assipned duties o

become the corrupe entities that skinchangers call Banes is
long and depressing, By contrast, certain debased spiries
have sloughed off their former wretchedness and have
become reborn forces of harmony, like fallen angels in
reverse. But change redefines a spirit, forming it inw
something more appropriate fo its new nature. Apparently
there just aren'tany merciful Epiphlings of Pain or cowardly
Bear-spirits. When an Umbrood’s nature changes, its very
self changes with it. Form follows function closely in the
spirit world.

There are, of course, differences among spirits. Nor all
fire elementals manifest in quite the same way, and not all
Tree-spirits speak with the same voice. However, these
variations are wsually fairly cosmetic. Even if two River-
spirits interpret their casks in different ways, they are siill
the very essence of River. That essence is something that
manifests inevery aspect of their personalities, from smooth,
flowing speech — “Ah, yess, the ansswer you sseek can be
found deep below” — to graceful gestures.

Playing the Onseen

Spirits that are roleplayed properly should seem quite
alien to outsiders. Even Dreamspeakers, who are qualified
authorities on the Unseen, are frequently surprised by the
demands or questions of newly met spirits.

At the same time a spirit can be rather predicrable
when you know what its purpose is. Keep that spirit’s role in
mind when you play it, and don't let its personality or goals
stray too far. Although a warer elemental that is in love
with a Fire-spirit nl'lghl make an interesting encounter, a
spirit like that is clearly the exceprion. That isn’t to say thar
Umbrood are faceless drones; the more powerful a spirit is,
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the more personality it manifests. Gafflings of a certain type
blend rogether into a mass, while a single Jaggling might
possess a subtle, unique personality quirk.

Be careful of anthropomorphizing spirits too much,
though. Giving one of the Unseen a human face and
personality kills the feel of the Umbra and its denizens, If
spirits act like mages with a different rules framework,
what's the point of having them at all? Spirits should be
sublime, inscrutable and instinctive. They run on pure
intuition. Only the greatest Umbrood have personal Na-
tures or Demeanors, but deep personality traits still come
from the spirits’ essence. An lncarna of storms has a tempes-
ruous, wild Marure, even if one of her aspects wears a
Caregiver Demeanor, The lesser spirics simply act like what
they are; a Lightning Gaffling says little, says it loudly, then
leaves.

Spirits' single-mindedness can frustrare a mage who
thinks she's the center of the universe. To a spirit every-
thing is happening right now, and it has certain things that
it should be doing. Unless a characrer hassomething to offer
that would serve the Umbrood’s purpese, or that might pose
some sort of threat to i, the mage is unimportant. Toa Fox-
spirit, Fox is all. Rabbit is important because Rabhit is food.
Bear is something that should be avoided. Your average
group of mages probably doesn't have anything to do with
Fox so Fox-spirits have nothing to do with the characters.

Where does this leave the Storyteller? Let's go back 10
motivation — in a spirit’s case, its name. What is the
Umbrood's purpose! The answer reveals a lot abour how it
acts, Mow whar is the face it wears, and why! That indicares
how it reacts o certain people. Now let's stop there and go
on instinct. Playing spirits can seem pretty tricky if we ask
too many questions. Let the name of the spirit — its
motivation, basically — guide the way vou play it. Even if
the Umbrood wears a mask, that mask depends on what the
spirit is. A demon is a demon, even if she acts like a
cheerleader on the surface.

Why?

It's an ape-old question, really. The standard response
when dealing with the spirit world, however, boils down to
“Because.”

Children's literature goes a lot further toward describ-
ing certain facets of the spirit world than the most
complicared metaphysics do. One of the main reasons this
is 50 i that spiric-sruff rrades largely on faith. Rarionales and
scientific diagrams mean nothing in the Umbra — the spirit
world simply is. Fox is tricky, so all Fox-spirits are tricky as
well. In fact, they're all Fox — just expressed a little
differently. True, the spirit world has a great many compli-
cations — and mages don't help matters by Naming
everything they meer so that it all suits their worldview—
but ir's ultimarely precry simple.
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What exactly do we mean by Naming! It's a simple vet
ancient magical truth, one shamans, Hermetics and the
Changing Breeds understand well. Put plainly, the prin-
ciple of Naming means that a thing is whar it is because
someone Named it to be that way. Said “someone” is usually
a divine being; God says “Let there be light,” and there it is
— light. The greatest power of magick, according some
philosophies, is that it changes aname and thus changes the
being. That's one of the reasons why magicians are feared
and hated in many cultures — they usurp the power of God
or the gods. {More on Naming in Chaprer Six,)

Let's use Fox a5 an example. According to primal lore,
the Creator Named the world, and all its ereatures took
form and purpose when they were Named. Fox became
clever and quick when the Crearor Mamed him Fox, be-
cause that was what the name Fox conveyed. To this day,
some primal undercurrent in all foxes and Fox-spirit every-
where responds to the name Fox. Thus, Fox is Fox, he isn't
Rahbit. He acts like we think a fox should acr.

The high Umbrood, the gods of the astral Courts, wear
dozens of masks over a single name. The “Trickster” spirit
may be seen as Loki, Covore, Mephisto or Dionysus, but he's
still one spirit, even if he has many Umbrood Lords walking
around in his place. The Hermetics, who delighr in memao-
rizing the endless ranks of the Umbrood Courts, recognize
that each spirit is an aspect of a greater force. That farce has
a name granted to it by the Creator, and has many lesser
names given 1o it by humans.

A great spirit's personality traits — its Nature and
Demeanor — are simply extensions of its purpose. The
Trickster concept isn't defined by Loki's quirks, as any
werecoyore is glad vo point out. Loki comes from Trickster.
He's a face of Trickster that somehow gained enough
personality and ability to be counted as a major spirit in his
own right. [t's a good idea, if a mage plans to deal with the
spirit face-to-face, to know the various names and person-
alities that Trickster has. Ic's also a good idea, if vou're the
characrer’s Storyteller, to know which face to present.

The Godling witha Thousand Faces

While simple spirits conform to their given names and
look the same way to every mage who sees them, mighty
spirits, such as the Umbrood Lords, often appear as exactly
whar rhe viewer expects to see. Say you're in the court of
Raggadoom, Eighth Duke of Thunder. Whatever
Raggadoom's true form is, visiting mages aren't likely to see
it. If a mixed cabal gains audience with the duke, each
member may well perceive him differently. The Akashic
Brother from Hokkaido may see Raggadoom in the long-
nailed form of Raiden, while the Norse-pagan Verhena may
see old red-bearded Thor himself. The Comanche
Dreamspeaker may note that Raggadoom has chosen the
form of Thunderhird, while the Nuwisha tagging along for
fun might see any or all of these images, depending on how
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she tends to think of Thunder-spirits. The principle re-
mains the same, but the exact shape tends to be defined by
':]'Il" "-'i.f‘w{:r"i t‘!r“l‘.‘(ﬂ Hril::lnb. ‘._!'F COMITSE, []'“," VIEeWer n]igh'l oL
understand precisely why she sees the spirit insuch a fashion
{"Uh, why does the Ocean-spirit look like a seaweedy ].
Edgar Hoover™), but there's usually some reason. Every-
thing has a purpose in the spirit world, no marter what
Hollow Cmnes may say.

Of course there's an except Th W w every mile, Some
Umbrood display a certain amount of individuality that
defies immediate explanation. Shudderskin MNell, for in-
stance, appears in the same clammy, soft-boned form no
matter whoshe speaks ro. Most mages are ata loss to explain
this sorr of thing. Some Dreamspeakers, however, know
that a living being can only stay so long in the Umbra before
becoming disconnecred from the physical world. These
unusual spirits, they say, may well have once been mortals
or mages whose strength of will held them together after
thev became beings made entirely of spirit. Where does this
individual come from and whar made it unlike Ancestor-
spirits or similar Umbrood? Who knows? Perhaps that's the
00t l'[ [l:l.:i['l_l{ l]':lal = E“:r."ﬂ."['l. | fl.'ll.'!f ]._'1' ur':ir!'l.(:ll.“ r]'l-l" CONCENMSs ﬂ_nd
limitations of flesh. (Aelida, Lady of Feathers, is a prime
tfxaqu:uIt ||j- ||"H.h |"."|1't' l.:lt. :i]'-lr:ll.} L_jF COAITSE, ﬂl:.ﬁ.h I.:EI;_"ﬂ.T'IEE-
humanity so much that nobody will probably ever know the
truth.

And then there are the zeitgeists, the rime spirits who
embody the memories of ages. These arcane beings take
their forms directly from human impressions. Say some-
[hll‘!ﬁ; ha!]“['"-‘.'n.'- on Earth. If it's dramatic t‘nq_11|gh it makes a
rremendous residual energy impression (free Ouintessence! ).
In most cases that Odyllic Force simply fades away. Oeca-
sionally, however, it takes shape as a time spirit, Such
shapes, which vary tremendously from manifestation to
manifestation, emulate the impressions that people have of
an age. Few folks, even mages, understand the zeilgeists.
Only Cultists of Ecsrasy can commune with these odd
beings (see Cult of Ecstasy, page 65).

Playing these many-faceted spirits can be challenging.
You have a few different roleplaying options ac your cis-
posal, though. When indoubt, choose the one you feel most
comfortable with.

® The old-fashioned way: "You all go off to meer
Thor.” By presenting the Umbrood with a single face, you
reduce confusion and roleplaying time. Simply address
everyone with one face and let it go at thar, While thiscan
be appropriate in certain situations — it would be odd ro
encounter Raiden at a hall dedicared to the Morse storm
god — making spirits roo familiar takes away from their
unearthly nature.

» Different voices: "You, Imike, see Lord Raiden,
who rumbles as he speaks; Wulfgar, Thor appears before
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you, his hammer set solidly on one shoulder....” Take
everyone in turn and describe who and whar they see.
While this approach rakes a bit more time and effort (and
requires a bit of familiarity with mythic figures), it caprures
the shifting essence of the gods and underlines Mage's
undercurrent of “What is truth

* The faceless god: “The clouds swirl and sud-
denly divide. A huge lightning bolt slashes through the air
and explodes at your feet. When the smoke clears yousee a
message from the spirits.” This is the most armospheric
approach, and often the most effective one, especially in
Earthbound stories. Something unearthly happens and it's
up to the characters to figure out what it means.

= All of the above: When the cabal seeks answers
at a hall, it receives a message written in lightning, When
the characters pass into the Nomse Court of Valhalla, they i T i

o . ] LR ]

meet Thor. When theyapproach the storm god in Midrealm, : I
they see his many different faces. This technique, while (T o ’ .
confusing, may be the best way to underline the epic . a
Tapestry of reality — nothing is as absolute as ir seems. " 1‘ ;

)
N

Bargaining with the Onseen

Al spirits insiston certain protocols, regardless of their
narures. Mages who would deal with them on friendly terms
must follow the spirits’ rules. While there are plenty of
wizards who acquire enough power to force Umbrood o
obey, those people learn o warch their backs. Shamans
prefer to earn spirits’ goodwill. Power is always a pood thing
tohave — notevery spirit listens to reason, you know —but
a willing partner is more helpful than a collared slave.

The essenrials of pood bargaining are respect, knowl-
edge and reputation. A mage withour any of the above
might as well write “loser” in big bright letters on his
forehead. All spirits demand respect; some require down-
right abasement while others merely insist on manners and
deference. Few spirits will do something for nothing. The
practice of chiminage (long known by the Garou) covers
bargains with spirits. In order to receive advice, assistance
or answers, the mage must make a sacrifice, offer an appro-
priate gift or undertake some quest on the spirit's behalf. If
the summoner seeks to bind the spirit into a sacred object,
she must tender even greater chiminage. (Examples of the
dues asked by totem spirits can be found in Axis Mundi:
The Book of Spirits.)

Spirits like to go forth into the material world, if only
for shore pe[iuds of time, and love to be appea.ced and
flattered. Many of them have allies in need of assistance or
tazks in need of completion. By offering to help with such
chores a person can ask for a favor or two in return.
Providing a vessel for Gauntlet-crossing is the best (and
riskiest) way to geronaspirit's good side; some shamans and
voodooises offer themselves while Infernalists and some
Hermetic magi offer simulared flesh-creations or innocent
victims for possession. A mage with Spirit 3 or 4 can awaken
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a spirit in an ohject (see Awaken the Inanimate), offer a
mortal hose (see Create Fetish znd Free the Mad Howlers)
orsimply bring the Umbrood across (see Breach the Gaunt-
let). An especially brave or trusting shaman can offer
herself up for a Skinride (see Wraith: The Oblivion, the
Living Bridge Spirit Effect or the Possession Charm),
although she should be careful how she extends the invira-
twon, and to whom. Some spirits really shouldn't be allowed
into the material world, and a mage will often be held
accountable if she lets things ger out of hand.

Knowing what you're doing when dealing with spirits
is vital; a few dots in the Spirit Lore Trait presented in The
Book of Madness' Appendix should be standard for sha-
mans and conjurers. Knowledge includes the proper rites
for spirit-summoning, forms of address (Hint: Be nice),
tokens of respect and things to beware of. Acguiring such
lore is one of a mage's greatest tests — you can learn only so
much without hands-on experience.

Once a mage has been around a while, the spirits learn
her name and deeds, A reputation can be a real help or areal
problem, depending on who you are, what vou've done and
who you're addressing. If Raven knows you've been kind to
birds and have dealt fairly with other spirits, he'll be more
likely to help you than if you had a name like Loreena
Owlkiller and a repuration of shutring spiries up in fetishes.
Power helps, no doubt about it; a mage with Spirit 4 gains
a certain amount of respecr from the Invisible Ones no
marter how she acts, Bureven so, asmart medium values her
connections and treats the spirits fairly and well. A careless
mage’s sins can literally come back to haunt her in more
ways than the obvious.

Hermetic Arts and black magic work on spirits in a
more adversarial way than shamanism does. A wizard co-
erces Umbrood beings to do his will through combinations
of sacrifices, incanrarions, bargains and threats. Although
any smart magus maintains a tone of respect in his dealings,
maost conjurations include a pratection pentacle, binding
incantation, bribe and a threat. While these protocols can
be very effective when a character wants something done
{see "Umbrood Protocols” in Order of Hermes), they tend
to leave a bad taste in whatever passes for a spirit's mouth,
Wizards are good at ordering spirits around, but they're not
very good at making friends with them.

Dreamspeakers and other wise shamans maintain good
relationships with the Umbrood — relations which have
bred affinities with some Paradox spirits. Unlike other
willworkers, the spirit-cousins can convince a reality sendi-
nel to go away, to “write off" an infraction or to bust
someone else. This talent depends on three things: A
successful Charisma + Spirit Lore roll (difficulty 5 + the
spirit’s Rage }; pood, clever roleplaying ("No wait, it wasn't
me, it was him...."); and an absolutely impeccable reputa-
tion for solving problems withour wulgar magick. The
Paradox spirir, like any cop, might ler you offthe hook once,

.

but won't ignore repeat offenses or excuses. A Dreamspeaker
who rips open the Gaunlet, brings a dragon through and
then suffers a backlash isn't going 1o be very successful if
Wrinkle comes calling. Gods help the shaman who con-
vinces a Paradox spirit to punish an innocent person; word
will ger around. The results won't be pleasant.

{Remember that placating Paradox spirits doesn't work
with other forms of Paradox backlash. A careless shaman is
just as likely to get blasted out of existence by a sudden
explosion as is the Hermetic wizard with the irchy spellbook
finger.)

¥ b
Sample Spirits

The Umbrood fall into many of the roles we've already
discussed, from adversaries to familiars to companions to
loved ones to symbols, The forms in which they appear may
seem alien, but in the end they are inspiration for the same
types of stories as animals and humans are. Spirits can hare,
love, question and confound mages just as mortals can.
Their manifestations — a quaking of the ground, a stirring
of the breeze, a sudden feeling of clarity, as if the whole world
just snapped into focus — make a different impression than
mortals do, but deep down spirits are just ather types of
characters. See “Creating Mood and Armosphere” in Mage
{page 148), and the Storyteller Hints for demons {page
104) and the Three Worlds (page 121) in The Book of
Madness for more detailed suggestions for practical spirit
storyeelling.

The following Umbrood join an impressive list of
published spirits (see Werewolf: The Apocalypse, Axis
Mundi: The Book of Spirits, The Book of Madness, the
Mage rulebook and Beyond the Barriers: The Book of
Worlds for starrers). Descriptions of time-spirits (zeizgeists)
can be found in Cult of Ecstasy. The best spirits, however,
are the ones your players can't read about. They're the ones
you create.

Glitterfly (Joy Epiphling)

Willpower 3, Rage 3, Gnosis 8, Power 20

Charms: Airt Sense, Cleanse the Blight, Influence

Image: These tiny Epiphlings of Joy areall but invisible
and untouchable, even in the Umbra, A Joy-spirit seems to
be a minute shimmer of intense color, and a faint glimmer
of something beautiful from the viewer's past. When a
Gaffling of Joy speaks, it almost croons or hums hypnoti-
cally, coupling speech with Influence. If someone actively
tries to communicare with a spirit, it becomes excited and
energetic, broadcasting an uplifring sort of exuberance thar
can wash the fatigue from a weary mage's limbs.

Joyespirits are rare. They seldom appear in great num-
bers save in truly extraordinary circumstances. Some magi
like to bind these Epiphlings into fetishes in their Chantries,
retreating to the spirits' warmth whenever the world hangs
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captivity; fireflylike Epiphlings often burn themselves out
strugeling against their prison walls. Many Dreamspeakers
consider it a crime to compel service from these fragile
Umbrood, and refuse to associate with anyone who is selfish
enough to try to “own” a Joy-spirit

Achlodoch (Madness—Spirit)

Willpower 4, Rage 7, Gnosis 7, Power 25

Charms: Airt Sense, Blighted Touch {madness), In-
fluence, Materialize, Mind Speech, Shapeshift

Image: What image! There isn't any salid lock or feel
to spirits of insaniry. Some of them resemble wailing clouds
of fog with occasional bursts of color deep inside, like heat
lighting on an overcast night. Others rake the forms of
humanlike apparitions, and always speak articulacely and
reasonably with strangers.

Achlodochs make for bizarre encounters, and they're
naturally drawn to mapes in Quier. These spirits are known
to take material form, playing the roles of hobgoblins in a
madman's dementia. Curiously enough, they rarely appear
in the company of Marauders; perhaps the Mad Ones are too
much like them to be of any real inrerest. A few off-kilver
mages enjoy unleashing Madness-spirits on Sleepers as a
form of rude enlightenment; these perverts usually meet
appropriate fates of their own, Over the course of extended
associarions, the innate nature of the mad Epiphlings affects
mischievous mages. The results are sometimes amusing, but
usually re rriﬁ-‘ing.

Shrike (Pain-Spirih

Willpower 3, Rage 8, Gnosis 3, Power 30

Charms: Airr Sense, Armor, Possession, Tracking

Image: Cutting, slashing, ripping, biting, stabbing,
shredding, abrading — these bundles of sharp projections
\\'.l"l i.r|. rhTﬂ 'IUF‘]-I T]-H.' 1. Jn'-.]'.ir.'i. I.ikl:" |'r|.:1.li.-i||‘.x'|::-r- Hfl..,'.w(_"]dh‘\j Eh LT i_lﬁ_f]-l.
They only stop occasionally to unfold like metal hedgehogs
and linger over a hapless plaything. The average Pain-spirit
isn't as malicious as most might see ir; it doesn't hate its
victims or lash out in anger. However, pain is its business,
and like all spirits its quite devoted o its task. Shrike
Gafflings don't have enough personality to enjoy or be
indifferent to their work; rhn-:\.\.I :iim]‘-!ll.' go about it, which
frightens many mages more than wanton cruelty might
(Another form of Pain-spirit, one that's not quite an
Epiphling, can be found in Grandfather Thunder's Brood in
Axis Mundi: The Book of Spirits.)

Some sadomasochistic Cultists of Ecstasy call these
things in ro oversee high riruals, or bind them into pieces of
equipment. However, only the truly dedicated do this more
than once — the intensity of a Shrike's artentions can
break down mental boundaries quite nicely, but a mage's
endurance is, afrer all, only human.




The Reaper (Death Epiphling) :
Willpower 10, Rage 10, Gnosis 10, Power 300 or so
Charms: Practically anything appropriate. The Reaper

tends to exhibit Airt Sense, Appear, Armor, Blast Flame,

Influence (“Go away”), Lightning Bolts, Mind Speech, Re-

torm and Tracking. It also has access ro a number of specialry

Charms that have surprised more than one unwary mage.
Image: You probably don't need to be told what this

spirit looks like. Westerners have seen Death with the same
fleshless face for centuries. This mighty Epiphling, pracri-
cally an Incarna, embodies its image by taking the form of
the classic Grim Reaper of superstition. The rustle of a black
shroud, the stale smell of grave earth and old bones, the
flash of light from a scythe-edge so sharp its wounds never
so much as sting — that's the Reaper.

Thismighry Death-spiric iz difficule o compel or bind, [t's
strong enough to resist the calls of all but the most ralented
archmages, and such willworkers don't find it worth the effort.
Contrary to popular folk rales, the Reaper can't release the
ghosts of loved ones from death — that's just not part of its
province. Life is life, and death is death; the Reaper is just the
spiritual embodiment of the part in between, No mage has vet
to encounter Death while it performs its duty, and so it's

difficult to tell if the spirit acually does appear to collect
certain souls at the time of dearh. (Maost mages dismiss this as

just a little too superstitious for their tastes, anyway.) The
. spirit's business is its own, and it doesn't discuss such with
mortals. A mage is most likely to encounter the Reaper if the
mortal wanders the astral Realms of Death (in which case
Death could appear to gauge the importance of the mage's
business and perhaps evict her). The Reaper can also be
encountered in the presence of death so widespread and
pervasive thar spirits flock to the scene of their own will.

The Euthanatos acknowledge the Reaper as one of the
most powerful Death Epiphlings in existence, and offer it a
respectful nod or salute whenever they eross its path. The spiirit
doesn't usually retumn the favor, though. Like all Epiphlings,
the Reaper has little personalicy beyond that with which the
comcept of Death instills. It is neither malicious nor benevo-
lent — it simply is. les attention is a difficult thing to attract,
and no amount of Gaiman comics, Pratchett novels, ouija
boards nor black candles is likely to convince it thar a pesson
is worth talking to. Mor does the spirit have any particular love
for chess, although it has apparently leamed to play {and very,
very, very well, if you must know).

Although a couple of mages have tried to bind the Reaper
into a fetish, such attempts have always failed — dismally.
Cooler heads advocate giving up — if you need a Death ferish,
best you go pick a Gaffling to inhabit it. Besides, even if
somebody could bind the Reaper into a physical object,
chances are the bearer would die shortly afterward. A Death-
spirit thar powerful can't help but flood a fetish with so much

. death Resonance that some would leak out and stick to the

object’s owner. Mot a pleasant thought.

Lo

TTd
ast

[i3

- O i "-
Chapter Four: SupportinffC




Chapter Five:
Alternate

Chronicle
Settings

Slow doum tme

Slow down time

The sondl of the Earth escaped into the sky
Dion’t be afraid 10 leave your body behind
Sky Cries Mary, “Slow Down Time"

“What do you see?”

Mareus gazed across the cloudy moors, signg
upthe fipre that stumbled throwgh the mist. Damned
big, it was, and horned. The clutch in his chest was
colder than the bone-whipping wind. “[ theankaris the
Dewil,” he replied tor his companion. *1 wld you the
£ seance was a mistake. "

“MNonsense." The older man bew hotly
upon his cupped hands, warming the leathery
flesh. Mist exploded around his fingers like sudden smoke. "The
seance was a diversion, nothing more. Let the spoiled bras think
we called i thety Sawan. | knrju'furaf{lcr that oter puirsuer is u_f
far frailer stock than any Infernal kin.”

The young acolyte grimaced. “And how, pray my friend,
would you know the Dark King's guise!"

"Marcus,” chided the wizard, "T've taken teq in the chambers of the
dizmmed. Thisisnodew]. Belbeveme " hesaid, hiseves pone suddenly brighs
and glowing, ] know devils when | see them, well encugh.”

Mage: The Ascension sets a magickal battle for realicy
in the grirey Gothic-Punk miliew. Yet mages don' just

confine themselves to urban life, black clothes and body
piercing. They've been around since time immemarial, and
they don't all live in the big city. This section provides you
with new setting ideas and resource materials for “alterna-
tive” chronicles. Change is good; defy the paradigm.

Locales

A good alternarive setting should spark your imagination,
and your players'as well. Finding one is easy once you think abour
it— any number of stories can leap from a single setting. To find
an option, send your imagination spinning across the possibili-
ties, then ask yourself a few simple questions: How do | get the
characters there? What will they do? Who will they meet? And
what's at stake when they do? Anywhere you ean think of, from
an ancient mountain village to a fururistc Realm, can be a
background to adventure. The city is only the beginning. . ..

Rural

Moving from the city to the country opens up new
possibilities. What a shame about that lovely old farm
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sitting in the path of the new freeway! Lucky that the
owners have some special “friends,” isn't it? Friends that
won't ler the bulldozers through withour a figh:. ...

Some characrers, like Werbena, Dreamspeakers, Sons
of Ether and most Nephandi, prefer hidden, simple lives to
the clurter and cluster of cities. Rural rales come naturally
to them. Other mages, like Technocrats or Hollow Ones,
seem out of place in the country. Naturally, the shock of
contrast conjures up its own share of stories for them. In
short, then, a rural seteing is an ideal change of pace, with
its own sets of values, rextures and moods.

A rural serring inreduces a whole new culure o your
chronicle. Here, the emphasis is on the value of land and a
simple lifestyle rather than on a hot nighdife and nonstop
action. Boring! Not at all! Look at the importance of land in
sagas of the Old West: People died in conflicts over property.
Alliances and wars resulted from rural disputes over land rights.
And then there are good old-fashioned values, values that rise
from a need for stability. Conservatism, hospitality, privacy,
responsibility, a helping hand to those in need and a kick in the
pants to freeloaders — such values rise in places where nature
promises nothing, where aid comes only from your friends.
“Country folk™ have a fierce pride and loyalty to the land no
“city dweller” could comprehend. They find inner strength and
power from the simple beauties of golden fields and sunsets over
dark ponds. They fall asleep listening to faraway train whistles,
to closer songs of frogs and karydids. Tothem, the land isa living
thing, sometimes benevolent, occasionally hoseile.

Think about why your charscrers are in a rural secting
Maybe one of them owns property out in the country; let's say
the Verbena inherired his family farm or the Etherice discovered
his mentor's secluded lab. Perhaps the characters fled to a bolt
hole inthe country; afterall, Technocrats kinda stand our in the
back country. Maybe the place is full of resources, magickal or
otherwise; the city isn't a grear place for farm animals, and old
SCOne Clrl:ll'ﬁ Tl:tHil'l t}“.':'l'l' ]*: WWET w}H‘.Il I.‘|:1.L' ]i’]l'l.l.] AT "lll'l.li.' I.'l.-l.l.:l'll i':i
left alotie. Think abour these issues before you tossthe characters
Intoagrarian bliss. Asalwa Y5, make sure the p!:,u_un;:n,. areenthused
about the idea, too. For further inspiration, see The Book of
Chantries; Chapter Four details 3 Verbena farming coven
where life is anything bur dull!

Three common tales arise from the rural chronicle. First,
there's the “city to country™ plot: The characters have to leave
the city and move out to the country. Mayhe they're looking for
inrll.“.T FEH&.:I::‘ Or outer !‘.H['I(.'ll.]i'lr'r' (4.1 .'||.|ﬁ-| SOImne ]\‘Tl_"ﬂlt'llil\l_-‘: TORHTL:
Stories might invalve urban characters trying to adjust to rural
life, dealing with their nosy but well-meaning neighbors or
escaping town gossip. A second plot explores the “wonders of
nature™: The characters spend a lot of time communing with the
land in search of their own identities. You can use this plot tomn
primal scenarios involving animal encounters, personal trials on
the land and so on. Finally, there’s “the horror of namre” plot
Here, the rural culture is anything bur friendly, and the mages
suffer from nasty neighbors and Mother Marure's scom. The




possibilities range from Deliverance-style chases wo creepy horror
or natural disasters, What's the power of 8 mage worth againsta
twister! What if the new Chaniry rests atop a Native Amencan
burial J_.{nu.m,:]f Whar if angry spirits will do anything 1o wreak
vengeance! So much for “little coven on the prairie.”

You can draw from dozens and dozens of welevision shows
and movies for inspiration, Most of them are pretry comy, though
Baby Boom is relaively tolerable. Tom Brown's books, such as
The Tracker and the Search, are enjoyable essays about woodland
survival, and Jack London's rales halance reverence for the
outdoors with respect for nature'sfury. Veraand Bradford Angier's
At Home i the Woods is an engaging tale of an urban couple
determined to make a fresh start in the wilderness. S E. Hinton's
The Oharsiders { the book and the movie) shows the power of rural
life’s rransformarion on city folk, and Spider Robinson’s Time
Pressure is a science-fiction book in a similar vein.

Orher sources portray naturc as maore tl_"ﬂiﬁ'im than en-
lightening. H.P. Lovecraft's collection af stories in The Dunwich
Horror is a must read for any “horror-of-nature” scenarios;
Delwerance is essential viewing marerial. Sherlock Holmes once
commented that the countryside 15 much more insidious than
the city because crimes and violence can easily lie hidden
Stephen King underines the point in many of his books and
stories of rural life, such as "Children of the Com,” Cujo, Misery
and “The Body."” If terror’s what you're after, design rales thar
make the ardinary aspects of rural life grab the characters, then
hl(:l'n'n'i'!f Hr.i.n]_:]r: |.|'“."|:'|'| in ||"|i.""|'|' W tﬂ[[i]ils.

. The best sources for “wonders-of-namure” scenarios, how-
ever, are yourown experiences. Spend some time in the wildermess
and get a feel for the land. Do some hiking or camping and
IMImerse 'r"i"l.l.r.‘ﬂ."i.f in =h|." I.‘q_:llﬂtlk:ln. I'lr'ri.ﬁlr d Smi-lll LoD, ealt Some
lunchin the local dinerand talk to the people — politely. Find out
when their families sertled there and how they make a living.
Many folks will be pleased to answer the right questions, espe-
cially if you explain you're doing some research {don't mention
gaming — it's not well thought of). If this is a bit o much
fieldwark for you, watch some episodes of Northern Expasiere, a
show also worth watching for its "urban to rural” plots. Many
cable charmels feature narure and travel programs every nighr; if
these don’t give you story ideas, you're in the wrong line of work,
For a multcultural view, Leaming from Ladakh is 2 fine educa-
tional film abour & rueal communiey in central Asia coping with
modernization. Finally, you can find some great anthropological
accounts of narure, animalsand the human experience published
by Thor Heyerdahl, Jane Goodall and Dian Fossey. These folks
have spent good portions of their lives in the wild, and their
observations can inspire the more couch-bound Storyteller o
explore the world with more than just his imagination,

Exotic
What's “exotic," exactly? Paris? Las Vegas! Tiber! Try any

or all of the above. Any place that'’s outside your troupe's usual
experiences can be an exotic setting for adventure and intrigue.

. If yous live in rural Idaho, New York City might be considered
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exotic; if you're used to stories ser in the continental U.S,,
distant places like Ric, Hawaii or the Sahara Desert can break
up the monotony, adding an air of unpredictable mystique.
Deep down, most people love to explore the unknown.

Exotic chronicles can work inone of two ways: The pla'!.fcrs
may be natives of the ares; the setting is ordinary o the
characters, bur exotic to the rroupe. Alrernately, the characters
could be globe-trotters, exploring different cultures; here, the
players and characters both find the setting exotic. Most players
find it easier to get into the second oprion — it's not an easy
thing to adopt an Arabian mindset if you're a Jewish kid from
Brooklyn; the challenge offers some great roleplaying experi-
ences to those who can handle it, though. If your characters are
asunfamiliarwith the layof the land as their players are, you can
take advantage of that novelty, Warch the fun as the cabal
puzzles out strange customs, takes in the sights and gets lost at
all the wrong rimes. ...

Mage 5 an intemational game. As the mlebook says,
amyone can be a mage. The Awakened don’t tend to stay home
forever, either; unlike the entrenched Kindred, mysticks wan-
der across chisvast reality, finding steps along the Path wherever
they go. It's easy enough to send an American cabal from the
Nevada deserts to the Himalayan peaks, from Rome's cata-
combs to the African Congo. Perhaps the player characrers are
members of a war cabal, seekers on a quest or agents of some
greater power. They can mavel by mortal means — aircraft,
ships, trains, feet — or mystick ones —portals, Correspondence
junps, spirit travel, ete. Each passage has its own complications,
of course: Customs officials, cash {or lack thereof), and interfer-
ence from Technocrars, vampires or other Awakened beings
creates headaches for the jetsetting mage, while magickal roures
prove unreliable, unpredicrable or Paradox-prone. Planes crash,
trains get delayed, cars break down, wars break out. Maybe the
magickal curtain between Russia and the rest of the world (see
Rage Across Russia) still stands; perhaps that jump portal was
a one-way trip. What do you do if you're stuck in Beirut when
fighting breaks out agam? What if the Gauntlet's too thick to
cross in London and you're erapped onche side with all the spiries
and phosts? You have a million and one ways to complicate
travel if YOU walnt to use them, and what's a gm-.{ arory withaout
a little complication?

Culture clashes are all kinds of fun, too. Films like The Gods
Must be Crary, Midnight Express or City Slickers show whar can
happen when folks from one place run headlong into people from
another. Differences in languages, manners, religion, perception
of hygiene can tum a simple situation into a desperate one, A
Chiristian Chorister's poing to have problems if she gets dogmatic
in Saudi Arabia; a doped-out Eestatic berter havea Teleport spell
ready if he plans to pass throuph Turkey. Most cultres —
including our own — aren't forgiving about mistakes, Ask the
Japanese kid who was blown away forknockingon an American's
door — if you can. The complications can range from the tragic
to the hilarious, depending on how you choose t num things.
Some characters might, like James Bond, fit in anywhere without
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trouble; on the whele, though, it's often more fun to ruftle their
feathers than see them breeze across the world.

Complications are great; too many of them, though, can
grind the game to a hale. Players like to be challenged, but hate
to be frustrated. Make sore they have something to hold onm
when the characters enter a strange land, whether that be a
frendly contact, a wise familiar or a talking crystal. If vou want
the folks inyour cabal to come from a scrange location, make up
a few culture note handowes so the players won't feel completely
lost. If the characters are new to the area, keep the playersin the
dark and reveal details as they come. A middle option
introducing a native character ar a Storyteller guide — allows
you to emphasize the setting’s strangeness without paralyzing
your players. It always helps to have someone who knows the
language.

Obwiously, it helps if you're familiar with the serting
youmself. Maybe you've done a lot of traveling or have lived
somewhere most of your players have never seen. Working from
what you know is often easier than doing a lot of research, If
EuTe'ig‘l‘l cultures fascinate youu, then 1‘!:;' all means have a ball.
Mavybe you've never actually been to Japan, but your hunger for
things Japanese has supplied you with a trove of information.
You'll need all the help you can get — the whole point of setting
a story ina distant land is novelry. It's not a change if the folks
in Tokyo act just like the folks in Atlanta, and it's kind of a
disservice to the serring, oo, Work the setting for all the
armosphere you can muster; describe, describe, describe (see
Mage, pages 148 and 154).

Films, rravelogues, puidebooks and experienced friends are
grear sources for location descriptions. Emphasize culture and
flavor over mapwork; it's more important to caprure the feel of
aplace than to pinpoint locations. [fyou have the time, get some
rraveler phrasebooks like Beritz puides and Lonely Planer
Survival Kits— they're cheap, easy toread and packed with lots
of helpful information. Several cable channels and PBS stacions
feature weekly and even daily mavel shows; watch a few of these
and you'll never want to run a local chronicle again! Atlases
tend to be dry; vou can find a place, but you won't pet much of
a feel for it. Maost roleplaying lines have area supplements of
varying degrees of quality; the best ones give a good overview of
the area and offer insights on the culture; Victory Games' old
James Bemed 007 series had especially good location sourcebooks,
For World of Darkness details, sce A World of Darkness
Second Edition, The Book of Crafts, The Chaos Factor and
the various B"r' Nighl, Rﬂ.g& Across, H-:.l_'nnpull.li, Imimaortal E'!.-‘l:&.
and Dark Kingdom series,

The conditions of rEa\l:ly are not always the same. The
"Magickal Geographyand Influence” section in the Mage rulebook
(pages 184-186) describes the boundaries of “coincidence” and
the styles a mage can use to her advantage worldwide, This same
section can come in handy if you choose o run a historical
chromicle, wo; just apply similar conditions — wild Chinese
magick would be appropriate in an Age of Heroes chronicle,
while compurters would be vulgar — and use it as needed.




The Otherworlds

If you play Mage, you'll end up in the Umbra. Seekings,
all of these things pull willworkers
into other Bealms, These Otherworlds are far too numerous to
derail here; the concept that reality is infinite finds Exhibic A
in the lands beyond the Gauntlet.

Reality, inMage, isflexible. Adventures in the Otherworlds
are as flexible as you want to make them. If you've wanred to
run crossover stories with other fantasy worlds — Maiddle
Earth, Oz, the Star Wars galaxy, and so on — here's your
chance. If you want to make a point about the Earth, you can
create a Realm to spell it out for your rroupe. 1F you wanr to
throw reality as we know it out the window and indulge in
madness from Kafka to Kricfalusi, the Realms are vour license
todoso. Just be sure that when the tale is done, your characters
return o the real world. The war for realicy has many battle-
grounds, but the prize is the Earth — at least for now.

Mage, Wraith and Werewolf offer a wealth of source
marerial for the Worlds Beyond; the key reference, Beyond the
Barriers: The Book of Worlds, covers rravel, rules, atmo-
sphere and crossover possibilities. Other books, like Umbra:
The Velvet Shadow, The Book of Chantries and D'igilal
Wehb { both collected as Mage Chronicles 1), Horizon: Strong-
hold of Hope and The Book of Madness, explore different
Realms and their inhabitants. Don't be shy if —and when —
the Otherworlds enter vour tale. The only limirsthere are Yo
imagination and your rroupe’s intentions
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Historical

Wouldn't it be nifty towarch the final victory of Tokugawa
[eyasu? Or the defear of the Spanish Ammada? How about the
hiorrors of the Garou Impergium? Or the sack of ancient Troy!
While they require more research and world-building than
simple locales do, historical chronicles offer a creative change
of pace, and rake advantage of player interest and experxise, as
well. Chances are you have ar least one history buff in your
group! Many Storytellers hesitate tocreate historical chronicles
because of the characters might change history. Don't worry
abour this; instead, immerse the characters in the period's
flavor, It can be a heady brew indeed.

First, before you do anything else, read thoroughly through the
timelines and histories given in Mage: The Ascension {Chapter
Thiree), Horizon: The Stronghold of Hope ( Chapter Two ), or The
Fragile Path (Chapter One). Familiarize yourselfwith the stanus and
'l. MIT |'|'|.-¥i.i.'k r:L;Ll'."‘\ in '!l"l. LAl g L'hl. T TREmG: ﬁ"l'll.'l\.. ]']I,,:-'W W1llﬁ Ir |EI:_"I.:[ d-ll.'?'
characters' willworking Inancient imes, peoplebelieved inmiracles;
certain kinds of magick were easy for mysticks bur hard for
Technomancers. Then there are enemies to consider; many mages
died iry the firesof the Inquisition. Think about the forces behind the
majorconflicts: Vampires, werewnlves, other magesand even faeries
ke nasety enemies. Make sure your opponents suit the setring
there weren't any HIT Marks in feudal Japan, for example, but the
hedge magicians weren't pushovers. Think about the societies -
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magickal and mundane — and about the effects they have on your
setting. History is more than the passage of vears,

Then consider how the characters arrive: Is your chronicle
aperiod piece, orhassome eventcreated a time rift? The artitudes
your players favor will spring from their characters’ backgrounds.
A modem mage would be horrified at the casual cruelty of
Renaissance Iraly, but a wizard of the times would simply shrug
at the way things are. Gender roles, faith, manners, social
standing, language, even literacy vary rremendously from time to
time. Ir's a good idea to pass our a shore “period fotes” sheet if
you 'te running a period pame, to letyour players know what isand
isn't “proper.” If the cabal arrives from modem times, be prepared
to confound the characters with social mores and culture shocks
Our modemn world is the product of a million vears of change.

If you're concerned about players alrering the world, ask
yourself whether the player characters could really accomplish
anything to stem the tide of history. If not, proceed apace,
avoidingcrisis points like the burning of Joan of Arc. Fyou must
include certain historical events, contrive things so thar the
cabal cannor intervene. If Joan of Arc must die, work the
chronicle’s events to impede her rescue: a storm on the English
Channel, a surprise hattle with handits or Joan'’s own self-
sacrifice could undo the best magicians' plans, Don't be afraid to
award ingenuity, though; if players come up with a sound plan
tosave Joan, don't stop them merely for the sake of history. You
canmake their livesdifficulr in ather ways, and can TEVamp your
chronicle timeline quicker than you can regain your players' lost
trust. Finally, be clear to your players abour your feelings on
changing history. If you're flexible enough to consider an
“alrernare” world history, let them know. If, on the other hand,
you don't want major events changed, advise your players from
the onset {then expect them to ignore the warming)

Before beginning, do a little research; timelines and maps
are essential to most historical chronicles. Start witha trip tothe
locallibrary. Historical surveys or textbooks are good ways to ger
an overview of the chronicle’s time perind. Most general
histories have good hibliographies for in-depth studies, and
include maps and timelines to compare evenes worldwide. Take
advantage of historical novels and films, too; many cable
channels have historical specials and travel shows that can give
you a “feel” for your setting. A few books you shouldn’t be
without include: The People’s Chronology by James Trager, Rand
McNally's Adas of World Histerry, Cosmos by Carl Sagan and A
History of World Societies by Robert McKay. Connections, Jamies
Burke's television show and book, is a fantastic piece that links
together world history, science and art. Finally, don't forget that
other games often have great historical resource marerials (see
below). GURPS Timeline from Steve Jackson Games is particu-
larly useful, and many of that company'ssou reebooks provide an
inspirational boost o the harried Storyeeller.

Ultimately, remember that the story is more dramatic than
the time and place. An historical setting should inspire good
stories, and vice versa. No matter how intricate your setting, it's
not worth spit if you don't have a good rale to share.
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Prehistoric Times

Mast historians place “prehistory™ berween 10,000 B.C o
5000 B.C., the time before civilizations arose in Egypr,
Mesopotamia, East Affrica and the Indus Valley. Prehistoric
sOCieties nrgamaed themselves around ]'Il_lllEi:I'I.S and gal:henn.g:
they didn’t fight magickal wars, they fought for daily survival.
Mot tribes wandered until advances inagriculture allowed them
to build permanent settlements. These, intum, provided for the
emergence of written languages and more sophisticated culrures,

Magic and spirituality were very important to prehistoric
peoples. Archaeological evidence of burial sites shows thateven
Meanderthal tribes had some concept of an afterlife; their graves
contained food, flowers and simple tools for use in the hereafter.
The caves of Lascaux and elsewhere show an appreciation for
both the aesthetic and the fantastic. On the other hand, the
period lacked “landmarks”; there weren't any "Spheres,” no
Tradirions, no Technocracy, To the people of this world, the
Umbra and the material world are as one. Consider prehistory
a clean slate on which to write mystickal history.

As a Sroryteller, center your chronicle on basic themes:
living and dying, building artifacts, surviving winter's onslaughr,
fighting huge animals, and so on. In this more primal time, ask
yourself how magick functions and how it appears. [smagick more
widespread? How do willworkers use it? How does the power of
belief affect magick's form and limits! What kinds of foci exist? ls
magick a part of daily life, or is it reserved for dire occasions? How
do the un-Awakened treat willworkers! Does everyone live
together or do mysticks keep themselves apart! How do peaple of
this time use language or share customs! What superstitions do
they have! Remember, nobody sits around pondering metaphys-
ics and Hermetic philosophy! Spirits are the real realiry.

Prehistoric stores revolve around finding food, shelter and
the necessities of life. Players will find the game more interesting
if their characters have other people to care for — children, the
elderly, even the entire village. Antagonists come in many
forms: prehistoric animals, rival mribes, natural {and spiritual )
forces, even monsters. Imagine a struggle with angry local spiries
in a world where the Umbrood have the upper hand. Or a
scenario fighting the “advanced” civilization from the neighbor-
ing valley — a tribe with berrer weapons or powerful magicks.
How can the player characters defeat their enemies and grab
these new discoveries! How might they compromise in a world
where that concept is hard to grasp? If you include Werewolf:
The Apocalypse in your setting, there are the War of Rage and
the Impergium to consider. Can you imagine battling genocidal
Garou for survival! For Storyrellers and players interested in the
spirit world, consider an ongoing conflict with one of the
setting's mythic forces, like the Great Serpent or Buffalo Spirit.
In this ancient age, everyone's a Dreamspeaker to some degree;
the Technocrats, however, trace their beginnings to the fiest
toolmasters. How mighe those two groups relate? Or prevail!

Magick is wild and unpredictable in this unshaped world.
Difficulties might go as low as Highest Sphere + 1/+ 2/+3, and
some spells (like Level Ome Spirit Effeces) might succeed under the

Automatic Success rule (Mage, page 81). All primal magicks
wiould be considered coincidenal, though science (even magickal
science) would be totally vulgar, or even unworkable. Paradox is
ai:np]:‘ —_ 1|'Li|1.g.'~ o ks or the spirits rage — but rare. The
“simple” Spheres — Forces, Life, Matter, Prime and Spirit —
would be easy touse, while more esoteric ones— Correspondence,
Entropy, Mind and Time — might demand higher difficulties or
be out of reach altogether. It's hard to use things you don't
understand, and prehistoric mages are simple folk. Most mysticks
use foci simply because it hasn't occumed to them that they don't
have to; the mighty Wyck, however, understand thar magick flows
from the will, and may work their Arts without anything more
than that. Perhaps thar's why they were s revered — they
transcended what was “possible” and raught others to do the same.

Mysticks are always different from the people around them,
and rthey share common experiences across all periods of time,
Chaprer Two of Mapge: The Ascension describes some ele-
ments common to all eras of magick: Awakening, visionquests,
enlightenment and tempration. Use these “landmarks" vo puide
your players. Verbena, Cult of Ecstasy and Dreamspeakers
elaborate on the tools and pracrices of primal magick; Were-
wolf: The Apocalypse, Axis Mundi: The Book of Spirits and
Garou Saga provide many suggestions for primitive mood and
flavor. Finally, Ways of the Wolf and Bevond the Barriers:
The Book of Worlds present sample stars for prehistoric beasts.

“Real-world” references — pood ones, anyway — are harder
tofind. Jean Auel, author of Clan of the Cave Bear (also afilm) and
Valley of the Horses, has written the most accessible tales of
prehistoric culture. Melvin Konner's The Tangled Wing offers a
more academic yer fascinating lock at the development of intel-
ligence, spi:ril'u:-‘llit'g.l and biological destiny from the dawn of ime.
The Naked Ape by Desmeond Maorris is also useful for Storveellers
who want to explore the connections between biology, prehistory
and the soul. Although “caveman™ movies ahound, Quest for Five
is one of the few films abour the period worth viewing,

The Ancient World

The ancient, or Classical, period of world history ran from
the rise of the first civilizations around 5000 B.C. unail the fall
of Rome around AT 450-500. The former hunter-gatherers
sertled in river valleys or by the seas to participate in new
leaming, building, travel and expansion. Culore and technol-
ogy flourished across the world — Egypt, Assyria, Kush, China,
Japan, Greece, Rome and the Celric lands are only the most
obvious examples.

Most of these civilizations valued mysticism and magical
beliefs. Some people, however, looked o early science and
philosophy instead, Mages who worked with scientific tools
began to influence the mystick Arts; after early failures, their
ideas began to catch hold. As the Low Mythic Ages pave way o
the High Mythic ﬁge:.,h:]iul-ﬁ began to form “territories” where
certain paradigms dominated the regions. Although everyone
accepted the realiry of what we now call the “supematural” as
fact, the ways in which they perceived the world shaped the
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forms that “acceptable” magicks could take. A Hindu mystick
could work great miracles in the Kush; if he raveled to Briain,
all the rules changed. His Arts became vulgar and harder 1o
perform. Scientists and Technomancers shaped reality as if it
were bronze, shutting out things thar defied their worldview,
When Rome fell, those paradigms shattered across Furope like
starues benearh a harbarian's hammer; the courts of the Orient
preserved ritual practices (and scientific and magickal para-
digms) for hundreds of years to come. The boundaries between
coincidental and vulgar magicks varied wildly throughour the
period; look to the myths of a given culture to determine what
is and is not “acceptable” when vou enter this era.

This is, in many ways, the prime age of magick; even so, the
Arts become harder to accomplish as time goes by. Magickal
difficulties rise from Highest Sphere +1/+2/+3 1o Highest
Sphere +2/+3f+4 during this period; consider the lower modi-
fiers “in force” between 5000 B.C. and 1000 B.C., while the
higher ones cover the more “civilized” times of 1000 B.C. and
1000 A.D. Current modifiers (Highest Sphere + 3/+4/+5) apply
to games set after 1000 A.D. While common beliefs blame the
increasing “stasis” of the world on Technocratic influence, it
may have more to do with the number of people i the world
itself than with asingle mindset between them, If this theory is
true, the next millennia might see magick become more difficult
still; there are, by the Modern Era, many times the number of
people as there once were,

Although the World of Datkness was never quire as “wild"
asitsancientmmyths supgest, the Classical Erastill offers aselection
of monstrous hazards tocontrase the usual human opponents. The
cresitures we call Bypones live and flourish in remote comers of the
ancient world, and artificers like Daedalus construct
rechnomagickal wonders. Your chronicle need not resemble a
Biblical epic; Greek comedies and Arabian tales suggest a lighter
tone than history books or Charlton Heston flicks do. The
ancient world is every bit as rich and varied as our own.

You have plenty of options if you choose to run a game in the
Classical Era: Imagine your troupe struggling with Moses against
the Pharach, marching with Alexander's army or fleeing before
the Romans. Lock o the tales of Cuchulain and Beowulf,
Boedicea and Medea, Gligamesh and the archmage Solomon.
Consider the wilds of Britain, the frozen barbarian Worthlands,
the mountains and jungles of old India or the rarefied courts of the
Orient. The characters may be Roman warriors, Hindu seers,
prophersof Yahweh or priestesses of Astarte, slaves from Carthage
or bull dancers from Crete. Many of the world's modem religions
come together during the period, and the old pagan faiths are in
full flower. Stories can run the gamut from intrigue-laden mis-
sions to surreal advenures, from philml:phi-‘.:ﬂ debares to all-out
war. Any and all of the cultures of the day offer tons of possibilities.

Books and movies about this period are plentiful. Biblical
epics include Sparacus, The Robe, Ben Hur and Masada. Greek
plays like Antigone, The Trojan Women and the Orestia cycle
show that there’s more tothis period than guys insandals. While
the Arabian Nights stories come from the larer Muslim era, they
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often recall the bypone Age of Heroes that every culture has.
Time/Life'sexcellent Grear Ages of Man series has several books
about the Classical cultures, and every library and bookstore
caries a wealth of books detailing myths and customs of the
ancient world. On the game frone, The Book of Crafts details
several magickal societies from ancient times, while Vampire:
The Masquerade and The Book of MNod refer to the First and
Second Cities of the vampiric Kindred. Finally, Steve Jackson
Games offers a selection of GURPS sourcebooks for Greek.
Roman, Chinese, Arabian and Celric setrings.

The Middle Ages

Feudalism, religious wars and the shiggish march of culture
miarked the Middle Ages in Europe, from abour A1, 500 1o 1350,
(InJapan, the feudal period extended ro the 18005, ) The fallofRome
ereated a vacuum of power and knowledge unfilled for hundreds of
years— a time of superstition and darkness. The Middle Ages were
a uming point for many willworkers, who found themselves wm
berween the old ways and the coming of philosophy and reason,
Indeed, the year 1325 browgh thebeginningsof the Ascension War
with the first gathering of the Order of Reason.

Nasty as the Middle Ages might have heen, they can be a
rich historical setting for your chronicle. Reality is about to
make a major shift; why not make the characrers a part of ir?
Consider the polirics and state-building of the time: the battles
of Charlemagne, the rise of Byzantium, the Norman C: M UesE,
the Crusades and the conspiracies of imperial Japan, to name a
few. Combining the prehistory of the Ascension War with the
strugeles of the times will keep your players very busy.

The obvioussource of Western fantasy, this Medieval pericd
brims with chronicle concepts. Ever had che urpe o rescue the
princess of slay the evil baron? Now’s the time to do ir. Delighed
by the sound of sharpened broadswords or Gregorian chanes! Let
your players hear them, two. Do the ravages of plague or the
screams ofburning witches fill your nighrmares ! Bring them to the
table forachillingMage tale. Tum yourcharacters into kingmakers
like the Earls of Warwick, warriors like Roland or Richard Cour
de Leon, ladies like Eleanor of Aquitaine or lowlifes like Falstaff,
And then there are the monsters — the dragon, the griffin, the
troll — and the mortal structures — king, Church, nobilicy and
trace —that pive the eta its charm. The Middle Ages are hormific,
heroic, romantic and ridiculous. The possibilities are endless.

There'snolack of places togo for ideas. The Vampire: The
Dark Ages series (including the rulebook, Constantinople by
Night and the Book of Staryteller Secrets hprovides invaluable
information for rnning a chronicle in the medieval World of
Darkness; look at the main book's Chapter Eighr for an aver-
viewof mage sociery. Ars Magicahas loads of marerial; Pendragon
from Chaosium deals with Arthurian chivalry and feudal soci-
ety; the game’s Ireland supplement Pagan Shores is especially
wood for Celtic setrings. GURPS' Japan and Gold Rush Game's
Bushido are helpful for chronicles in the Far East. Moviewise,
you have some quality and some crap t consider. The single
best film is likely The Lion in Winzer, followed by Becker and




Braveheart, the Fox version of Robin Heod (starring Patrick
Bergen ), The Mame af the Roseand (for a dark fantasy setting) the
demented Excalibur. Chinese Ghost Story and San Goku Shi are
good places to begin for old Chinese chronicles; any of Akira
Kurosawa's movies, particularly Rean, The Seven Samura, Yojimbo,
Throme of Blood and, of course, Rashamaon, are highly recom-
mended for Japanese chronicles.

The Renaissance and Reformation

“Renaissance” literally means “rebirth.” This period of
roughly 300 vears {1350-1650) marked an improvement over
the Middle Ages. The oppressions of feudalism eased, a new
middle class emerged and trade and rechnology bloomed. New
science, printing technologies and the gradual decline of di-
1.'i':1r:-:1;.{l‘|r monarchy |1:r|:nu:i|:-c| ]'u!]'t: to the common folk, The
Catholic Church lost ground o Protestant reformers like Mar-
tin Luther and John Calvin, and the arts gained the gens of
Michelangelo, da Vinei and Giarto, among many athers. The
magickal Arts had their geniuses, too, like Francis Bacon, and,
of course, their fools like Dr. Faustus

Yet these centuries had theirhorrors, oo, The Black Death
hit Furope in 1348; over a quarter of the population died in a
matter of months. Religious and political upheaval caused
nearly constant warfare, The first waves of explorers and pirates
terrotized the New World, For mystick mages, the days grew
dark. Despite the new Council of Nine Mystick Traditions
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{founded in 1466}, the Order of Reason steadily pained
ascendance; it stopped the plagues, incited witchburnings and
plumbed the depths of creation to bring back science. The
M‘_-'[h'il: E[ii !‘;l.i]l.'(l iiwi.i','l T |‘|'.' l'E'I"!.H.L'K'\J. h':.' lj“:' |""I.H|'.' L‘rf RE"{]SU“-

Renaissance chroniclescan be rich indead; tothe mysticks,
the age is a disaster. Hope fades and magick whithers, The old
Arts give way to Church miracles, devileraft and Grand Sci-
ence; witch huneers kick down doors and drag mysticks of all
kinds to the torture chamber. The fledgling Tradidons come
together only to fall apart. The Order of Reason is winning a
hattle barely begun, and the truth is, it benefies mankind in ies
AR h‘r'HIL:T!II; Wiy, In the so-called New I'A.UL'II]J. the mative
peoples fall to disease, gunpowder and sharpened steel. The
culture war thar climaxes in the Old West begins; even the
Council, with its high ideals and kinship, relegates the mages of
Africa and the Americas to second-class status. What's a
mystick todo? Bun! Hide? Fight? Anything's an option.

The Order of Feason is having a field day; this ape marks
the Technomancers' peak of power and respectability. A farery
from the “evil modemn Technocrar,” the Reason Scholar is a
man of good breeding and high intentions. The darkness of
superstition falls before his candles and the dragon of ignorance
pets skewered on his sword. The bright days of the Renaissance
Blind the Order 1o the things it sers in motion. The lands it
comguers seem fresh and savage compared to the infested world
it leaves behind, Sadly, the cvils of thar world — piracy, disease,
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fanaticism and greed — follow these brave fellows wherever
they go. Their grand gadgets, maps and classifications rob the
world of uncertainty and pave the way for exploitation.

Mot that a Renaissance chronicle has to be a dark affair;
high adventure is the order of the day. Art, courtship and
intrigue atrain new hr.—:jg]'its. The world becomes an open
door for anyone with enough daring, friends and opportuni-
ties. For mages, such things are always close ar hand.

The movies are full of inspirational source material:
Curthroat Island, The Sea Hawk, The Three Musketeers (19705
version), Henry V', Stealing Heaven, The Sevenuh Seal, A Man
for All Seasims, Flesh 4 Blood, Anne of & Thousand Days, Lady
Jane, Chieen Margot and Orlando are the best of a varied lot,
Several game books, including GURPS' Swashbucklers, TSR's
A Mighty Forrress and the Mage historical game, provide
setting details. Renaissance music is easy to find ar Renais-
sance festivals and in specialty catalogs and music stores, and
it adds a lot to the “gaming room” atmosphere

The Era of Enlightenment

Who said the characters have to be Tradition mages! The
Enlightenment, from around 1650 1o 1790, was a perfect time to
be a member of the Order of Reason. Scientific discovery and
raticnal philosophy became the norm while -spirl[u:a]i[-,- and
magic fell by the wayside. Within the Order of Reason, the
Enlightenmententered a period of hubris and turmoil, culminar-
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ing in the Vietorian Order's reconstruction as the Techrocracy.
Players who chooss to play Technocrats in this era have acouple
of entertaining options: hunt rival mysticks, play diplomac on the
political scene, try to save the world — or corguer it.

The irony, of course, is that while the scholars and seientists
practice rationality, 3 new kind of violence devastates Europe.
England suffers a religious and political revolution in the mid-to-
late 1600s, while the old divine-right monarchy in France crumples
in 1 789. The New World gains its independence even as Britain
strives to congquer the rest of the globe. In the Fast, the Turks
besiege the borders of Chiristian Europe, Russia tries some new
ideas, and China and Japan borh grapple with foreign incursions.
The Industrial Revolution lays its foundations even as artists and
thinkers look back to the Classical Age for inspiration. All in all,
the Era of Enlightenment is full of contradictions.

Among the Traditions, life s chacs. Their Arts become
vulgar. The Dreamspeakers revolt. The Akashics withdraw.
The Ecstatics party in dark comers with Hellfire Clubs while the
Verbena lick the wounds of periodic witch hunts. The Chorus
and Ahl-i-Batin stnuggle for the moral leadership of the Coun-
cil, and the Solificati are long gone. Only the Euthanatos and
the Hermetics seem to prosper, secreting themselves in the
cracks of "enlightened” society and waiting for those cracks 1o
widen. Off on the fringes, the wild cards thar will soon form the
Electrodine Engineers— the early Sons of Ether — toil with the
toys of this new age. Their star rises in the Victorian Era, but irs
light is beginning ro show,




This is a rime of action, manners, reconstruction and
conquest, of prosperity in Europe, uncertainty in the East and
devastation in the native lands. Great thinkers like Jefferson
and Franklin epitomize the ideals of the age. The ars —
especially music — reach unforgettable pinnacles, and crusad-
ing physicians try to purge the healing profession. The Age of
Enlightenment is an age of revolutions; its shockwaves will be
felr for centuries to come,

Magick must be subtle and appropriate 1o the region;
Eurapeans have some very set ideas of what isand isn't “possible.”
Most forms of technomagick are still vulgar, and the mystick Arts
seem downright impossible unless they work within a low-key
Christian paradigm. Even witchcraft is considered small potaroes
by those who admir itsexistence at all, On the “dark continents,”
:‘f_;almr is freer, bur still conforms to local beliefs, A Hermeric
magician on the Ivory Coast is a Paradox magnet, and while a
Chinese sorcerer works miracles in her homeland, she'd best be
careful if she somehow ends up in America...,

Reading some of the dry period literature is a must to
understanding Enlightenment philosophers’ worldviews. Locke
and Rousseau are relatively accessible; lsaac Newton is a must for
scientifically oriented chronicles. Fortunately you also have an
excellent selection of films to choase from: The Advennmes of
Baron Munchausen, The Horseman on the Roof, The Mission, The
Madness of King George, Rob Rery, The Crucible, Amadens, Restora-
tion and Dangerous Ligisons are just a few. Much of the music from
this peried is beauriful; ory works by Handel, Mozart and Bach.

R omanticism and the Victorian Era

Academicsoften pinpoint Romanticism's beginnings with
an infamous house party hosted by Lord Byron. Among his
guests were Mary Wollstonecrafe Shelley and Percy Bysshe
Shelley. The bored guests dreamt up a plan to entertain each
other with horrifying stories; Mary Wollstonecraft Shelley later
went on to publish hers as Frankenstein, Romanticism, which
ran roughly from 1790 to 1830, was in many ways a backlash
against the Enlightenment and the Industrial Revolution.
Instead of raticmality, the movement promoted emotion and
wonder. It paved the way for the weird contrasts of the Victorian
Era, which ended in the bloody trenches of World War |

Vicroria ruled El‘l.;l;}and {and, ].‘J',' extension, much of Euy-
rope) from 1837 until 1901, During her reign the Industrial
Revolution conquered Europe; Europe, in tum, went out to
colonize and contral the rest of the world. New and powerful
machines changed everything from textile production to com-
munication to travel. People had more leisure time and could
indulge in richer lifestyles. Victoria imposed both a love of
beauty and a strict code of conduct on her subjects. Everything
was right and proper in her empire. Or was it

Beneath the veneer of Victorian aestheticism and propri-
ety lurked darkness; just read Charles Dickens or accounts of
Jack the Ripper. People suffered from homible conditions in
facrories, and native peoples fell under colonial oppressions.
The year 1848 saw bloody revolts in nearly every narion of
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Europe, including Brirain. Oceultists, pagans and primitivists
staped a revival. For Tradinion mages, this became a call to arms.
When the Technocratic Sons of Ether defected from the
Technocracy to assume the ninth seat on the Council, the
Tradicions rejoiced; their happiness ended with the departure of
the Ahl-i-Batin in the 1920s,

Victorian chronicles provide a lot of options for players.
Characters can be Sons of Ether who escape the Technocracy
only to find resentment and suspicion ameng their new Tradi-
tion allies. The Dreamspeakers and Ecstarics suffer horribly
during the final years of the colonial strugsle and wesrward
expansion, and their rage ignites a fire under their colleagues.
Many Akashics battle English intruders or leave dheir home-
land to see the world once more; along the way, they add new
members and ideas 1o their ancient Brotherthood. The Her-
metic Housesshrug their collective shoulders inside the occultism
movement, and they get pleasing (and not-so-pleasing) resules.
Imagine a player's amusement — or disgust — when his
character is confronted by The Great Beast Crowley, Rasputin
or Sir Arthur Conan Doyle.

A, yes. Detectives. From Poe’s Dauphin toDoyle's Sherlock
Holmes, the setting overflows with men and women seeking the
hidden rruth. This is the perfect time foran Arcanum chronicle,
or one featuring the adventures of un-Awakened consorson the
fringes of the war. A group of willworkers might investigate
“strange cases” 1o earn a living; a Hermetic cabal might found
amysticsociety of Sleepers— or cross a Nephandus who's doing
the same thing....

Dion't ignore happenings in the United States, either.
Westward expansion provides an opportunity te mix sixguns
with sorcery. The werewolves and Baster are hip-deep in the
bloody conflices berween Native Americans and white set-
tlers — conflicts that extend way beyond the morzal world
(see Werewolf: The Wild West and irs supplements). Guess
which side the Technocrats are on? The Dreamspeakers and
an Ecstatic sect called Los Sabios Locos (see Cult of Ecstasy)
go on the warpath in the West; the results aren’t pretry, but
they sure are interesting. ...

Whatever type of chronicle you choose, take advantage
our own Yictorian style revival that's touching everything from
p[ayi:w cards to underwear. The quintmsemla] Tes0urce on
Victorian chronicles is Castle Falkenssein. This wonder from R.
Talsorian is an innovative and exciting game in its own right.
Among its sourcebooks, Comme Il Faur and Steam Age are
particularly useful. Cthulhu by Gaslight, the altemate setting of
Chacsium's Call of Cehadhuy, is also excellent source material.
The weird westerns Deadlands and Werewolf: The Wild West,
and the plainer Western Hero and GURPS West offer tons of
material to the Storyteller with a cowboy bent.

And then there are the movies: Lady Hamilton, Pride and
Prefudice, Ken Russell's Gothic, and Immortal Beloved are good
films for the Romantic period. Merchant Ivory films, such as A
Roomawitha View, The Age of Innocence or Angels and Insects, and
the Jeremy Britt Sherlock Holmes series, are good for the latter
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part of the century. Hammer Studio’s horror films and Ameri-
can International Pictures' Poe flicks depict a dark side of the
era, as do Bram Stoker's J.}I.-.‘lr_‘:ilu, The St't'l.’ﬂ-'PL"l’a’.‘tf‘-‘W Solution and
any number of Jack the Ripper films. Westerns comprise one of
the most popular film (and literary) genres of all time: Dances
With Wolves, Litde Big Mam, The Unforgiven, Stagecoach, Red
River, The Wild Bunch, A Fistful of Diollars and The Good, The Bad
and The Ugly are fine starting points. Romantic Eea compasers
include Beethoven, Wagner and Schubert; Tchaikovsky,
Rimsky-Korsakov and Strauss are among the best-kanown mu-
sicians of the late 1800s. For reading, try the writings of Ambrose
Bierce, H. Rider Howard, Stephen Crane, HG. Wells, Edgar
Allan Poe, Jules Vemne, Charlotte Bronte, G.B. Shaw or Robert
Louis Stevenson. Oh, yeah, and thase poets, too— v'know, like
thase “':,i'n::ln. and Shelly [Mays. ...

The Roaring '20s and the
Depression

In many ways the 1920s was an age of fools. The motto of
the times was “Eat, drink and be merry"; World War | conjured
up horrors beyond imagining, and folks wanted to forget.
Despite prohibition and religious fervor, the 1920s brought
violence and change. Women's suffrage, gangster wars, commu-
nism and unrest in colonized lands wrecked the remnanes of
Victorian stability. Occulrism became chic for some and dia-
bolical for others. When the boom went bust in ‘29, the world
went to hell. Bad crop years added 1o the insult. Despite hard
work and innovate government programs, the lean timesdragged
on until the beginning of the next war.

The post-war years are pretty unstable for the Awakened.
By the time we reach the ‘205, the Council has gained a lot of
its old strength, fed by the vitality of the Etherities and the
resurgence of the Hermeric and Verbena Arts. The Ecstaticsget
theircollective house inorder, but it's insad shapeuntil the '50s;
Chaoristers use r13|i.gi1’:lu.~i backlash as a forum for ctheir own
revival, Sadly, the Dreamspeakers and Ahl-i-Batin are in ruins,
their homelands decimated by outside incursions. The Subtle
Cnes leave the Council entirely after the war, and the shamans
and Euthanates regroup in what's left of their homelands.
Among the Technocrats, trust wavers: the Electrodine Engi-
neers are gone and their compatriots, the Difference Engineers,
display an arragant attitude. World War | has seen the first full-
scale deployment of technological arms, and the results leave
even the most loval Technocrars dismaved. Like the Council of
Nine in the Renaissance, the new Technocracy hesitates,
stunned, In the pause, their civals serike. . .

Ovwer the last few centuries, the Nephandi have grown
strong and plentiful; conguest, industrialization, revolution and
all the angersand ills that went witheach have spread cormuption
sothickly that the Fallen can practically lick it from their fingers.
If you choose to run a chronicle in this setting, remember thar
Nephandi arc everywhere. Why not build a chronicle in which
the Fallen or other dark powers are the great enemy? How abour
scenarios in which Tradition mages and Techrnomancers must




cooperate or perish. Don't forget thar the 1920s are the age of
Lovecraftian horror, too; thar country estate in mural New
England could be crawling with unspeakable “puests”. .

Sturies from this period need classic bits: gangsters, flappers,
prohibition and glitzy lifestyles. A Syndicate-Giovanni cross-
over game might be fun. Characrers could be members of these
two groups, allied against all comers — including the local
vampire prince. An Ecsmaric-based chronicle might center in
the Gadsby-esque social circles, dipping below the obvious vices
to reveal the Infernal raine undemeath. Pulp stories featuring
wild adventures and rwo-fisted heroes are narural i||a'g.'§;r~.1umls
for Sons of Ether and their brave consors (see Sons of Ether's
Prelude story). And then there's the tale of the lone apprentice,
sent by her mentor to retrieve a couple of books froma crumbling
mansion on the Boston outskints. You and your troupe can have
all kinds of fun before — and after — the Great Depression.

The works of H.P. Lovecraft, Robert E. Howard, Dashell
Hammett and F. Scott Fitzgerald are preat inspiration for 1920s
:;hmnicles; Chaosium's Call rJJ'-Crhth:u line offers a wealth of
source material about the period, and Archon Games' Noir
presents a splash of gangster flavor. If you can find it, HERO
Cames' classic Justice Inc. offers a treasure trove of settings and
ideas for Pulp Era games, For mood music, try Irving Berlin, the
Ciershwins, Scort Joplin or Robert Johnson {or berter yet, tryall
of them). On the film front, check out The Maltese Faleon,
Miller's Crossing, Chinatoun, The Rozor's Edge, Scarface (the
original, not the 1980s remake), The Untouchables, His Girl
Fridary and Elmer Ganury.

The Big One

The War. The War. Oh, yeah. World War [l and the vears
surrounding it are perhaps the most fertile setting a Storyteller
could want. Source material is everywhere, and the evenrs are
recent enough tocarry & punch today. Depending on which way
you want to go, you could present a rip-roaring pulp adventure,
a dark war chronicle, a beat-the-devil Nazi-bash or a heroic
story about hope, renewal and the difficulties of bath.

Let's talk about the pericd fora moment, shall we ! After the
first great war, the industriatized world was reeling. Sudden
prosperity in the United States collapsed as the stock market
crashed; crime and poverty rushed in to fill the vacuum. Other
countries were left burying their dead and rebuilding their
morale after the first war, Some nations, like France, England
and the US,, wanted to be left alone; orhers, like Russia,
Germany, Italy and Japan recovered their pride in sweeping
nationalism, building powerful states at other peoples’ expense.
A series of small “skirmishes" turmed to all-out war by the end
of the “30s. The United States tried to avoid the mess, but by
1941 everyone was involved,

The Awakened in this period are no exception. The
Mephandi make cheir move worldwide. The Tradirions and
Technocracy split along national and ideclogical lines, some
sidingwith the powerful Axis, others with the Allied navions or
with those caught in between. The horrorsof war provide a great

smoke screen for a rash of supemarural clashes and Infemnal
summonings. 1 he Fallen call many dark allies across the barri-
ers, feeding them morral souls and Awakened pawns. The
Tapestry starts to unravel until a brief coalition berween Tech-
nocrats and Council mages disrupts 2 huge summoning in
Berkenschoss, a German castle near the Black Forest. Many of
the most powerful mages on all three sides die in a huge bartle
which obliterates the fortress and several surrounding towns in
1943, The preatest Paradox storm in hiﬁrnr'!.l is said to have
carried the combatants away; to date, no one has found the
Realm they might have created. Some people claim the Ma-
rauders are involved, but no records remain.

In a series of brutal fig|:1l> and purges, the Fallen are driven
down and out. Survivors flee beyond the Gauntlet or go deepinto
hiding. A monumental rital seals the Gauntlet, strengthening
it against later attacks. The Void Engineers and Sons of Echer
cernent the protection with a line of attack satellites orbiting the
Earth. The alliance falls apart immediately thereafter, leaving
the Traditions stronger and the Technocracy weakened. The
Virual Adeprs defect soon afterward. Things have been getting
stranger ever since. Welcome to the modemn world.

There are more movies about this era than we could possibly
name; some of the better ones include Rasders of the Lost Ark,
Casablanca, The Eogle Has Landed, The Big Red One, Sabotewr,
Civapes of Wirath, Indiana Jones and the Lase Crusade, Bridge on the
Fiver Kwai, The Kocketeer, The Tin Drem, Oypen Ciry and Schindler's
List. Baoks abound, from the tales of John Steinbeck to military
histories, from Golden Age comic books o The Diary of Anne
Frank. Sources about the years between the War and our own
time should be obvious, as should the parameters of coincidental
and wvulgar magick, Game books include the silly but helpful
Grolden Age of Champrions (second edition), West End's The Wonld
of Indiana Jones and its sourcebooks, and the Wraith supplement
Charnel Houses of Europe: The Shoah.

Cyberpunk and the Near Future

While Harlan Ellison, Philip K. Dick and Anthony Bur-
gess laid the groundwaork in the '60s and *705, the cyberpunk
revolution took hold somewhere in the ‘80s. Writers like
William Gibson, Bruce Sterling and Lew Shiner led the way;
ParCadigan, Melissa Seott, Spider Robinson, Michael Swanwick
and a host of other greats carried it into the 1990s. For a time,
cyberpunk wis the genre for writing and gaming; vet, as Orson
Scorr Card wrote in 1991, the movernent was “virtually over”
before it had bepun. So many new writers merely wanted m
imitare these cyberpunk pioneers that things got stale and soon
gronmid to a halt. The point of this lit review is that vou the
Storyteller should take a chance. Do something new and
different with the genre. Consider the Mage-cyberpunk cross-
over and create a new reality.

The common elements of cyberpunk are probably familiar
encugh from Digital Web and Virtual Adepts: high-tech
computers, wetware, cormuption of the body through biotech
“improvement,” and so on. Where did the explosion of cyber-
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technology come from? Consider having a new “wave” of slick
werware show up in your story; perhaps your characters will be
the ones who discover its Nephandic origins. Perhaps the
Traditions have won the Ascension War, but now a faction of
Virtual .-'"-.-'.{E]'.‘[:" takes control. They want o “improve” human-
kind, ver hubris drives them to extremes. You could set the
batrles between the Virtual ﬁtin‘pl’h and their fellow Traditions
(or the surviving Technocrats) in an Umbral eyberrealm, oron
dark streets and in alleyways amidst a technalogical black
market. Maybe the Technocracy gets its wish and transforms
the world into a gleaming metropolis — with a rusted under-
belly. Things always have a way of working out bent, especially
in the World of Darkness, and as we know, any sufficiently
complex reality breaks down sooner or later... .

The authors cited above are a good place 1o start your
research; add Simon Hawke (Pswchodrome), Weil Postman
{Technapoly), Dan Simmons ( Hyperion and The Fall of Hyperion)
and Noam Chomsky to the list. B Talsorian's Cyberpunk and
FASA's Shadownm, plus all their sourcebooks, are excellent
paming resources. Shadoumun, in particular, details the combi-
nation of magic and technology. GURPS also has a number of
supplements; the best i perhaps GURPS Psionics. Magazines
like Wired, Mondo 2000 and Permission have a great cyberpunk
lock and feel in bath articles and ads. Mowvie inspirations
include Bladerunner, both Terminator films, Towual Recall, Strange
Diays, Hackers, The Crow, Robocop, Akira and Appleseed. The
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Borg of Strr Trek: The Newt Generation and First Contact
exemplify just how dangerous rampant eybertechnology can be.

Ascension War Apocalypse Now

What would happen if the Ascension War tore reality
apart! What if the Umbral Realms no longer provided an
escape! Say noone emerged on top after the magickal battle
to end all bartles. Whar would the world be like then? And
what about the Wyrm and Antediluvians thar haunt the
other creatures’ nightmares? If you're an enterprising Story-
teller with a passion for doom and gloom, this fallen world
is the sctring for you.

Like prehistoric chronicles, many post-apocalypric sce-
narios would focus on mere survival. What ended up
destroying civilization — nukes, disease or some unknown
horror? Are vestiges of this foree still around? Have the
characters seck out other scattered willworkers; ser the
story around rebuilding society from the ground up. An-
tagonists could include COmpetitors, prw.-cn"ul Crazies or
nightmares from the mages' own souls,

And then there's the tragedy of truly Greek propor-
tions: The players' characters cause the apocalypse
themselves. Perhaps they were low-level Technomancers
who unwittingly ler loose a nuclear horror or deadly virus.
Maybe they were sorcerers who made a literal Devil's deal
with Infernal powers, and were left to ror on a dying world.
It could be that some seemingly innocent thing set a chain




7.

of events in motion, events that led to Gehenna or the
Apocalypse (see the climax of The Chaos Factor). Now
whar? How do you rebuild the world — or apologize to the
survivors if you've done the damage!

Another bittersweet option is for the characters to be
freshly Awakened in thisnightmare. They know nothing of
True Magick; Tradition mages would call them Orphans,
but there are no Tradition mages left. Your ragged band
might be seeking rumors of reclusive sorcerers who can
teach them. Meanwhile, they have no idea how o shape
reality and unknowingly wreak harm wherever they go.
Post-holocaust tales are really bleak, but they offer an
opportunity to start from seratch — if you're lucky.

In the World of Darkness, the threar of ultimate
destruction is a sword of Damocles hanging over the Earth.
In other games, like Kult, Twilight 2000, The End and
Rapture, the worst has already happened —or is in progress
as we speak. A Canticle for Leibowirz, The Stand, Lucifer's
Hamaner and Brave New World are probably the best known
post-apocalypse novels, If you want to accurately describe
the horrors of nuclear or biological warfare, check our any
armed forces medical or tactics manuals. The genre also has
plenty of films like Wizards, Threads, A Boy and His Dog,
Mad Max, The Road Warrior, 12 Monkeys, Planet of the Apes
and The Dwiet Earth to feed your morbid curiosity,
Screw With Time

Are you genuinely ambitious! Do you have plenty of
rime on vour hands {no pun intended)? Are creative juices
rampaging through your system like testosterone in a 16-
year-old kid? If so, consider rewriting the history of Mage
and creating a one-of-a-kind chronicle that really rocks.

First, think about your point of departure; At which
points in history do you plan to make radical changes?
Perhaps the Mythic Age never ended and the Order of
Reason never came into being. Mavbe the Traditions never
came together, Maybe the Nephandi won World War II
after all. Take advantage of "what if” scenarios and decide
on whart day the Earth really changed and why.

Next, extrapolate a bit. Think how your point of
departure affected subsequent history. If the Order of Rea-
son and the Tradirions weren't around, for example, who
was! If the Mythic Age continued, how issociery different?
What's it like to have magick and mythical beasties floating

around! Write out your alternate timeline and fill in as
many gaps as possible about culture and technology. Don't
skimp on this step! Youneed a firmgrounding in the past to
make your alternate world believable.

Finally, detail the present. What are the characrers'
driving goals? What forces oppose them! Are they minor
figures in a world where everyone knows True Magick! Or
are they a rare breed, persecuted and fearing for their lives!
As you build the chronicle's setting, think about the sorts
of scenarios and plots you can work inro the timeline.

“Alrernate world” books and movies are somewhat
scarce. The films Cast a Deadly Spell and Witchhunt depict
19405 America where magic is common pracrice,
Television's best examples are Brisco County Junior and
Wild Wild West. Randall Garrett's Lord Darcy books and
stories combine Victorianna with the “science” of magic
and private investigation. Other useful books include Gene
Wolfe's New Sun series, Simon Hawk's Wizard of 4th Street
and Time Wars chronicles, Orson Scott Card's Prennice
Alvin series and Robert Heinlein's Time Enough for Love
and Job, Comedy of Justice. James Burke's The Day the
Universe Changed provides pood ideas for departure points,
The greatest inspiration for such games, however, is your
own imagination — and sheer guts.

A Final Word:
Too Much Sugar Spoils
the Fudge

Spend time developing your alternate sertings. Do your
homework and get your players to watch the movies that
inspire you. If cooking a full-course medieval dinner gets you
in the mood to run the Chronicle of the Black Death, go for
it! But 1:1'.1:[1 this in mind: Mo marter whether Yo Write 8 500-
page dissertation for your setting or simply wing it based on a
couple of notes, thar setring is only as good as the story and
characters within it. lt's easy — way too easy — to letasetting
overpower the characters; a pood setting, though, should
enhance the story, not bury it. Work creatively with your
material and, as always, talk o vour players. Find a balance
berween serting and saga. Serting is a picture frame. The tale’s
the thing.
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Chapter Six:

Observations
from The Field

If vou must tell me your opinions, tell me what you believe
in. [ have pleney of doubts of my own.,
— Johann Wolfgang von Goethe

Thunderbird’s wings swepe across the ciey sky.
To others, the wings might look like clotds, but
Michael Skyhawk was not fooled. There was a
reckoning in the sky, a promise of harsh storms
and more to follow. The city folk scuttled home,
too busy to watch the sky for wisdom, [ used to
be like that, mused the shaman. ['m glad [ woke

up.

Thunderbird's eyes flashed. Winds from
heavy wing heats stirred the mash in piss-drenched alleys, and
turned wmbrellas mside oue. If you really ook the time to norice,
j.-rm'u' see storm clowds wich angry ﬁ'u.'l.:.*i. hear war ories in the
wind. Mast peaple went their ways, shutting themselves hehind
rr|_|:.!ue[;;»._'|:¢'d daors, securing themselves CRMLMST A dozen kinds i:-jr
stovms. The rain and wind weve the last things they feared.

Thiunderbird's warning shook the sleeping city. People
marveled at the alre’n_qth ujf the storm, bur pc‘.l!'[f it little mind
Michael watched sadly from a distant mountaim. This storm
might pass, true, but thete were always others, growmg worse
every year until the very Earth rose up againse the city’s prowd
lictle childven. "Chutch youwr toys while you can," he whispered.
“Recess is almost over, kids, and you've abowr e fail the
exam...."

Running a chronicle is not a solitary activity. Neither
is writing a book about same. The observations offered in
this chapter go beyond Mage's world and encompass good
games in peneral. Take them for whar they're worth; like
the ohservations in Chaprer Two, they're opimons, not
Holy Writ {or worse still, rules!)

En Oy
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Gender, Sex and
Gaming

Much of reality — the welfare system, war, the social roles
ovdained for women and men — ave created collectively and can
omly he changed collectively.

— Starhawk, The Spiral Dance

By Deena McKinney

[Developer's Note: Deena made her “official” mark on
Mage with the chronicle of Clarissa Ryan in the second
edition rulebook. Since then, she's been a White Walf
regular. Her actual experience with the game goes back
much further, and can be found in a quasifictional form in
Chapter One. As a longtime gamer, writer and feminist
{oooh, that evil word!), Deena has a few things to say about
gender roles, sexuality and the gaming table.]

AT U

| could eazily write an entite book on men and women
in gaming. The topic dredges up issues of romance, sexism
and communication. How do vou deal with romantic en-
tanglements? Whar kind of gender miscommunications
cropup ingaming! Where — and how — can you draw lines
before things get messy? Let's talk.

We'll have o keep things short and sweet — sex is an
endless topic. Keep in mind that I'm just hitting the tip of
an enormous iceberg, and that my comments are broad and
general. As with most information in this book, you, the
Storyteller, along with your players, have to decide whar’s
best for your chronicle. Hopefully this is some bitrersweet
food for thoughe,

Partners

Let’s face facts: While the gaming industry is rapidly
and mercifully changing, men still outnumber women in
this hebby. Women often get involved in gaming just 1o
spend time with their significanr orhers. Yet with a lictle
consideration, these “buddies” can end up being amang the
best players in a chronicle. And lest | sound sexist (Moi,
bastion of feminist causes? Never!), let me point out that
the reverse is also true. Sometimes men get involved in
games because their female significant others are players or
Storytellers. And to cover all the bases, don't forger the
possibilities of men having male significant others and
women having female significant others. We live in a
complex society. Diversity is the norm, nor the exception,
so don't leave gay gamers out of the picture.

This brings up a couple of issues for Storyrellers. How
do you treat a player’s partner’ How do you handle the
chronicle if player romances go sour? For starters review the
options for new players. Has “the buddy” ever gamed
before? If not, invest some extra time in teaching her,
passing on not just the rules but the whole concepr of
roleplaying. Run a solo game for her so she can learn the
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ropes without pressure from the other players. Finally,
weave her character into the ongoing plot and give her a
chance to work herself into the group.

We're all human, of course, and romances do sour. If a
relationship between two players dissolves, it can spell
disaster for a chronicle. But don't take this as a given. ls the
chronicle important to both partners? If so they'll probably
be willing to talk about how their splitaffects the game. Ask
them how they feel about continuing to play together. If
someone (or both someones) wants to bow out, respect his
wishes. It's easy enough to have characters go on quests or
Seekings, then return when the players’ lives have sertled.

If both people decide they still want to play, don't push
things. The two players in question will probably set their
own limits on interacrion. Structure a few scenarios that
focus on other characters and plots rather than on the ex-
partners. This gives the couple a chance o sertle back into
the game and redefine their personal space. Don't force
them inro siruations in which they have to talk exclusively
to one another; a pair-game of a scenario in which both get
captured is probably a bad idea!

What da you do if one of the players suddenly has anew
love inrerest who wants to play while the old lover is still in
the game! My advice is to treat the newbie as if he were any
other new player (see Chapter One). If you're wary of
introducing new players, assign them Storyteller characters
or set up guest appearances before making newcomers bona
fide members of the chronicle. Run a pair-game for the new
lovebirds; pet to know the new player'sstyle. Just don't treat
him differently. It's not fair to the other players and may
really hurt the old lover's feelings. If the new love interest
is already a player in the chronicle, don't make a big deal of
the blossoming romance. Deal with things easily and casu-
ally; concentrate on aspects of the game that don't affect
the new couple directly. [f they get, shall we say, uncomfore-
ably demonstrative in front of the ex, mention it to them in
private. You're going to have some tension, bur keeping
communication lines open and remaining sensitive to
everyone’s feelings makes things much easier.

Virtual Candlelight

What about an in-character romance! It can be a lot of
fun — especially if the romance crosses gender lines (a male
player/female character having an interlude with a male
player/male character, for example). If the rwo players are
having a good time, let them. Don't interfere unless one
player feels eoerced or threatened and asks for help. Some
players might use in-character romances to make unwel-
come advances on other players, so keep an eye on such
flirtations. 1f the fun seems mutual, fine; if not, be ready 1o
step in. If the whole idea of character romance makes you
uneasy, allow players to raleplay on their own or blue-book
the relationship and keep you posted.

Characrer-to-character romance can take time away
from the game as a whole. If, for example, Pradha and Keith
(from Chapter One ) wanted to roleplay a session of witty
seduction (or outright sex) as part of the mainstream
chronicle, chances are the other players would be bored out
of their skulls. Someone who's driven a long way :]uring a
busy workweek merely to witness two other players' charac-
ters' passions is liable to be pissed off. Don't be afraid ro rake
the players aside and say, "Hey, this is neat, but [ think it's
something you can do during a break, in a blue-book or over
e-mail." Gaming's prime directive is to have fun, but it
should be fun for everyone.

Unless you like nasty scenes, avoid playing out sexual
assaults, The reality is bad enough; bringing it to the game
table, especially against a players’ will, can do serious
damage to your game — and to your friendships. This is
especially true if you have female plavers in your group. The
subject carries a weight for women that most men can't
understand. It's one thing o have a player point out thar
her characeer was raped; it's quite another to have it happen
to her during the story, even more so if the player had no
idea the attack was coming. And make no mistake — the
assault happens to the player as well as to her character, just
in a different way. Rape and molestation are dramatic, but
they're nitroglycerin, too, The feelings they trigger, even in
a fictional context, radiate outward from the game to
realicy. If Keith had his character rape Pradha’s, you can bet
the two players would be hostile toward each ather -
possibly forever. If you sense something like this coming,
cut £ a commercial and discuss the matter with the players
Better yet, avoid the situation altogether unless it's the
assaulted player's choice. Even then, be aware thar rhings
will change afterward.

Pink and Blue Baggage

Moving from the concrete to the abstract, let's ralk
about the theoretical subject of sex and gender. What is the
difference? Quite simply, sex is a biological atrribute while
gender is a social construct. Although sexual drives don't
usually strike us until puberty. Gender stereotypes hit us the
second we emerge from the womb. We quickly shove
newhorns into gender roles — everything's blue for boys
and pink for girls. Girls get lace, frills and dolls; boys get
building blocks, jeans and trucks. Girls slowly become
domestic or maternal while boys develop aggression or a
sense of competition. For some reading on this subject, see
Deborah David and Robert Brannon's The Forey-Nine Per-
cent Majority. And don't feel too bad about being both a
victim and an enforcer :Jfg:nnlrr sterentyping. The power-
ful influences of family, school and media leave rheir
impression on all of us.

Believe it or not, this socializanion has a profound
impact on games. Even the most enlighrened, egalitarian
and liberal players, myself included, sometimes enact
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sociery’s creeds on male and female behavior, What do |
mean! Just think about the way we speak. Women tend o
use qualifiers like “you know" or "I was thinking maybe,”
whereas men do not (again, keep in mind these are general
trends, not absalures), Women see conversation as consen-
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sis, whereas it's competition for men. Men tend to cut
women off more frequently than they do each other, and
women don't usually respond critically o such interrup-
tions. Women do rake issues like slavery, murder and
sexuality more seriously than their male counterparts; an
event thar seems like harmless fun to the guys might seem
cheap or degrading o the gals. Your players’ own personali-
ties derermine what they like, bur those personalities
themselves come, in part, from socialization.
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Socialized behavior extends beyond the obvi-
ous boundaries: female roleplayers often fall inta
gendered “caregiver” roles. Male players auto-
matically look to fernale players as marernal figures
who provide snacks, rides or general organiza-
tion. And consider the sole woman in a game full
of IJE‘IFII!H'!(.]’:-:-J Imen {I.Pr vice 'Ir't"'!'ﬁ“]l :I hLli_'l-l Mess i.ﬂE"‘;.,"_q
can really ruin a game and lead to hard feelings. For
turther reading {and if you wanr to check out the
research), | suggest Mary Field Belenky's Women's
Wiays r.ljr Enpwing and Deborah Tannen's You Just Don't
Understand. These books don't condemn anyone, they
simply offer suggestions about improving communica-
101,

Homosexuality

So what abow alrernative lifestyles! Can homosexual
romances cause tension in a game! Of course they can!
Beyond the obvious social quirks about such things (which
may or may not be worth challenging, depending on your
troupe }, there are the grearer issues of romance as a whole.
Any time you have two people — ficrional or otherwise —
\.\'l'l_{'l l'u.':"\r'f 2ac h '|1E] 1ET, [ht:rr.‘.'hﬁ EOmg Ey bﬁ sEMess On oCcasion.
What difference does it make if romance involves two men
Or DO WoImen ? E'\'L‘] ¥ NELE M]“H‘l 'li‘ll:"!'i NeT thl:' f_!"l_fbage ar []"]E
groceries. The kind of stress that resules depends on who's
imn I(‘l"r'{.' “-'ir.l'l “":'l.n.lli].

If everybady's cool with an alternative relationship
{berween players, characters or both), there are no real
problems outside of those addressed above. Unforrunately
many people still have issues abour the subject, Like [ said,
those issues could be brought into perspective in the game:
Maybe a srrong, reliable characrer is secretly gay; perhaps
the friendship between two close friends blossoms into
something more than either party had expected. Handled
well, such elements can enrich a story way past its usual
limitations; fumbled, they can reinforce every prejudice
you can imagine. Set events in motion if you feel your
rroupe can handle them, but don't ignore objections and
force relationships into the story. Forcing a sexual situation
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on a player through his character iz a bad idea; doing so if
the player in question is homophobic is asking for rrouble.

Marurally, a character's orientarion should to be worked
into the plaver's roleplaying. Although lots of gays and
bisexuals have common experiences — discriminarion, self-
searching, courtship — relegating everyone into “butch” and
“fem” clichés is a disservice to the chronicle, the characters
and the Storyteller. Gay chamacters (player and Storyteller
alike) can easily fall into ignorant stereorypes, even if there's
a gay player “in control." Obwviously it's a good idea to avoid
stereotypes unless there's a point to be made. Some subjects
also hir a little too close to home to use. A gay player whose
character gets bashed might be horrified unless the anack
gives him an opportunity to trash the bashers; eventhen, the
incident could be considered insensitive. Infecting a gay
player's character (or even another character in the group)
with AIDS would be cruel, 1f all else fails, remember that
people — gay, bi or otherwise — are people. Everyone has
motivations and emotions and those I!I:i.tu_',a ]‘.-I.It‘.i.Y (h:pv:nd
solely upon orientation.

If the players are gay and want to have an in-character
relationship, sound out the rest of the troupe on the situa-
tion. [t would be really lousy to force a couple to conceal
their relationship just because it was unconventional. Yet
it would be equally disruptive to have thar same couple all
over each other in front of their uncomfortable friends.
This one’s our of your hands; let your rroupe handle the
issue as it will.

Now What?

S0 you have a general idea of the sex- and pender-
related problems that can arise in a game. But what do you
doabout them? First, consider the “sex ratio” in your game.
T'F"r'f\_"l..l hﬂ"-'l.' damn rn-'l:l'.ﬂ‘.llif‘lrjﬂl:lr.'l: Ur(?l“_" HOEX OT rh{': 1_'It.|-ll.','r.| “'hﬁ.’
not tey recruiting some new players? Sex and gender troubles
tend to be fewer in a game that has :::|u'.ﬂ male and female
players. Wext, be aware of peoples’ feelings and relation-
ships. If everyone seems happy, fine; if someone's getting
annoyed and seems reluctant to talk abour it for fear of
being ostracized, do something immediately. Are the guys
expecting the woman to provide snacks or rides? Ask
players to take tums driving or bringing food. Are all the
women hitting on the sole male player (or vice versa)?
Consider talking to the object of desire. Find out how he or
she feels abour the situation, and make sure the other
players know if it's a problem. Is flirtation (or all-our
necking) a discraction? Kindly but firmly rell che players to
keep it out of the game. Is sexist language an issue! Record
vour game on audio or video tape. Pay attention to the
interactions. Do people complete their sentences? Does
everyone ger an equal chance o speak? Or are players
curting each other off?

My closing advice is simple: Shatrer the stereotypes.
Look to new ways of knowing and understanding. Don't be

afraid to try something new or put something old on the
shelf. Don’t worry if an alternate approach doesn't work.
The important thing is to keep an open mind. Mage, after
all, is about the power to change the world. Such power
begins with individual thoughr and action. Welcome to the
real war,

Inthe Mind’'s Eye

[f we analyse the principles of thowghe on which magic is
based, they will probably be found tovesolve themselves into rwo:
First, that like produces like. . .and, second, that things which
have once been in coneact with each other continue to act on each
other at a distance. .,

— 5ir James (5. Frazer, The Golden Bough

By RosslIssacs

[Developer’s Note: Ross knows magical games. His
work spans Kult, Nephilim, Pendragon, Call of Cthulhu and
now Mage. His observations about symbols and their sig-
nificance in magick are worth checking out, especially if
you have ane of those players in your group who claims “1
don't need any foci! What good are foci? My mage hasa 5
Acere, why showld he have foci.. . "]

Whether thrﬂup;h runes carved on an oak l‘:ll‘l-mr_‘]!.
blood rendered in a copper cauldron or the 72 names of the
Shem ha-Mephorash, mages use a variety of styles to em-
ploy magick. Bur what is a magickal scyle, exactly? What
gives foci their power!?

Objects into Concepts, Ideas into
Signs

First and foremaost, let's understand thar human beings
are symbol-using animals. We often use something — an
object, sound, event — to represent something else. We use
sounds to communicate and we call i language. We use
letters to approximate those sounds and we call it writing.
The human mind swims in an ocean of symbols — linguis-
tic, graphic, mathematical and mythic; when you think,
vou think in words, numbers and pictures. It's impassible w
think without symbols. They're how we perceive and com-
municate about the universe. Thisahility tosymbolize — 1o
say “this means that” — allows us to attach meaning to
something heyond its form or funiction. A rose, for example,
is more than just a flower: for many people it represents
romantic love,

This inner language is largely a product of culture;
everyone around us uses the same symbols in a similar way.
A rose is a rose because everyone says it is, and no amount
of calling a rose by another name will change that. We learn
not only our culture's language, but its value system, behav-
ior patterns and taboos from a very early ape. These concepts
define the way we see the world. We learn how to *use™ such
tools from our parents, teachers and peers, from television,
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music and books, and from millions of unknown chance
encounters. Reality can be described as consensual because
everyone around us consents to use the same tools o
comprehend reality. The people of a particular culture
don't know any other way to grasp the world.

Every culture has its own way of looking at existence,
it's own symbols and belief systems. The Inuit, for example,
have over 40 words for snow — snow thar falls lightly in big
flakes; small flakes chat fall like rain; hard, driving snow;
and so on. To the farmer in lowa, it's just snow. 'We don't
consciously agree on a symbal’s meaning; cur conc EpLs are
organic — growing, changing, evolving with or without our
consent. Our cultures shape the symbols we understand.
Like blind men feeling an elephant for the first time, we
comprehend the world through a limited vocabulary de-
fined by our culture’s worldview. Modern people believe in
science because that's all we know. That same science
baffles “primirive” people because it's outside their experi-
ence,

Symbols can be prisons, We see only what our minds
can comprehend and express. The rools we use to under-
stand the world come from our culture, and are limited by
that culture. Until we learn other sets of symbols — arher
languages — we see the world from a single perspective.
That view locks us into a single way of thinking.

Some symbols are loaded, packed with such powerful
ideas that they set our hearts racing. Look at the way we
respond to profanity, insules or desecrated symbaols —
they're like physical assaults. *Soft” symbols express simple
ideas: The lerrer R represents the “R” sound and communi-
cates R-ness. “Hard" symbols carry a punch through complex
associations: The Christian cross or the American flag are
more than the sum of lines or colors. And then there are
personal interpretations of symbols, Compare a veteran,
who sees the American flag as a symbol of pride, with an
[slamic Fundamentalist, who sees it as a symbol of oppres-
sion. Let one burn the symbol and watch how the other
reacts. Our cultures not only teach us which symbols to use,
but which ones are more important than others,

Myths and Magical Symbols

On the other hand, certain symbols — myths — are
significant to every culture in one form or another. This
symbolic language runs deeper than a single tongue, appeal-
ing to something fundamental in human consciousness.
Carl Jung called these symbols archerypes, and he thoughe
they could be caraloged through dream interpretarion.
Joseph Campbell sought common threads among the world's
mythologies in his search for our primal symbals. Wirness
the similarity between the Jewish Yahweh and the Sioux
Wakan-Tanka, or compare the Chinese Goddess of Mercy,
Kuan Yin, to Catholicism's devotion to Mary. Both cultures
describe similar concepts embodied in similar forms — a sky
father or an earth mother. Mythic syimbols transcend cul-
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tural paradigms — the snake grasping irs own tail, the
Trickster God, the Mentar, the anima and animus — which
suggests that these symbols are penetic or that they linger
from the time when we belonged o one tribe. Even so, each
culture has also managed to rransform the mythic into the
local; although Kuan Yin and Mary both personify mercy,
Kuan Yin is a product of Chinese culture while Mary is
Western. No martter how these symbols came inro being,
they indicate that we all belong to one culture — the
human race.

Culrure not only defines the way we perceive reality, it
provides a way to go beyond those perceprions. The runes
of the Elder Futhark. The 72 True Names of God (the Shem
ha-Mephorash). Wiccan rituals. Prayers at an alear. Each
paradigm provides a way 1o experience a sense of Other by
defining the proper mystic symbols and a framework in
which to use them. Those who believe in these powerful
symbols can transcend this realicy and experience another,
deeper one. This is true even in the modemn world, The
language of science allows its practitioners to transcend the
realm of the senses and experience a reality of quarks,
leprons, black holes and DNA. Transcendent symbals, by
their nature, are the most potent kind of symbals; they can
break down the walls of reality. This is the power of magick.

Every mystical tradition, from ancient Egyprian magic
through the alchemy of the Yellow Emperor to modern
Wiccan practices, follows two basic principles. The firss
principle, similarity, means that like affeces like. To make
something happen, you mimic thar action in some way, An
item, dance, ritual or mantra represents something else
because it resembles the object of its magic. If a rose is the
symbol of romantic love, you can make somecne fall in love
by using a rose petal in a magic ritual. A corollary to this is
the idea of taboo. To prevent something from happening,
avoid actions that resemble the unwanted effecr: these
actions are taboo, If you don't want w break your mother's
back, avoid stepping on cracks.

The second principle, contact, suggests that items once
connected continue to affect each other, even over great
distances. The object represents the greater whole to which
it once belonged, The infamous voodoo doll depends on
this principle. The magician takes a person's hair, fingernail
clippings or bits of clothing and works them into a wax
figurine which represents the intended vicrim. A corollary
to this idea is the concept of Naming: If you give something
a name, a symbol by which others will know it, you have
power over that object. Many mapicians across the warld
take craft names to safeguard the ones they were given at
birth; anyone who discovers a True Name would, by many
reckonings, have power over the mage.

These two principles form the basis of both magickal
style and foci. Foci are symbols thar stand for something
else. A red rose represents romantic love and is a common
focus for love magick. A magickal style establishes the




foundation on which those foci can be used to change
reality. The relationship between a magickal style and its
tools is a paradox. Magickal style defines which foci —
which symbols — have the power to affect realicy. On the
other hand, magickal style denives its power from its foci. A
magician practicing Egyptian magick employs symbols —
ankhs, scarabs, hieroglyphs, invocations to Osiris, [sis or
Horus — dictated by the style. The tools are only useful
within the framework of the mapgickal scyle.

Foci, however, also characterize a magickal style. The
ankh is only useful to a magician who believes in Egyptian
magick. The mystick Arts depend on hidden concepts and
the understanding of same; a magician who cannot under-
stand symbolism is considered unworthy of the name.
Magickal practices, therefore, depend heavily on symbol-
ism. If the language of magick is allegory, then foci are the
letters and magickal style the grammar.

Symbols and the Mystick

A mage doesn't live in a vacuum. He's part of the
culture from which he came, a product of his environment.
The willworker's view of the world and the ways in which
he rranscends that perception depend on where he comes
from. Compare a shaman born in the Australian ouchack
with a shaman from the Siberian steppes. Both understand
the spirit ways, bur each one works with a style — in a set
of symbols — that depends on where he was raised. Both
mages are shamans; the Australian pours out sacred water
on the roots of his ancestor tree, while the Siberian climbs
a narrow birch tree through a hole in the roof of his yurt,
Both employ the foci and magickal styles of their respective
cultures,

Magickal style is vital to.a mage, especially a young one
{see Chapter Two). We connect with ideas through our
symbols, and magick begins with ideas. Mages don't start
the game l-cnnwing the ins and outs of their Arns. Such
knowledge takes time to master. Unfamiliar with the prin-
ciples behind True Magick, the mystick relies on old,
familiar beliefs to tap the power of her Avatar. It's easier to
think magick comes from someplace else — through erys-
tals, incense, rose petals or prayers — than from within,
Hence the symbaols become stand-ins for the magick, wires
to its power source. To use them is to conmect with that
power. The symbols reinforce the magick. A young Ver-
bena, dressed in ceremonial robes and standing before an
altar covered with red candles, rose perals and a lock of hair
from her intended target enters a magickal state of mind.
She channels her love spell through the symbols.

Symbols also provide a jumping-off point for mystical
experiences. They're not just for the Sleepers’ benefit,
although some mysticks like to use them that way, Runes,
Tarot cards, crystals and other trappings lead the occasional
mage to a deeper enlightenment, one beyond the symbols
themselves., Wizards prowling for recnuits wse “loaded”

symbols and whole magickal soyles as vesting grounds and
learning rools for new apprentices. Some Hermetic masters,
for example, instruct their pupils in alchemy or numeralogy
first, then slowly wean them off these "maining wheels.” As
the mage progresses, she learns to see behind the symbaols;
she mightstill use them to focus herself, bur she understands
the larger truch that the foci represent. This isn't as easy as
it sounds; Douglas Adams' adage about throwing yourself at
the ground and missing still applies. A paradigm is a hard
habit to break. The mage can leamn thar trick, however, and
many more through Seekings, study and experience. She
overcomes her attachment to foci and relies on will alone.
That's the fundamental difference hetween a mage and a
hedge wizard: One eventually leamns that the symbols are a
crutch, while the orher thinks the symbols are the magick.

Today's mages have a wide variety of styles at their
disposal — more than in any other period in history. People
from across the world have met, traded ideas and leamed
each others’ symbols. This 1s the great legacy of the Coun-
cil, Technocracy, Age of Exploration and mass media.
Today, we know more about various beliefs — Shinto, Zen,
Candomble, tribal practices — than people did at any other
time in history. We swap symbols between cultures, assimi-
lating them into our own; you don’t have to be a Buddhist
to believe in reincarnation nor do you have to be an
Egyprian to know what an ankh represents. Nowadays a
Euthanatos can study Egyptian magick almost as easily as
she can learn about Chaos Theory. She can warch a
documentary on TV, buy a book at the mall and find
suppliesat the local bookshop. lronically the Technocracy's
success works againse it; as Sleepers and Awakened learn
maore and more from around the world, the possible and the
impossible blur. Culrural symhbols become mystical ones.
Mystical ones pave the way for magick.

What Do Others Believe?

So what does the symbolic narure of magick have todo
with you, the Storyteller! Quite simply, magickal stvle and
foci can mean the difference between coincidental and
vulgar magick. A well-chosen symbol, be it holy warerora
chaingun, carries a magickal idea. If the Sleepers watching
that symbol believe in its power, the mape behind the
symbol can employ it withour risk. (Well, withour mush
risk, anyway.) Whether they choose to believe in it or not
is up to you, but it will depend a lot on the local culture.
Everyone, to some degree, believes in something; call it
magic, religion, seience or superstition. Ask yourself: What
dathe Sleepers here believe? Magickal seyles are the Mythic
Threads in the tapestry of reality.

Take Mew York City as an example. In certain neigh-
borhoods some people practice Santeria. Those who know
those people know their power. To get that power, they
believe, you might cut off the head of a live chicken, drink
its blood and invoke Ogun, Orisha of war (and suffer the
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p : - o = 3 consequences afterward). A few blocks away in a Hasidic
Y A neighborhood, a Quabbalist invokes one of the 72 True
MNames of God to accomplish the same thing. The .
symbols are familiar in both neighborhoods. People
" who would never consider practicing magic (ler
alone magick) still know that these symbols mean
power. Technological worldview or no, there are
plenty of people who sweat when they hear voo-
s, doo drums. On the other hand, a mystick using
RJ\? Santeria in rural ldaho, where nobody's even heard
v ofit, runs intoa brick wall of faith — or lack of it. He
creates a Paradox, llwmul,'. His Ares are vulﬁar because
no one believes in the symbols.

PITES

Even the most powerful symbols, how-
i 4 ever, can carry only so much belief. As the
y/ world shrinks some truths become universal,
Come on now, you can't Pr)s.'.l'frl}l believe that

a witch can fly across the sky on a broomsrick,
can you! Those stories just come from hallucina-
rions. And Mohammed didn’veally move a mountain,
that's just a metaphor, Even the mosr faithful believ-
ers can only accepr so much before the Mythic
Threads snap. Hence we have vulgar magick — the
point at which credibility says “No way.” Reality
has only so much slack to offer; a good symbol takes
up a little more, but a mountain won't move
without a monumental pull. And Paradox waits

for the rope to go tight. .
It's important to understand how a symbal

relates to magick. We use symbols to communi-
cate, to say that “this means that.” It isn't a great
leap from there to magick. It's a path raken by
every culture since the beginning of time. That's
how our brains work. When a player chooses a
magickal seyle and foci for her character, ask her
where those symbols came from and what they
mean to the mage. Does the Dreamspeaker who
grew up in the bayous of Louisiana practice voo-
doo or Santeria’ Are those Hermeric trappings
just for show or does she really think pentagrams
work ! Make vour player define what her charac-
ter does to make her will reality. Have herwrite
down important symbols and play them for all
they're worth. Sure she can just zay *T use Time
3/Life 4." but it's so much more fun when she
tells you about the altar and the elements and
describes the sudden rustle of the wind. That's
% &Y the difference berween storyveelling and charr.
¥ D y’ gaming, between role-playing and roll-playing. Every
¥ ! culture has it's own magickal language, its own
®, ‘ Mythic Threads. [f Mage: The Ascension isa game
\ ﬁ about battling realities, thenit's important to know what
\ II'-' ' ; eVEeEryone believes.
-
h




Sharing the Spotlight

Cinly the sinmer has a right to preach
— Christopher Morley

by John “The Gneech” Robey

[Developer's Mote: John and [ co-ran various games
for nearly five years. During that time we both learned an
incredible amount about the interplay between Storytell-
ers, players and those who aspire to be both at once. John's
writing credits include The Book of Shadows, The Perfect
Warrior and Indiana Jones Adventures from West End Games,
as well as his own online magazine Astounding Adventires
(hetp:/fmembers.aol com/fastadvqerlfmain hem).]

Maost gaming groups are one of two varieties: A group
of players that needs a Storyteller or a group of Storytellers
thar needs players. If your group is fortunate enough to be
the latrer, the time will come when owo or more Storyeellers
||.'|.'|.]|_ wanrt to EL'!II_[HF‘\_'IT:'CTCI L"-" |:1L‘r On a 51!1E|.E" M!L'kr'ﬁ' OF O °@
chronicle. When this works, it's terrific. When it doesn't
wujk, [hjnp;s fall apart fast. Let's discuss how o make
cu||a'|'\|.}T:|I:i:1.g work.

Guest Storytellers vs.
lointly Moderated Chronicles

The simplest farm of multi-Storyteller chronicle is the
“guest shot,” when one of the players takes on the respon-
sibility of running the game for a single story, The player's
usual character becomes a Storyteller character for the
duration of that rale, while the chronicle's usual Storyreller
either creates a persona to play or uses some established
Storyteller character. If there’s already a Sroryreller charac-
ter who hangs around during most adventures, thisisa good
pPerson for the mgular Stnryn':'“e: e} |\|.'&'g.-.

Some Storyeellers, feeling that they're the only people
who can be trusted with their plots and characters, won't
allow guests to run in a chronicle (just as Bill Watterson
refused to let anyone marker Calvin and Hobbes because he
felt thar he would lose conrrol of his characters). 1f the idea
of guest Storytellers really bothers you, then you certainly
shouldn't use them. If you're undecided, consider the ad-
vanrages of allowing guests.

# Depth and Variety: Everyone comes to a game with
an entirely different ser of experiences, artitudes and ideas.
If your stories revolve around urban decay or Gothic angst,
and the guest Storyteller’s tastes run more toward body-in-
the-library mysteries or whimsical romps, you'll see sides of
the characrers thar you've never seen before and aspects of
the serring that you may have overlooked. Such switches
also make for a great change of pace.

* New Subplots, Storyteller Characters and Set-
tings: When aguest Storyreller introduces a new supporting
character o the story, the regular Storyteller should feel

free to imcorporate him into the overall chronicle —
provided he isn't twisted into something different than he
originally was. Rick the Cynical Bar Owner who was an
imporrant contact in the guest Storyteller’s plotcan later be
a fonr of rumors, resources and subplows for the regular
Storyteller. If he suddenly becomes Rick the Secret Tech-
nocracy Agent Spying on the Heroes, the guest Storyreller
may feel (justifiably) irritared that his characzer has been
Ml‘lf}t:lgﬂ,"ﬂi.

* More Gaming with Less Work: Most players think
about playing a lot more than they actually do it. That's
usually because the Storyteller simply doesn’t have time o
come up with something good, The more Storytellers there
are, the less pressure there is on any one of them o devise
plots all the rime.

The Guest's Obligations

As useful as introducing a guest Storyeeller is, the
regular Storyteller may feel legitimare anxiety about letting
someone else mess with the world he's worked so hard o
create. The puest Storyreller therefore has certain obliga-
tions to keep in mind when she designs and runs a story.

* Continuity: Make sure you're familiar enough with
the details of the chronicle to get them right at 2 moment's
notice. If the Storyeeller has established thar the Virtual
Adepts don't exist in your chronicle, then the guest has no
business trying to run a story that involves them.

* Chronicle Cohesion: The guest Storyteller should
avoid making any major changes in the regular plot line;
any issues that come up during her story should be resolved
in that story or remain on the fringes of the regular
Storyteller’s pame. For example, if the grand storyline
concerns a cabal of Crphans trying to make its way in the
world, the puest Sroryreller shouldn't have all of the char-
acters initiated mto the Sons of Ether so they can be
teleported through a one-way gate to Dimension X and
fight slithering horrors until the year 2199, Similarly the
guest shouldn't kill off {or otherwise permanently aleer)
existing Storyteller characters, wipe out Manhattan with a
nuclear bomb or work other drastic changes.

* Storyteller Character Limitation: When someone
who is usually a player stands in as Storyteller, she has 1o
ensure that her usual character doesn't suddenly gain all
sorts of knowledge about what's going on. It's basically a
principle of fairness to the other players: Whar fun is it to
be presented with a situation or puzzle and then warch
somebody else's character solve it all? They could be watch-
ing television instead. Furthermore, it should go withour
saying that you shouldn't use your *Storyteller's fiat” to give
your character new abilities that she wouldn't normally
have. (“By reading the ancient rome, Karena pets three
more points of Arete!™) [t's important to remember that the
players’ characters are the stars of the show. Let them
remain that way if you shift from one role to the other.
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* Repular Storyteller Veto: If something happens
that the regular Storyteller just can't live with {usually
something that goes against one of the principles of Conti-
nuity, Chronicle Cohesion or Storyteller Characrer
Limitation), he should have the right 1o overrule it. This
right shouldn't come into play often; it can really step on
the guest's toes. However, the regular Storyteller shouldn't
be afraid todo it if ke believes an event will upset the game.
]IIE. b[‘rtl’.]’ to hﬂ"r'c i .‘il'll: "T, ".I'Il.lli.'.kl.'r' Tl':ﬁd_'ll‘i'{"d \ii,sputf '[haﬂ L%
have the regular Storyteller who mutters dackly throughout
the remainder of the chronicle.

The Shared Chronicle

The next step up from the guest Storytellerisa chronicle
designed from the beginning ro be run by two or more
Storytellers. Each Storyteller has his own set of characrers,
plots and settings, but the two of them share a pool of
information. Both Storyeellers take turns; one runs the
game while the other plays acharacter. The shared chronicle
has all of the advantages and disadvancages of the pues
Storyteller, but on a much greater scale.

The shared chronicle should be designed ro be just that
from the beginning. Onece a chronicle has begun and the
Storyreller has invested effort into creating characrers,
places and siruations, giving another Sroryteller equal au-
thority can be unnerving and disruprive,

* Creation: Before a single session of play begins, the
two Storyeellers should work our what the chronicle's basic
themes, situations and assumptions are. While there's room
for diversity in taste and style, the essential elements of the
chronicle must doverail at least half the time. Otherwise
the game will be disjointed and maybe even schizophrenic.
("“W'e were fighting zombies in the sewers last week, now
we're on Mars, What gives?™)

* House Rules: The Srtorytellers need to establish
house rules thar they agree on. Disjointed effects can also
arise if one Storyteller is a strict bookkeeper and the other
rarely rolls (or calls for rolls of) the dice. Decide whar
guidelines vou will use for resalving botches and whar (if
any) variant rules you will use for combat. Once these rules
are agreed on, stick to them! Players, even the most well-
meaning and character-driven ones, quickly learmn which
Storytellers are “softies” and which are strict, and adjust
their styles of play to give them what they see {consciously
or unconsciously) as an advantage.

# The Common Setting: The Storytellers need to
create the story's overall setting together. Shared elements
generally include the characters’ base of operations, men-
tors or contacts, one or more recurring fusually low-level )
antagonists and various other setting details. To bortow a
phrase from the Thieves' Werld books, any of these elements
may be "used, bur not used up.” Blowing up the cabal's
haven is a no-no, as is wiping out mentors or burning down
the ciry, unless these actions come about through the
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players' characters. Shared elements aren't just central toa
coherent chronicle — they’re important crearions in and of
themselves, and few creators like to see their brainchildren
abused by others,

* Hands Off: The last thing the Storyrellers need rodo
before the game begins is establish which plots or subplots
are off limirs to each other. There ought to be an element
of give-and-take to these limitations; Storyteller A might
want to creare an intricate storyline involving a brood of
Tremere stalking dhe ciry's mages. Storyteller B should
therefore lay off vampires in general, and the Tremere in
particular. However, in return for that Storyreller B may
want exclusive rights to the local Void Engineers for his
own storylines. This way both Storytellers ger a bir of rurf
for themselves.

This trade-off promaotes more than simple fairness; it
allows each Storyteller to have some gray areas where
mystery is preserved. If both Storytellers know everything
that's going on, both lose the vital elements of surprise and
novelty that make playing so much fun. We recommend
that each Storyteller in a shared chronicle keep his or her
own special character; a mage rum by two different peaple
appears schizophrenic at the very least. In a really open
chronicle you can even allow other players to take rurns as
guest Storyrellets, allowing both regular Storytellers to play
simultanecusly while a trusted player takes the helm.

A good rule to go by as the tale progresses is thar a
particular element "belongs” to both crearors — unless the
one who introduced that element in the first place decides
to take it out. Say Storyteller A introduces a rampaging
werewolf; Storyteller B is free to have that rampaging
werewolf come back in one of hisown stories, provided that
the storyline doesn't force the character through any major
changes. (If the characters fill said rampaging werewolf full
of silver, that's another matter.) Storyteller A is free to do
whatever she wants ro the rampaging werewolf, from killing
her off to having her join the cabal, because she created the
character,

When a Storyteller introduces a new element that she
doesn't want to share, she should inform her partner thar ic
is “off limits.” If Storyteller A introduces the rampaging
werewolfand declares her off limits, then Storyteller Bean't
use her directly, although he could incorporate her exist-
ence into his own stories. (“During her latest rampage, the
werewolf killed the leader of the local Void Engineers. Now
the Void Engineers are scrambling to rearrange their power
structure. Your mentor thinks this is the perfect time 1o
strike....")

Pitfalls of the Shared Chronicle

Ower time a shared chronicle may showcase one Story-
teller over another. She might be more prolific than her
partrier or have more rime on her hands. Maybe the players
simply favor one person's plots over the other's. Diversity is




the shared chronicle's main strength, but it can also become
the wedge that divides it. ..and it may or may not be possible
to put the chronicle back together again,

If anyone notices a fracture, the Storyeellers should
discuss the matter. [f the less-dominant Storyteller doesn't
mind reducing hiz role in the chronicle (becoming more of
a “recurring puest Storyreller”), then there's no problem. If
the second Storyreller doesn't want to diminish his role,
you need o fipure out why the chronicle's focus is shifting,
and what can be done to correct it. Figuring out the source
of the problem usually sugpests a solution. If Storyreller A
simply doesn't come up with as many story ideas as Story-
teller B, they should pool some new concepts, whether from
prepublished sources or other inspirations. If the players
just like Storyteller B's stories better than Storyteller A's,
Sroryeeller A should try to find out why and see what can be
done to improve her storytelling style. [f one Storyteller just
tends to take over, both partners need to recognize this and
take steps to counteract it. The difficult part is recognizing
the schism; acting to correct it is easy.

Sometimes both Storyvrellers will find themselves tangled
up in the house rules they helped create. Even worse, they
might feel that they're both getting bored with the whole
thing. If both Storytellers want to keep the game running
there are a few things they can do. For starters they can pitch
the old house rules and start apain with 2 new set (after
notifying the players, of course). A more radical solution
comes from a dramatic shift in the chronicle icelf — some
earthshaking event causes things to skew in new and unex-
pected directions. Everything goes onto new ground from
there: Perhaps the central serting is blown oft the map.
Mayhe the characters are caught and shipped 1o MECHA or
lose their identities to some Technocrartic venpeance. This
is Mage — anything you want can happen. The Storyrellers
need only agree on a course of action. Their solution can be
as Si‘ln],')[‘_‘ a8 changln_g a 'FI:"'PJ' gamt: rnl:l:hHl‘li.r'_li Or 35 r;nr[:]':-ltx
as blowing up the world so that the characters have to rebuild
from the ashes.

If all else fails, one Storyteller can simply let her
partner take over the existing chronicle while the other
creates a second, and they run the two simultaneously, The
second Storyreller can design a chronicle thar's more suired
to her tastes. This new chronicle may have some elements
of the old one — perhaps it takes place in a different city in
the same world or in the distant past. Two different games
with a common base presents all kinds of possibilities for
crossover storylines: puest star appearances, COMMON arn-
tagonists, even the occasional news flash abour some
important event elsewhere. Once two games are in place,
there's no reason why the two Storytellers can't run guest
shots ineach other's chronicle. Afrer all, who'd know the
world betrer than someone who helped create it?

Double-Storyteller games are challenging, innovarive
and fun. So long as both partners share a respect for each

other's stories and designs, the collective chronicle can be
a great way to avoid Storyreller burnour and same-story

boredom.

Through a Glass, Darkly

Now we see only reflections in a mirmor, mere riddles, but
thert we shall be seeing face e face. Now, 1 can know only
imperfectly; but then | shall know juse as fully as | am meyself
Feruoum .

— | Corinthians 13:12

Hey, I didn’t play Dungeons & [Dvagons all those years
without learning something about courage!

i |1:'|.}‘|Eu] Geel:, The X-Files

By James Estes, Looking Eagle

[Developer's Note: Jim Estes (given the name Loak-
ing Eagle after a real-life visionquest some time ago) is a
dear friend, spiritual seeker and damned good writer whose
legacy includes the American producrions of Kult as well as
books like Halls of the Arcanum, Celestial Chorus, The
Inguisition and both Mummy and Mage second editions.
As a gay writer with a profound sense of the sacred, Jim has
balanced the call of religion with the needs of a human
being and an artist. This isn't as easy as it sounds.]

It begins around a fire.

Ome person — whoever has the gift — begins 1o speak,
and with her relling comes a story. Perhaps it is a new story.
More than likely, though, it is a story well-known and
loved: a story from “a long time apo,"” the fables, myths and
legends that shaped a community's understanding of the
world, Heroes overcame their foes and taught resilience,
strength and cunning.

loseph Campbell has written om the nature of che
monomyth, the kemel which lies at the heart of every hero-
quest; A hero ventures forth from the world of common day into
a region of supernatural wonder: fabulous forces ave there
encountered and a decisive victory is won: the hero comes back
from this mysterious adventure with the power (o bestow boons
on his fellow man. (The Hero With a Thousand Faces, pro-
logue) These myths and stories were more than just means
of passing a winter's night. They were shells which carried
meaning, which taught the community's values and hopes,
and allayed its fears. The trials and travails nhml-heruesagun:-
before became the pathways for the next generation.

But that was then and this is now. We have routinely
stripped meaning from stories, dissected them, deconstruceed
'[|."L|:tl'|, retranslated them — but allowed them o la?' O
fallow earth.

We live in an age bereft of mythology. Such rtales are
dismissed as unscientific, ahistorical or irrelevant by roday's
scientific-minded world, and discarded as the remnants of
primirive civilization, But even so, the urge to mythologize,
the mythic need, has never died. Every culture has irs myth
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systems — It5 values, its heroes and heroines, its enemies —
ard this mythic need cannot be denied. Lock at popular
culture and you'll see the resurgence of myth: How is the
bartle berween Superman and Doomsday uly unlike the
battle between Mithras and the Bull? And did the Son of
Erypton not po through his own “Harrowing of Hell," as
Christ did, before returning triumphant to his world!?

True, parallels go only so far; strerch any parallel far
enough and it will snap. The point remains thar you can kill
myths, but vou cannot kill the mythic need; squelch it in one
form and it will reappear elsewhere. Superheroes, science-
fiction sagas, fantasy epics — these are the thrust of the
mythic need in a mundane world. It is also true thae these
may simply be stories, and a cigar may just be a cigar — but
people with mythie imaginations can see the shimmering
traces of mythology hidden in many places.

But there is an even stronger revival of the mythic
need. What began as an offshoot of historic wargaming has
in fact grown up, and in growing has delved back into its
ancient roots, Tocall roleplaying a rebirth of the ancient art
of storytelling would not be vain hyperbole — it is a valid
assessment of whar a well-crafred game may achieve in its
greatest moments.

Roleplaying can be seen as both a form of interactive
-jtﬂ]",'tulhng and a means of sat 'lsfvin[,_r the If‘ll'!.'l!]‘li.rl need. The
concept of roleplaying as interactive storytelling has been
addressed many times, in many places. What's significane
here is that we exercise the mythic imagination through
Storytelling — in creating characters, we create heroes for
the new mythology; in creating stories, we learn which
values we consider sacred (courage, honor, conviction,
truth). Roleplaying games are entertainment and amuse-
ment, true. They can, however, become occasions for
personal and even spiritual growth as we establish those
values which are important tous.

The Hero in the Mirror

The first element of the game is the character. What
begins on paper is little more than a collection of Traits —
numbers and adjectives which create an individual with a
bit of personality and a history. In pleying the character,
however, we give it life. The best roleplaying experiences
tap into that realm of creativicy where the character grows
seemingly of its own accord. ("] don't know why my char-
acter just did that. It just seemed natural” is the hallmark
comment of such an experience.) Through such characters,
through their experiences and adventures, we ultimately
create not just ‘IL'|1:-:|ri-:|i:lI:['h." hu'l hl‘_'l'l.:'l'_'h. ::IIE].IET.':;‘F".‘:H :-lt'l.lj
metaphors for ourselves. The process of character creation
can be as simple — or as flar — as spreading points or rolling
dice. On a deeper level, it begins by looking within our-
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selves to see where we are deficienr, to see what we honor
and to create a metaphor thar speaks to these elements. It
is in the characrer creation process, in looking ar that “darck
mirrur" ;md AlEITg those puzzlj:'t_g n_'ﬂr.r_'timns, that we ult|.-
mately learn to see our true selves.

Wha are the characters, the “heroes” we creare! They
may be individuals with desires, dreams or aspirations quite
]]k:‘ Ours, Or — moanre Iﬂ{tl.'n e tll:'“:"r' may I.'!-C ].'"Il:SH:"IS D‘F
characreristics not entirely our own. “1 would never do
that,” we might say, “but my character would." Are the two
so different? Or does the personality of the characrer seep
from the personality of the player, from parts of his psyche
that even he is unaware of?

At its best roleplaying brings out facets of our personali-
ties that even we don't notice right away, facets thar emerge
inour real lives as well. Someone who seems harsh and cold
can create a warm, loving character — but in playing thar
character, in allowing him o develop, the player gains some
of the character's warmth. | have looked back at a number of
my characters which were shadows of myself; as an adult, 1 see
those shadows more clearly, At its worst, the character
bﬂ'f{_‘lﬂﬂ& d hﬂ"ﬂ'ﬂ" En:ll:n Tﬂﬂ.l.-l.]fl:' ].!'l.'l |I'|‘I.L"”'|:‘\. A dl..'&[ul'b{'d ['Lﬂ.""ﬂ[
cannot — will not — see past his character and may get lost
in the world of the st ory. {-}hvinuﬂy this second situation is a
problem. We shouldn’t let it stop us from taking a peek in the
looking glass, though — those kinds of examinations are
more helpful than harmful if you're even halfway sane.
Ultimately we are responsible for what we do with our
observations. The character provides a glimpse of chings we
might have missed, but he remains a mirror. Just a mirror.

Finding a Tune

Playing characters gives us a chance to grow. Such charac-
rers, however, cannot exist in a vacuum. Heroes need a stage
where their dramas can unfold. And thus comes the story in
storytelling. The Storyreller who devises the plots and settings
for his chronicle sets the stage where the mirrors dance. The
structure of that stage often sets the steps for that dance,
provides the music and the tempo. A good gaming troupe can
sit down with existing characters and an existing setting and
create a new story on the spot, but it often takes a little practice
before everyone finds the thythm. Good “improvised myths”
take exper irt:!lil.tj‘.lTh:llj.l.'H:S. but the result can be breathita kmg. It
not the complexity of the stage that makes the dance — it's the
“'Ill'lngl'lﬂ"hﬁ ‘TF rht Pl:—!‘,rl‘.r:i :lnl’j th.‘.' qt‘ :ﬂ—"'t L‘lti:r Ty Wi flrk I(EEI]‘ILT
The story grows from the characters. And the characters grow
from the troupe.

The progression of a story — the development of the
major plot and subplots into a seamless epic — allows our
characters to grow beyond their one-dimensional descrip-
tions into full-fledged metaphors. In a world sorely lacking
inhieroes (the media would much rather focus on one man's
folly than another man's valor), we have the opportunity to
create new heroes for our community. In crearing these
heroes, we learn something of heroism. Heroism (following
Campbell's monomyrh again) isnot simply bear ing thecrap
out of villains; it is the ability to rise above one's obstacles,
o learn from them, to triumph and return o our commu-
niry with rewards in hand.

Thus, through the nexus of heroes and their triumphs,
the new mythology is created, filled with tales of love and
violence, honor and beteayal, coursge and cowardice. These
new myths become the shared experiences of the troupe,
just as myths retold become the shared experiences of any
community. We rerell our adventures to anyone who lis-
tens; most people “had to be there,” tounderstand the tales,
but in our community the enthusiasm those adventures
bring is obvious enough — somerimes a bir too obvious.
Even so, we understand the myth and whart it means to us.

So what's the role of the Starvteller in an “inreracrive
storytelling” environment! The Hopi praverh, He who tells
the stories rules the world, is only part of the equarion. The
wise Storyreller doesn't enforce some egotistical self-serv-
ing plot upon her audience. She's just a guide who shapes a
story, who births it and then helps it mature. She's more
midwife than mother
SEOEY.

it takes a troupe to raise a good

The Sto r',rtclling process can, at times, be laborious and
underappreciated. But it can be a joy as well, It's fun and
sometimes educational ro warch our mirrors dance, become
heroes more than stats. Roleplaying games are entertain-
ment; this fact should never be forgotten. On the other
hand, though, they also offer a greater promise: to look
within ourselves and give ourselves the opportunity o
grow, to create new heroes and new myths and to look into
the mirror and learn from what we see. The heroes of
mythology are the puzling reflections of humanity; the
heroes we create are puzzling reflections of ourselves. Their
ALOTIES dE OUT OWTL,

After a particularly grueling or satisfying game, look
back and reflect upon your new mythology in action. Learn
from the trials of your heroes and from the lessons of their
myths. Watch and listen to the others. We all have some-
thing to offer. Finally, put analysis aside and just have a
gowod time. May your dark mirror brighten into dawn.
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Appendix: Indices

Player: I'se got the "Avraof God™ Merit, That lees me vevoll afll my
“I5" and dowble all my successes,

Sroryteller: Hub?

[Mon’t you hate stuff like this? You're in the middle of a game
when somebody pulls up some obscure reference that cakes you half
and hour to locare. Screech! There goes the story. [r shouldn'y
happen, but it does. A1l the time. While many — if not all — of the
Storyteller SYslems are uptwlmL in's '=1|wags hundy o know where all
the rules and variants are, just in case.. ..

Flipping through a pile of books in the middle of the action is
a pain. In the interest of saving you time, effort and hair, we've
included a faitly thorough index of rules, magicks and other helpful
stuff. The following listings cover all of the books released as of
Auguse, 1997, and include a few references ( when possible) to books
published throwgh December of that year. Supplements that hadn't
been laid our ar the time this index was compiled have been
asterisked (*). For space considerations, some of the more in-depth
systems have simpl',' been referred back o the Maﬁe second edition
rulebook's own index {pages 191-294 ). Enjoy!

Abbreviation Key & Book

Sequence Numbers
* Mage Main Line Books

M1 = Mage First Edition (#1)

8 = Mape Screen First Edition {#2, and good riddance to it!)
BolCH = The Book of Chantries {#3)
LaoF = Loom of Fate {=4)

P = Technocracy: Progenitors (=3}
DW = Digital Weh (#6)

BoS = The Book of Shadows (=7)
CF = The Chaos Factor (#8)

1X = Technocracy: lteration X (#9)
BoM = The Book of Madness (#10)

MNWO = Technocracy: NWO [=11)

ARH = Ascension’s Right Hand (=12)

M2 = Mage Second Edition (#13)

HL = Hidden Lore (#14)

VE = Technocracy: Void Engineers {#15)

H = Horizon: The Stronghold of Hope (216)

BoC = The Book of Crafes {=17)

BoW = Beyond the Barriers: The Book of Worlds (#18)

BoMR = The Book of Mirrors (=19}

#5 = Technocracy: Syndicare (#20)

*TT = The Technomancer’s Tovbox (#21)

* Tradition Books

VA = Virtual Adepts (Trad Book #1)

V¥ = Verbena (Trad Book #1)

SoE = Sons of Ether (Trad Book »3)

AB = Akashic Brotherhood (Trad Book 24)

CC = Celestial Chorus {Trad Book =5)

CoE = Culr of Ecstasy (Trad Book =6)

D = Dreamspeakers (Trad Book #7)

*E = Euthanatos { Trad Book =8)

*OoH = Order of Hermes {Trad Book #9)

* Additional Supplements

ARC = Halls of the Arcanum

DP = Desting’s Price (Black Daog)

FL = Freak Legion {Black Dog)

FF = The Fragile Parh

MC = Mage Classics I; The Book of Chantries & Digital Web
(Mote: page numbers follow original books' order)

MT = Mage Taror Card Ser

WD:O = World of Darkness: Ourcasts {Hollow Ones)

*WDS = World of Darkness: Sorcerers (hedge magicians)

Magick Index

Spheses Lewe] 105 M2a 186325, HL: 84.72 Ag-ah “Wahog the Hean” Bol: ¢

i Magick Around Belwvers M2z 171
Gﬂnﬂra I M ag “:‘ k Mlagekal Gegraphy & Infuence ML | Bé-1B6
Sy Stﬂmﬁ Maranders. Ouisr & Paradia Babd: 75.78

= (Mores Fies edition references deleced for

clarity. |

Aladnes & Mepick M2: 175 Bale 111-113

Aucrg i Comcery M2; 172

Alnermune Sernmgi ML 2142, BoWh 153, BoliR
115159

Casting Rules M2Z; L&1-171, BoS (lator

revised]. 100-009

*Coeenats Example” M2 160, Boldr 50

Cirincidental & Vilgar Magick M2: 180, 182,
LB4- 186

Councermagick MEr b7E-174, BoSz | 1111

Dertwaniz Invesimens Bobds 141, BoC | 10 (5o
alea, Searyeeller’s Handbook 1o the Sabbat

Dhamires Efacr M1z 165 BoS: 101

Froci MZe B8, 151-184, BeSi 103-106

e bllapge: M2eA0, ARB G307, Babds 106,
137-141, *WD:S: {unkrerwn)
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BabH: &%

Mumina ARH: 15- 109

Poracho M2 | 76 179, BoSi 113114, Bobd 4058

Pamdis Limes [vhsalkere]) M= b

Fisarisce & Bxcwoiem M2= 219 Bobi: 109

Paychie Fhwenimena ARH: [04- 109

Rmongnce Mz 71, 730, BaCH: 139, BaB 112
BabiR: 17

Risuils 2= 163164, Bad: 15, 141, CoE: 64

Flatunales braberead { Dok S morry FBRole: 109, 137- 140
*WolhSi [umbrneen

Sacrehice BoM: 142

Sermry Wlapaks ME: |71, Balis 108, CoF= 64

Shupeshilvmg M2: 30-109, Vi 62-63, Boll:
105-007

Spheeic A mines M2 116

Spburie Lovel & Effocis He 11534 19
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Taharmiaie M2: 145, B [ Liker sromed ): 108-11 D
Technemageck & Faci M2 68, 182, BaS) 104
T ransvsnacion & Congesar ion 82 1H7

WWikd Talers M2 226-227

Rotes &
Magickal
Effects

# | Mobe: Some nones pablighed peice 10 the

eecond elitmm subebuok mey recpiire adgus-

merts. Asprets o the Correspondence,

Encropy, Life. Forces, Marer and Sparir

Sphieves were shifoed o aline fir puae
t limwar lewwls whale sessrioteng rraly Beanous
magcks umil the higher levele Bop, for 4

wl mapicks, we've

e abeoldl

gon A Lo ol “spell Disvange

T Colden Swosdi of 1he Tige Ball: 115
Ak, “Bitng b Hean ™ Bollr 57
Avcelyrae Tome Ml 205, M21 211 Bol: 58
Arciilenral Ovesdose WDeD: %0
Adaprareom VE: 44

Adjusr Cinalir ming ¥E; 83

Adjuss Major Apomalies VEi +4

Adljus Mimar Anomales VE:

Adrenal Rash BoS: L43

Aign MI 210

Ajffecr Life M2: 195, HL: 65

Afect Predecrahle Farrems M2s 162, HL: 65
Affect Thooght MIs 193, HL1 &%

Apgama Sxourm Teille ¥E: (wrkmosm]
Ay Bubdi 140

Alberigie Brmscriom Wk 90

Alcer Complex Pacrems BM2: 200, HL: 7
Alver Flosw M1 210, M2: 211, HL: 70
Aleer Form M2: 104, HL: 58




W lrer Lo MEz [958
Alrer Marter M1: 200
Al Parsdigm MWR 31

Alrer Peoperies BM2s 105, HL 68
Al Sell W0z |95, §42e 100, HL: 67
Aluer Semple Parems M1:= 197

Alrer Banall Sevquence Program Pi 8

Alver Saare M1 203, Ml 16

Alier Weight M1: 205

Amun belaar, “Hidden |ustice” BolCs 57

Analyme Substonce M1: 100, B2 26

Anger i the Land Bol; T4

Ansmal Form B 101, M2: 203, Bol= 53

Apainoise IX: 48

Ap-Sokk, “Lawt Jucdgimest ool Sobk™ Baly 58

Aparhy WDkD: 9]

Apurcarsca M2z 150

Agen Scan VE1 41

Asisdnes Thicad BoS 44

Arvidicisl inmellipence M2: 201

Airach P chavrism [X 50

Anrvoran BaM 140

Aogalios Tap TX 47

Aspmant Simple L

Avanae Foom Boebe 116

Arwaken [manimase MZ: 118, BaC: 15858

Awaken ke Sleepmg Eant BolTH: 149

Paba| HL: 51

Pasck #ir the Earth HL: 31, Bol: T1

Balancing the Scales *E: amknimn)

Baal| o Absasmnl Flames M 1: 335,
S0gH: {unknesn)

Pan M= 152

Banish Elemeraaf HL: 17

Banising Blesang Vs 64

Peti: Tramrommnation M 204, HL: 68

Buatreryman SoB: (4

Bl il BB G410

Bepmmer's Lack M2: 19

Bcheicr Midification Device VE= 48

Biopeer Pascly MUl : 199, M2y 102, Bl BE

| B ]

ing Cwch M2 195 BolZ: 109

vLuminescence Sok: 64

Bk hemscal Regubinae Pr 44

Bilighs of Agiig M1e %3, 824 195

Blindsale HL= 50

Elissful Dhecipline ME: T16

Bkaaduighe W &3

Bludy od chie Spieic BolCx: 135

Rombaln Cak: g8

Bared of Blaad M1 211, M2: 204

Bome Twisting Palm BoS: 141

Bt Puztes HL: 10

Blssther of Samcke BolCs 4!

HAreack Alen Cauntiet WE: 41

Breach Cwarnler Underectably VE: 42

et M1 21F, M 2N

Bk thae Dreamabell M1 105, M2 219

Finrrle Boyum Wkl %0

Fiubble of Realicg M2 190

Bug Off Bolh 74

Brearn- ks WOl 90

Biiml Sipinit M 22

Brmning Lans *E: | b )
Bamaur Bofir | 45

Biear ML 48

Cabculane Kinemancs YE1 41

Call Forsh Ly

Call Leghirmomp M1y 195, M2 195
M 1T

Call e Wined Lowds Wi B4

Caprain's Treasee [T &5

Chaim M1 184, BoCs 56, 83

Chaesel Chunresence M 211 HLs 70

Cheek thi Croners NWO: 45

Chromopachy HL: 1o

Circle Ward ¥ 64

Chame Py 41

ClmmngShapeshifting P &

Clo bty Percepiae M1z B85, M2 1HR
HL: 54

Cao-locme Sell M 188, HL: é4

Con Juz M1 LBE, M2s 1589, 195, HL: 64

Tl M (9]

Loy Cavse Bobd: 13

Cammge | nhe Urseen "Ooli (enkmoen )

sedey Traramuacion M2 205, HL: 68

ave Wellnew Woeks Bol: 84

ming Thorphi HL: 18

Gamnra| Camaciine Mimd M2z 109, HL: 69

Cornrn] Cawrvles Mi 213

Ciorten] Lesser Foeor M1y 194

Camtred Maje Fosces M1 199 M2: 197

Coomirgl bl Bl 2015

Camymol Miner Forces M2: 196, HL: 60

Conmen] Nerves Pr

Cameal Probakilieg M2 191, HL: &5

Comiirn| Bandsereess M1 150

Coniirn] Safcomposous M2: 109, HL: /7

Camryvan Mode oo Tas VE: 46

Cormespemderce Perceprion ML 185

Citespoind irace Sensag M1 145

o Irarigreee NW: 44

L

Cralt Bromechanism [X: 42

Creave Comples Porrema M 20, HLe &7

Creane Daemon DW:

Gores [ Bome MWLk &4

Creane Feesh 810 215, M2Z: 219, Bl 15

Creane Himzom Realm Comsoruce WEr 48

Creane Life Pamem Mir [28

Coomic Mg Do P 44

Lrrwie Prime Exaence Dhug P44

Creme Sanple Pamerns M1 196, M2 200
HLs &7

Capaie Talvinan MUz I01, MZ: 215

ol Parverns M1z 201

Creme Vimual Obyeor W 86

Crocodile Biood HL 53

Came of the Maydly M1z 222

Uheuimies { Zaioway MWL), 549

Danse Macabee WIDh 9

Diarksigha Mo 195 MZp 108, Baly AR

Do husargs CC 84

Decrive the Eves Bal: 57

Decducrson HL: 14

Dreep Umbra Trawed MiLe 215, M2 T1%

Dieferiie Sersen v Loaves Lifekoms VE: 43

Degrade Ceder VA2 61

Degres Absakere NWIO: 50

Delem/Insemidlver Cene P 45

Defion's Haee W10 222

Desirceg |-||||*||I Bellle 195, M2y 195

Destrocivee Parenan MW 10

Drevecn binor Amomalios VE: 44

Deececn Posession M2 21T

Dierern Reslity Dieviarn MW 44

Dierges the Dnsan Ciatsuoy BolSs 145

[ BmsrrgUhest oy Mlaiter M1z 19]

o Mk MIL: 191, 22 193

Dasvysus’s G Colr 67

Dhscharge Srave: M1 |95 M2: 198

Drsinregranse VE: 45

%k Dheros Bol: |09

Desinll Ao Eliwir %0eH: (unbmnown]

ot I'nme Force VE: 45

Dévidded Saghr W1 158, M2: 193

[ee’s Passwond EAV: 98

[hcanargg Vs

Dhragrer MWW: 4

Diragom s BoBa 147

Diraim Node VEr #6

Deeaim Lowas M1: 227

Devamery Ik &7

Prevamiline ColEs 66

Ueverns aof Elemenml Fire M 12 117

Eagle Eve BoS: | 38

Estie of Premcape Bal: B9

Eavesdropper HL: 19

Ecirasy Baolds 140

Ealic Memory W 47

Ex errvg the: Barth Muiber M1 19,
M3 |V

Emit Beam Ray 1K) 49

Emparseer Mired MWDk 47

Empavwer Sell W12 204, M2: 208, HL: 69

Emguower Sall Pr 42

Erschamt %' aapun Bol 55

Ercrpps Thoughes WA 61

Erafless Pewsl Basli 58

Ersesgy Transkwtnat jim DW: 58

o g Pz 44

Ercde Maomer 815 199, ME; 194
Esushlish and Eschange LTEF VE: 47
Esabiih Loeal Tesgual Evers Field VE: 46
Ereenal Flisss (T 465

Ethene Senses M2: 101, HL 70
Evnbeare 4ch Disensweal Fakr: VE: 46
Evilate GauntlerSean Locabey VE: 41
Ewalanon YE: 8§

Exntived Digman: HL: 50

Exvrcism M2 119

Exped Pase Evergy M1 210, M2 215, HL: 10
Esperiescs Sulwiasce HL: 17

Fabwicatr Spaic M1z 219

it Laaw, “Lad There He Lyghe™ OCa 64
Figkd iof ¥in BaCr 120

ilver AN-Space M1: LBA, M2: 190
Fird Realivy Flows SaB: 63

Fird the Sun Bell: 71

Flames of Purdicacion M 211, M2: 115
Flash Bomby Scunn Ak 62

Flesh Tisubdib: 21

Hupls i Dieaih M5 2724

Flymg Dragon Kick BaS: 148

Focass of che Blow ABa 61

Fubind BoC: £ 19

Furpe Ephursers M2: 117, HL: 71

Forge Prwchee M 209, HL: 69

Fomify Gasrsles VE 41
Frapmesans of Dhream M1 s 201, M2: 108
Frame Lip HL: &

Froe Conjunctiom M= 185

Free the Mad Howlers MEr 218, Bl 25
Fueld Pareor B0 209, M2: 202, HL: T
Fusiese Truwel M1: 217, HL: 377
Ciarrms of Luck MLs 197, M3: 194, BoCil 159

N

Capeway Tiaspon VE: 40

Caaonrber Prisom BtE: 215, MZi 116

it Sean P 47

wrrnered Aneeschesin ol 63

(Genenic Mmsrary Pa 43

Ceenenic Panesn Matcharg P: 43

Lenetics Scan W1z 198

Laraft Alien Feomarer Berseen Animals P: 81
Girafr Alien Peomarrer wich H usans P: 4]
Cimphiic Treansmdsson M1z 300 MZ: 210
Gireen Thumb: Bal: 48

Cirerdinn HIL= 15

Hacker's Glamce D'W 96

Haall of Ballers MW 88

Hallmark BoS: (45

Hard o b Siphonir BolCH: 149

Harchware Enory DW: 95

Hesl Lile MZ: 100, HL: 67

Heal Self M2e 100, HL: 67

Fleal Fimple Coeaiune MI: 199, M2: 207
Heal Faoers MI: 300, HLa 67
Hiziling Sheter [ 67

Hear aned Obey Boli 26

Hear Moo M1: (95

Flean's Bl M2: 214

Hezat Seeking WOk 43

Huzat Tracr HLi 17
Hermes Pureall Mi1s |
Hersh, “To Be B
High ktemewy DW: 90

His Tien Cha MLz 159, M1 201
Hiddrmr 'Weapon MWL 43

Hrdographic Projecror W= 62
Hidispmi'an'sei Bol': 74

Hedy Penvacles %0aH = (unknism |
Hewwdon Man's Heambear BoCe 15
Hasrr Ralds 140

Hyymn of Desanific Harmeamy Mi: 116
lpaic ®0aH: unknown|

brapgerary Froend BWOn 44

Imbos Flesh 812 224

Immediane f—:l.llm| Percepiwee Mi: 194
M 158 HL: B4

Increddblie Shranen Machane M 114
Inhorreaicsor Ciar WAR &2
Infisrraron Soperhgheasy D 5%
Inhsermarece of the Flesh Bodd: 14
lnstant Mesoaremens HL: 18
Inielirenasl By M s 191
Invermal Clock s 123, ML 25}
Jack s the Geeen HL: 18

Jessbusa™s Ciow sl by AW 95

Jorprade HL: 14

Jury Rg BaSi 141

Elick of the Foes Winds M2: 19
Elmescln SaB: b4

Lanchcape of rhe Mind BLe 185, M2: 159,
L Rlast VE: &8

Lawing of che Linz BaCH: 142

LD Urswvensal Travel’ Porcre Restny Fames
VE: 4]

Lizip Beeyund M1 227

Leap of vhe Celeminl Toger Lond BaC: 1 5

Leap Sideways MIs 2

Lecherous Kas Bof: 142

Lawer Shapes hangrg M1 233

Lavivion Walk BeCs 134

Appendix: Indices 155
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Life Sense P2 43

Lafroff Hl: 54

Ligtaning Cameway STl {unknown
Like Chochwork b3 194

Limined Graineg and Recombinaion Ps 40
Little Ciucsd Dieard M by 196, Mids 207
Living Bridge 42z 119, Baly 25
Lethonmnize VEs 45

Liware Dhsonder M 1= 192, M2
Leeans Charimessennal Faws VE: 45
Lomeg A of Muarprhy's Law Bobds 73
Lamg Firr BB 144

Long Ramge Eyes AB: 62

Lasiuas Pllwim Bl N9

Larving Scar HL: 49

198, Ball: 15

Larwsar Labeliern Mirspaulsa
ol

Lk of the Limsmil al Laviis Curse

Bally 119
I b Caad EX1 50
Mhapdeline's Drynmnse Mand M1 122
Major Ernasonmanial Alverisn VE: 44
Manchomian Cardufae W 4T
Pelarapul st Ouuncler M2 T8 HL: 71

Marspulsic Mewis Pi 41
Manspulase Momaory Bell: 119
Marepailne Time Frapeaeni VE: 45
lark of che Dease M1= 116
Wlrms Lot Bobd 140
Wl Towment Beabd: |41

Wasape Therapy BolZ: 84

Warser and Enengy Gonveri VE: 48
bebarser Pacvem Disassoc famom b1z IO2, MZ:
Marser Peroeprions M1 207, Mz 304, HL: 68
Slele Lapa‘ay Ball: TF

Wencal beppulse 311 205, M2z 108, HL1 6%
Mernral Enrerface HL: 19

Mtereal Limk ML 205, ML 208, HL- 6%
Merlin's Bur Wi dd

hderahale: Blastery P: &8

Midwerfe's Blessmg MZ: 9%, Boll: B
Melimadinilniess of Wrong Thwesght HL: 13

Felirmer Bt rezvial Aleracion VE: 44
et ld Towe M2 199, 8425 107, BnCr B
Mfument That Siretches HL: 14

Foninor Communications MWk 45

Meboreed Bwverngommuneon, Col: 65

Pelirve Abomg MWD 45

b 1 o PP 42

Bdul Tosking M1 208, b2: 100 OO 04
Mlurane Form M I00, MI: 205

Muraie Localuies M 189 HL: &4
Soanctch Lae Suppon P4

Weares and Deasrsi HL: 54

ew Subsmances or Sipeciunes Mz 202
thiglugreire Dwnce D 67

MirrogTn Marcrne [The Rends] VEr 48
Mo Srrencler Bols By

Ko ind M2 209, Bl 1%

s Bl 16

OpendChne Window M2: 189, BoCs 36, BE
Crrgamsae [X: 47

Churwand Joumeys B3 214, M2: 117, HL: TI
Croprmude Senal BoSa 144

Crrarire TAY: 39

Pangs of Hell Bal= 140

Prarabyracion Bobd; |40

Farma Mapca "Oots {esimoan )

156

ey HL: 11

P

Faes For Mormal HL: 18

Paer SigbriFuivre Sigdha Wil 216, M2: 121,
HL: 71

Patber Bol: 119

Parsern Diussconton B 1 300

Paien Seore Pr 4]
Peuce of Buddha BoSs |38
Peles Wearh Balli T4

Parrry's Dirersdiiad B

it Mew Perery BoSs 142
Percenre Entropy B0 190

Perceive Fonces M1s 194, M2: 196, HL: 66
Perfect Metamuorphoss Ml 203

Frrlecinam

Ferproml Mozim I 49

Fersora NWO0H-49

Pesecral Compresion M1 210

Fretals i Lowe Bl B8

ko K ulabkm *0oH: (ko)

Meromee Tap MW 49

Presphonc Marker HL: 17

Péswarodogg icall Birestiarn Conend M1 200,
MIZ: 10N

Physuikegical Rale P: 44

P'ience Giverales M2 216, HLs 71

Pieree Space Mil: 188, HL1 64

Prscies Cry BaS: |45

Firated Moda Bies BWL: 40

Pinie Lead B 145

1X: 49

W 46

Flanned Progec

Planilsle Dienial

Plory Fincke M2k

Phanb the Deep Ursibea Mz T12

Pt -an-Toima: Mapmss Band Trammision
HL: 18

Prormon MEaplen Bod: | 86

Polpappemrarce M1: FHT, M22 191, BoC: [ 1Y

Ml 207 M2 21D

n b0y 218 My 225

Prorrenic Brain [X: 48

Prowor for Himling B lavices M1 19H

Prime Locacion BoS: 145

Prukee Theciighees M En 207, M2 210

Programemed Evenr M2 123

Prodong Plraiure/Pan CaE: A6

Proct Agnns [mmiolsgn Bol’: &7

Pspchic Iranasion Wk 45

Puychie Seerilizanon™ 115, M2e2 18, Bl 25

Povchodognesl Breaking Posre WO 428

Povchometry HL: 14

Public Pogiing HL: 310

Pulse ol the Elerro-Strenm M1v 212

Purging the Symess WheOr 4]

Purify Cal: 67

Pyemadess

Jdipm BadS: 146
Cuiareify Energy M1r 195, M2 198
Cuiesng HLa 13

Quilted Fomym M1: 202

Curinsewmenaw Bl ME= 102, M2 1%
Cuinsesomce Mer P 88

o Viaahe, “Where Guest Theu ™ BelZ: 103
Raciare Prase's Enengy M1 116

Random linpube BoB: 14]

Reeducation Mushe HL: 5%

Mead Surtace Thimghes M3 238 HL: 64
Recant Bl 103

Rechange Device 16 45

Foechiwnge Chide 80: 210 M2: 11%

Recomsrnuct Chnmiter VE: 41

The Book of Mirrors: The Mage Storytellers Guide

il Prarmon PSWR 49

Hemute Piliring Chvernde ML: 45

Birasie Pnoprassemang 1Xz 47

1T, HL=T1

Rend Space M2 186, HL: 64

Repeanng Blow Al 04

Bge] il Hurmgry Dicadd Bl 155

FResrnes Secnor DA 1R

Beturm e Diarkness HLz §6

Riacoches HLi 12

Rigid Selusdabe PX: 48

Rmgad Troth M2I: 195 Bal’: |15

Roip whee Bl Bandy MLl 100 MZ: 103
Holy 56,58

Riprde Thivegh Spmoe M1z 154

Hormse sl Lasll S M2 118, HL: T

Hathbeings of the Bones W0 717, 822 725

Rash M1z 200, Mid: 214

Safecracker HLo 16

Scan Lile Signs VE:= 41

1 bl

Scan Mon-Local Unevense VEs 41

Soreech of che Ol BoS: |48

Sy bryg BoBs 140

Szl Paack M2: 71

magal Clare MI:

See e Laght O &5

S e Seil Foarn ¥R {anlimowen)

| e A0

iy Bodz 1Y

Sense bk ok the Divagon M1; 226

Sense Fae/Foriwne MEr 192, HL1 &5

Sense Life Mia 197, M2y 100, HL1 67

Serer Blode N'WO: 83

Senar Lumissorce Mz 1

Tenil Clwantler M2z ]

s s 41

1 M2 214
SpmceiTonch Space M2z 158, HL: 64
e thie Memim's Weakines BolCr 145
Sevsr the Flestieyg Mosent Vi 63

Sevewr Thougpa/Ematinna M2: 508 HL: 88
Samere Tample M1z 126

sy of the Soore H LIS

Seweni League Sande M 11 185, 21 1549, BoCe i
e Mt BoSe 1)

Shang s Cirave M1: 221

Rkgirer "kaH= {unkroue )

Shakoa

Sharrered Sping Dus Bl 50

Shead thie Years Hi L14

kil -Huseyg Ti% Marvekss Came BoC: 19
St WE= 41

Silent Promise of the Spreg Tormose BoC: 119
cail Miruipuilaion Py 43

s ol Plenabalines Py b4
Shane B hine ME: 190, MZ: 194, Bo(: 88
Sheep of Remon BoMe 13

Shoree Tz M1s 219, M2 E1Y

Smart Deink BoC: 41

Smele Prssami [X: 42

Sorevm WIRD: 31

Smokehomb Trick AB1 53

Sneaking Shadow Be 1%

Sl Condivecaning MWO: 40

Sipm| Sewnes |3 48

Himgde Pk

Song of Orpheas BoSz 147

w iof Fumure Thays MI; 225

ing WD 40

i | Miskasee M1 LHA, M2 190
Syl Shealrh Bols 13

Spawn Lesser Forces M 13 193

wroes ML 195

Srpeian M

Epeaking iin Tongees OC: 64

Spear ol Wy Fathers Dy 67
Spirtt Uk De &7

Spirir Kiss M2 118, BoCa 15
Speirit Mlgrimage Mz 116

Spezit Fumier HL: 15
I, M2 216, HL: 71

Sprir Serr M1 2
Spen Sigha ML 2
Sigha Ml 2

S 2= Eld HLs T

Spime Wounding Bofs 143
Sporgsnionn. Marenal Ml IT5

Spr's Saygnaim HL: 13

Sralking che Vol MI: 188 W2 (90
Srarstscal Mechanics 1X: 47
Seepring Sabewaiva M1 214, M2: 71, TR
Srere Dhinsessence M1: 109

Serw Inso Gl My 206
Serengrhen Camier MWO: &

il Db Paal": 179

fary BofS: 4]

agnalizs M1 128

Svamon Pamdon Deviane MW 48
Smimion Wenpun Al 84
Sarpsrring the Brain BoS: 143

Sl

=

Sgar M

Sane Frowing AR: £

e [Pill HLi 52

e Wanches MWD 48
System Haveo 812 195, MZ: 199

T TN 552

Talvesss Sompg Vi 64

Talmman Tanroos WO 31
Talsman Transmumeificaren M1: 225
Pl Baie | &5

Ty Mok VE: 45

Tapping che Segnal iy 104, M1 207
Tacgeing Compeasmrion 1X: 47

D 98

JHiEnd

Ay

i

Tch "

Talenere Conanad M1 196, M2 198
Tabmpaiby MZ1 210, Bl B8

Tempest ina Teapor M2z 199, Bol: 88
T-:||||'|rl.-m-p HL: 5

Temeple Pillses HiL: 51

Terminal Sanaiainos YE: 56

Thant Bascal PuffHL: 51

Thaet in the Migh BoCs 102
Thasmwsll HL1 18

tawy Dilanon Mi: 216 MZ:

Tome Devermingsm M 216, b2: 110 HL: 72
Tiine Deteimicmm M2: 221

Tirmw bsmpamity M Iz 216 MT: 122, HL: 72
Time Plainon Saudy TXs 49

Time Sense el 217, M2 110, 21}

Time Sense Mls 106, M2: 200, HL: 72

Time Teawel MEz 219, M2: 123

Tansch Spen M2: Z16.HL: 71

Tower of BabeliSpeak in Tongues * 0ol

{unbnan)

Teaaldaprg [ 07
Trsaeptemerarsm Ray b= 115
Tramuster Memores Pr 4T

s s Bl
lex Fatiemas M2:

Traniboem Self 2= 301, HEL: /7

Traeuter Sempbe Pas

Transiomarions: M i 197

Transmwsuran M1 201

asriomn Mis 20

vrees M2 19, HL: &6
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Twweel Spanic ME: 211

Teip BaS 140

Tumm: :n':‘ql'm\]llrh Biesmp Cok: 6l
Torm O, Disep O M1 228

e hic Racko BoS: 180

Linswerml Travel VE 42

Unleash Manarech Dewniczion 10 &9

fe Test BoS: 14)

Ulnsrers Aren ME: 325

Linueen Momenclanse B 141

Lirtether ML 20T, W20 21

Usitethes M 20§, M2: 109, HL: 5%

Llahan, "The Twes Divere Eyves™ Bol 16

Ushee's Bustchered ¥ sage M 224

Weil of Ioesibilivy M= 113

Vimual Lockpeck DVW; 50

Wireaal Talissan DW= 54

Wone al ihe ke Ancesion Boll: 14

Walk Amiong Ureams M2: 108, HL: 69

Walking Chair HLa k6

Walkmg on Warer Ml 197, M2: jos

Wall o Minn s BoS: 140

Wand M2: 159, Bol: 543

Wasd Inner Sancowms *0eH) (unknown)

Rave of Mleasire Bobds 140

Weave Odlllic Fasce M2: 112, HL: 70

Werpamy Wil Bols 280

Welcoming the |erer Wk 9]

Werware Enory DW; 95

Whar Thd Yo Bay? HL: 48

Whereami ! M2: 185, Bal 55

Withed Life M1= 191

‘Wraeh of Heawrn OC: 65

Yo S Diregen Thunder Bol: 11

Ton & che Aol Pamhasleg M 119
Talismans &
Devices

1§2-Anch Deck NWO0R 53

Abh-T Dugger Bal: 59

AhheT Knile Bol= %

Bentlepger Jom WL 55

Lardwe-Musc ular Assemiiage 1: 52

{are Blanche BoS: |50

Chargs's Blade Dol 17

Tl ol the Plaen Lady BoC: 120

Elingrs Mba e Bl 27

Cowrd o 3 Winds BoS: E49

Cosmic Commadcations Package DW: 100
Dendly Wiskans of Dy, Vo 8 lmen SoF 66
Dhipeall Dl DW: 100

Ulipral Erduncemenn Implam [X: 51
Uligial Omlimee Package DAV 100

Epecron Sear MWD 43

Elecrsn:Pabie Hasd 1¥: 52

Elecismphermal Scanner T'W: 100

Enalless Ammo Clps BaCy 103

Enezgy Shiekdrg NWO: 44

Excakeleton [X: §1

Fang ol I\-'Jr" ‘W BaSr |50

Fibwe LUpicom DYW; 81

Firearm IN: 52

Claed e of Higrdyra Ball: B3
Clinses of Speesl Hemfing BoS 150
Colden ¥ alrwr BoS: 149

Lirers Dhome Manm NWO; 35

Hazed of [y BealS: 150

Hemds Ulp Dispday ¥ 63

Herhal Plaster o the Ancienss BoS: 150
Hukkan Wiepera NW0; 55

Heperphen Faces Lens w) Spirie Film Solr 64

Hypersyrapic Resc o Spwem [X: 52
lrerarasy BAP-O Penerracor (X 51
Irom Loy IX: 52

Juk Ak Bol: 120-121
Eamo-ha'al't's Gift BoCr 75

Esreric Limbs 1Xs 51

Lachs of Poessiom Badd= 15

Lasierus Trarsmimer DW: 101

LIH'“ Meear WY 51

Linnibess Alow AR 84
Lycanchroscupe BaS: |49

Magic Swand Coap AB: 64
Blagichal Macra Eeyboard D'W: 101
damar MW 5

Mimster Rermne BoS: 150
Micnmohs I 50

B irmusr ool Piony by Bol 5%

Pex Uieaw [X: 51
Mine Drapon Topos Baf: 149
s | [ e |-|_wr'.-1 MWL 55

Orirural Fapar Saition NWOn 55
Peks's Lsmanbos Bel>; 15

|74

Paeumanic Arm IX: 52

Pomable Marar NWh 58

Prarper beads BoS: 140

BLRNTIS Suir SoE 65

Samann's Dl ors Bol: 107

Seekese W 100

Sensor Ongan [X: 57

Shotgun Micsophone NW0: 14

Silver Fan Bol 136

Stealrh Suir 1Mx 51

Sleepreacher MWL 56

Smike Tl MWK 55

Specane Limwmine MW 0 55

Sutthrmanal Broadcases NWO: 54

Zam Lamp CF1 102

Talisman of the Mask BoCi 43

Tempes Handoming MWl 56

Tezsing Flask Bolr 43

Thansgh Programs D: 100

Theughn Translecence [avice BaS) |57

1 Pearts of Thundler and Lighrning BolC: 118
Tunicy sred Pocions BoSy 150

Toes- T { [vine Bamboo) Bol: 120
Wehicubar Manar MW0O: 54

] Oharprgn WA 81

- Babd: 35

Wilf Lisk Bol: [50
Menarny Balh PO 54

* Mysie Rebies (noamagckal] ARC: 100-107
® Trimary Compusern (gv, Growp Specialbies)

Woice Re

Whispes

Character Systems

Tha: index comeers rules surrounding
chamcrer: and cheir abilivies, Trams and cre-
fiv Finad

weems. Eved w il wh

shat dampeed! Uil Mot Here i 18

Character Creation

AvcohpesCorsorFam (lanygones ARH: 591

Arcanum Charscesss ARC 5143

Archmages M: 111-119

Banis Faden Mg MiZ: B5-1 10

Lild Mages Bols [I0-111

Hedge Magioiars ARH) 52.91, *WhE,
Lumskswn ]

Speriis W22 256095, Bob: 133137

Svreer Characiers DIy 5869, 96.98

- v
“‘Basic” Traits
Advanrages MI: &7, 1300708

[gr. Specaal Advargager]
Arare W2 114,225, 200
Archevpes M BAL 15130 119, 20200
Anritvares MZe &8, 1I3121, 008
Essences W2 B, D14-114, 158, 228
“Froabue Pone" MZI: &7, 190
Experience M1; BS. | 39, 128.219
B 87, 177, 15
Healrh M 87,137,138
Merts & Harws BoS: 5940
Paraddon M2: 87, | 36

Crairmessence M2y 87, 136
Special Advesosges ARF: 7072, 80.49
Wil lpower M2: 6T, | 5%, L80

Abilities

Acrobarics Bedi 18
Abchemy B 15
Ademness MZ: 120

Syl Trining BoSs §&
Myrchaesry Bobs 18

Ares Kpowledge BoS: 15
Bali: |4

Anisic Exgpresins
Astrolhyy Baf: 18
Apklerics M2: 111
Awrarenes My 113
Filatancy Bula 14

Biland Frgghrarg Bafe 14
Peanid M2z 133
Caiou(lage BoS: 19
Cavooing Bo: 14
Chasary Pelities Bo8: 15

Comguuer Hackmg BoSs 17
Comgairer bi2s 128
Cenmilogy M2: 128

Coraffy B 10
Cryptoprapky BoS: 26
Lalryre M2 118
Crmcimg Bl 11
Drepacigions Ba: 10
Daplismucy Bof: 15
[aguise Baf: 20

D MZ: 125, Boda 21
Dhucdge ML2s 023
Dyvwe M2: 125

Enignm M1 128
Escapology BaB 21

Enigueme M2: |
Eupresion M2: 173

Farmilear Lise AR 75
Fast-Uiraw BoBy 21

Fast-Talk FaS: 11

Fireares M2: 1 2%

First Aid B 17

Fortune Telling BoS: 15
Camhling BoS: 11

Cramamiith g BoS: 12

Heanb Wislom ARH: 75
Heavy Weapons o 12
Herbalsm BoSi 26

High Mlinsald Be: 32

Mistrey BaS: 28

H g BoS: 25

Hypnoiism Ba8i 23
Inzoruction M2 125, BoSa 15
ryparion Bas 16

ey lagiom M2 | 24
lerigue Boliz 16

Irtuiion M2e 124
Inveesriganion k2s | 9

Kouei Lesgg Ch'uiant ( Dvapom Kung Ful BoCs 116
Lot MZ: 120

Leademdop M3a |15
Linguismics M2 | 9
Lowhpuhiog BoS: 23

Lise MIZ: | 20, Bol 77

Lasre: Apranum ARCE 56

Iy

Leer Lomirn Bobdi 143

Lrwe: Myrhakgy ARC: 56
Lore: Sping BoM: 143, ARH: 76
Lure: Supeerramral AR 56
Lucud Dreaming ARCs 55
Meclicme Ml 129

Mecdmanion M2: 118

Meles Ms |16

Miwscry BalS: 16

Mischiree om BoSs I3

Clecule M2s 130, ARC: 57
Cioculr Sciences ARC: 5
Paleogaphy ARC: 55
arapeye hokogy ARCy 53
Prlce BB 74

e Bofs 18
Pepchemnabne BoS: 14
Pspchedogy BoS: 28
Roesarmmch M2 |26

Spored Scrgaines ARC: 5H
Scon BoS: 16

Soeence MI |3, BaS IR
Srinmging BoSi 16

Sewech BaB: |7

Sepcrer Code: Lirgpusge BoSz 78
Seduenos Baf: 17

Sense Decogaiom Bofr 17
Sagm Lanpuoge Bos 19
Sanpryg BoSe 14

Speed Reading BoS: 14
Spurir Mames Bobd: 143
Srealihs M2: 117
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Srore Laee BoSe 19
Simmrtwise MI: 124
Soyle BoS: 1R
Subserduge ME: 124
Sunvival Wil 127
Swimming BoS: 14
Taxidermy Bal: 19
Techmuibogy ME: 120
Theshgy Baa 19
Tameee Ba8: 15
Trackmg Bal: 19
Traps Bof: 35
Yenmilogeam BeS: 18

Backgrounds

Allies M1 13D

Argane M2: 10

Arifaci ARC: 59

Bvamr ME: 111

Cranery BoCH: 171, BoS: 46
Cowtacts ARCy 60

Deming M2: L5L

Dveam M2: 52

Familor BoS: 47

Influence MIr 132

Liteary M2: 152

Murmor 2= 141

Miaxde M2z 131

Rizsoairces BaS: &5

Fanomm BoSi 4547

Syt | Arcasen) ARC) 61
Taliwran MI: 135, BoS: 100 (revind in MI)

Merils
{+ Costin Points)

w Mot Mo sl berins & Flaws apply o jusr
any kind of charseres. Meny are spcific. See
bewitis for deraids )

Mowc Senses | 1) BaBi 34

Ambidegors (1) Bofiz 14

Apimal Magremm (1) BojS: 14

Agiane Hesge {21 ARC; 61

Azzta of Giod BoMRy |54

mpanion (7] oS ¥

Black-Mlasket Ties (1-3] BoS: 4}

Besonn | §-3) BoSz 41

2] ARC 8l

| BoS: 44

Clear Sighied {51 ARCra}

Code of Honwor {1} BaS= 50

A i

Coopmon Seree {11 Bod: 32
Compurer Apuizude (11 Bo8: 15
Comscersraraa § 1) BoS: 52
Caiwpesbr Tres |30 Hofc 44
Y] B 45
Crack Dhiver (1) BoSi 33
Tanger Sense (1) Bafa 16
Mhicedewil [4) Bof: 1
Db le- foaremd (] Baf: 45
Eafieinc Memory (27 BoSs 2
Emrerminmert Ties (1) BaSs 44
Facre Afmiry |2} BoSe 18

Foarrae O (83 ARH: 77, ARC: 111
Faar Leaenes | 1) BoSz 15

Obwasl (55 ARC: (11

Crranad Repuakos (51 Hi 116
Crssecllan Angel (6 BoS: 1]
Hisliamniyy {2 ] ARH: 77

Hegher Puspees: {1 | Bo8: 50
Huspe Size {4} BoS: 45

Inpawcene { 1 ARCY 62

Irow Wil £31 Btz 12

| k- il- A W-Tracden |31 B 5%
Judicial Tes () BaSrat

Lighn Sleeper {11 ARC: 68
Liprt muieg e bassowr (1 BBz 32
Lavyesbiy {11 ARH= 77

Luck 1) Ba%z 17

Mansim {11 BoS; 43
Mebeckuanical Apirade (11 BB 3
Shedia Ties (1) Bofe 41
Mleliuim 121 BaS: 5

Ml Leader | 1] ARC: 6]
Macural Linguis (1) Bo8s 35
Mighachkat (15 BoSs 43

Fas Life (151 BoS: 3

Pawns {H-F5TH: 1 14

Perfect Balance {31 BaS 35
Poison Restimnee {11 BaS: 55
Pudice Tica {11 BaS: 44
Fodigicnl Tias { 1] BoSir &4
Povwerful &lles 15-B0H: 1 1E
Peecoynicion {41 ARC 51
Prestsgions Menpes |1 BoS: 41
F'r:Liql.' 1) B 1]

Prvchic Swmoress | 1) ARC: 61
Repumrion {1 BoS: 41
Besenrch Crama (23 ARC: &1
Self.Chmfident {55 BoS: 15
Shapectanger Kin (41 ARC: 111
Soadiing Vieaee (11 ARC:= 63

Ciwpemptir

Spark of Late (55 Bofe 7

5 Bob: 17
Spira hagrwi (5-T) BoS: 0
Spirm Mencor (3 BaS 16
Soreer Bep {1-11 D1 &3
Srreer Thes (20 DiP: 68

Srealens Fopotation (1) H: 116

Sphiesr B

Supernan

ree
Tree Love {1} BoSe 36

Twiin Sails (4] Baf: 57
Linksndahle (47 BaS; 37
Linderwandid Tis (3} BoS: 4

Werewall™Vampire Companion {17 Boss 6

Yeaos of Whadam 3} Ha 186

Flaws

{+ Worthin Points)

(q.v. Mevirs)

Absent- Minde! |55 BoS: 11
Aikheiiom 11-3) BeS: W0

Ape (1} BoS: 13

Agng () ARC: b1

b e LI-5) AHH: T8
Al [ 1-4) BoS: 45
Amnamn {21 BoSe 13

Agthma ||} BoB: 43

Pl Siphr (2 Baf: b4

Ramls Tomgue (17 Bl 40
Befuddon {1- 3 TN 8

Rizaree Hunger {1-4) ABH: 7%
Blind (6} BoS: 4

Child [ 1) BeSc 45

Chnoede Pais (21 H: 16
Caiow BRmadnes (1) BaSe
Ciommpulsion | 1) Bo8s i
Cumpulsive :'-||u:n.|| i1-21 ARH: I=
Comfliceing Lopalties {1-3) ARH: 78
Camfund (3] BaS: §1
Crmiral Recoed (7] DP9
Cagineiry | 2] BaSy 30

Caarned 18-5) Bo: 40

Diark Fate £51 BaS: 4]

Ierk Secees | 1) BoSz 30

1leal 4] BoS: 14

De: ¢ 131 BaS: 435

abalical Menior [2) Bo: 41
Cisfgured {21 BoS: 45

Crminle Agena (28 ARH 79
Dirvengg Choal (3 BoSa 12

i Cormmgpemniien £1-51 ARC &1
71 BoS 36, ARM: 109, ARC. 61

Echoes {15} BoS: ¥

Ervermiy [1-5) Busls 42
Flashbacks | 1] Baf: §1

Ciarw Dyvetloper (1) BB 156 (0 AM hema
Hared i Heanmg (1) BoS: 34
Harred 3] Ba8a 31

Homarwred (3) By 4

Hen Worshap (1) ARH: 79
Humchback (2} ARH: 79
Hunved 14) BoS: 45
Fromcwial Enessy (55 H: 117
I 11 Bz 43

Intolemnce [ 1) BoS: 31
lsdawed [lphorging {21 ARC: &1
Lame (1) BoSi 45

Eifesaves {11 Ba8: 12

Magical Frobaugion (1-7) BoS: 40
Membors Resenemen | 1 BeS 41
Mupe {4} BoS: 4§
Mghomare: | 1) BaS: 51
Soernnety (11 BoS: 45

Cmasnon (1) BoS; 31

Cberaive 1o Anemals (1) ARC: 63
Cire Arm (1) BaSs 46

caddent § 1] BaS: §]
Paruploge () Bol 44
Phohzi®dild (1} BeS: 31
PhiheBevere | 3) BoSa 12

Promal harks {2} Bo8: 40

Pogec b 'l-'u:'.rl'ﬁ:l Bel: 41
Havalry (557 H: 117

“otal it ik ism (2) Boda 11
Senebe (5 Ha 117

Shom (14 Be: 45

Shy (1] BaS: 3

Sperch bnpecment {11 Bodi 31
Sphese Inepe (51 BaSi 41

Spina Magmer (2.5) BoS: 1
Simargceew || ) BoS: 19

Sterei Rop (1-2) DP: 63

Stedent’s Repecacion (11 H: 116

(82

Supermanara] Enemy {1251 ARC: &1
Thessssvoie (5 ARH: 79
Theowhack [ 1-5) Bafl: W

Twwted Apprennceship (1) BoS) 41
Vengeanoe (23 BoSa 31

Ward {3) BoSi 45

W hirney L0} ARH: 70

Wkl (11 H: 116
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General
Systems

Animal Trairs BobR: [08-12
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BakiH: |25

Black Macket D= (15, 117

Cerrdmen Bo®i 175-114

Chanire Consrucin (opranat] BeCHI ITC-LAI

Charictes Progress M2 B 132

Crwsbat Besobeiom Copdumal) HL: - |

oo Sa w ME: 156-261

Commpurers ME: 244245 BoSs 134-1 155,
DAV 95100, VArelal

Crrmuns M2: 11-119

Crimsivers s
CF 119115

Derailed Bules lindex MZs 297

Mg Rl M2 TH-A2

Ty Fighamg: Mowees D= 116117

158  The Book of Mirrors: The Mage Storytellers Guide

D MiZy 125, BB 121
Deamanic Symwems M2: 0I5

Dirugs & Panmons | g, Loy Specasings]

Familivers Bof: 47, 125118

Iy W2 164-165

Mape Fomun FLe 7

el Ba res bl2e 102, BoSs 110
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Aggawe | Lo Umbeal Traveld

fig . Cimmap Speisdiies]
Aarral Trovel M2: POE.TH [, BoW: FR3-| B4, 144
Creming ¥irual Realms DWW 4526
Pz Lrntes BoWa 155186, 195
Dl Semence (v, Group Speicdiie)
Digiral Wah Access MZ: 142-784, W 1557
il Web Spfenes (ubsolece | W 36-44

Trawed M2z 141142, BoW: LAT- 186
Umbroad Fales M2 235230, Babd: 133157

Group Specialties
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B [76- 161, SalB: 67, VE: 5155
Flame Wars Vik: 26
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Socml Enpeneering WAz 13

Space Manine Wesgunry VEz 47-51, 67
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: P42, Ba'WW= 185

Aum Resding Cos 63
Chim mageSpire Dieafiargs BobdR: 120.02]
Coafs MamesShadise Mame* ol = {unknren]

Cyherncte [ 91-51

Ba¥e 163 164, LB

Trirary Civmpaners M2a 145, BoBe 151153

¥t 62-63, DW1 97, *TT: (erkpumn)
Umbrood Prosuends #00H: |snimwn)
Feingeans CoE: 19, BoMA: 119
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References & Resources

Creativity is hiding your sources
— Mark Rein®Hagen, Vampire: The Masquerade

s = Adler, Margat, Dvawmg Down the Moon
¢ A rlas Games/Wizards of the Coast™White WolffLion Rampant, Ars
Mapica (has been through more editions and publishers than God)
 Bach, Richand, Nhassons
# Barler, Clive, I'majica, The Grear and Secrer Show, The Hellbound
Heart
® Becker, Udo, The Continuum Encyelopedia of Symbols
® Rlake, William, The Book of Unzen, The Marmiage of Hazven and Hell
o * Campbell, Joseph, Myihs to Live By, The Hero with a Thousand
Foces, The Power of Myth (also a video series)
o Carroll, Lewis, Alice in Wonderlond, Through the Looking-Gilass
® Carse, |James P, Finite ond Infinite Games
o * Castaneda, Carlos, Joumey o [xkm, The An of Dreaming, The
Second Kig of Power
* * Chomsky, Noam, Deterrimg Demooracy, Manufacrring Cionsenr
{also a film), Necessary Musions: Thought Conrolin Democratic Socies-
15, World Orders Ol and New
# * Daraul, Ackon, A History of Secrer Societies
¢ Denning, Melita and Phillips, Osbome, The Foundations of High
Magick
# * Ellison, Harlan, | Have No Mouth ond [ Must Scream, Paingod and
Orther Drelusions, Sealkmg the Mighomare (ak.a., Edgeworks 11}, Srange
Wine
» Eros/Fantagraphics (Dennis Cramer), Mava: Celie Shamaness
# Fannon, Sean Patrick, The Roleplaying Gamer's Hible
» * Fontana, David, The Secret Language af Symbals
» Gelernter, David, Mirmor Worlds

® ibson, William, Newromancer, Buming Chrome

® Hardison Jr., O.B., Disappearing Throsgh che Skylighs

* Hawke, Simon, The Wigard of 4th Street

# Heim, Michacl, The Metaphysics of Virnwal Realicy

= * HERO Games { Aaron Allston), Lands of Mystery, Stmike Force
* Howard, Michael, The Occedt Comspiracy

& * Tuster, Morton, The Phamtom Tollbooth

* Kraig, Donald Michael, Modern Magick

= * Lackey, Mercedes, Buming Warer, Magic's Paum, Mogic's Promise,
Muagic's Price. Sacred Ground

& * McWilliams, Peter, Ain't Nobody's Brstness if You Do

* * Pirsig, Robert M., Lila, Zen v the Ant af Motoreycle Mainwenance
® * Posernan, Neil, Technopoly: The Swrender of Culture to Technology
* Smith, Huston, The Msrrated World's Relimons

* = Brarhawk, The Speral Dance, Truth or Dare

= * Time/Life Books, The Great Apges of Man serles

= * Turner Publishing, The Nasive Americans: An lisemated Hiszory
= * Tyson, Donald, The New Mages, Ritsal Magic

= * Vertigo Comics {DC Comics; most available in trade paperback
editions), The Books of Magic, Death { The High Cost of Living and The
Time of Your Life), Doctor Aveane, Doom Paral, Ghostdomemg, John
Constantine: Hellblazer, Sandman, Shade: The Changing Man, The
Inuasibles, Viamps, and Witchonaft

* Wolk, Tyler, Metapatterns

= * Wilson, Robert Anron, The Wuminaris Trilogy, Realéry is Whar You
Can Get Away With, Sex & Dy
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Common Magickal Effects

Mape presenissuch mn amwne vinery of apions thararrempring o compibe o *spel ] le®
wyrald e as impossible as 17 sould be undesirabls (the neme of the game & *saginabion,” aleer
allh Bern ms, the fnlbowing peide cifers swme especally commun Effecis and che hasic Spheres
you'll meed oo accomplsb them, Thise are By no means the only ways o accomplish a given
Fites £, ||||n|'|1' the masr abvious ones

Loome listings festure rwn Sphere levels; the fiese allisas s msge so work oo lmsel, whide
al
e Life 5. Owhey Effecs wan small (ke cong
iy wani Bo-do someeth ing really big (like comjuring 2 scomm b, These vanable posered Efects
have been marked wich a2 * =

the higher level lom ham affect vibwers. He yuursslf makes Life 1; ro beal someone else, pou

ng a vu|||||. nnl roguire |'||r:'|r' ."'Hlllru level

Hizre's m really simmple wav ol jdpmg an Efiecrs level: Tossense sumething: Level O o

g wayt Level Thiee; cor

ruacipe 18: Level T v mffecr ir in o lasting di ot hing bug with it: Livel

Four; mo de somerhing really big weth in: Level Five or even Six

* Body Magick

Adapt to Hazards Life 2 (3}
Animare Corpse or Parts Life 2 Prime 2
Cawse/Cure Disease Life 2 (3)

Life 2 {simple} or 5 {com-
plex)f Prime 2

Create Body

Durplicate By

Life 5/ Prime 2

Grow New Lunbs or Other Features  Life 3 (4)

Heal/Harm Life 2 (3}

HealHarm Vampires Life 3/ Marrer 2
Increase Physique/Traies Life 3 (4}

Inerease Speed Time 3

Revive Dead Life 4/ Spirit 4/ Prime 2
Rt Body Entropy 4 {or Life 4)
Shapeshift Life 4 (5)

Soak Apgravated Damage Life 3

Transform into Another Element
» Dbjects & Elemenits

Conjure Mew Elements

Conjure New Objects

Life 4/ (whatever Sphereapplies)

Forces 3/ Prime 2
Marter 3/ Prime 2
Creare “Physical” lusions Forces 24/ Prime 2

Forces 1+

Entropy 3/ Time 3 {or Matter 3)
Marter 3+

Direct Existing Elements
Disinregrate an Object

Harden/Perfect an Ohject
Inwisibiliry Field Forces 1+
Invisibility on Living DBeing Forces 2/ Lite 2

Forces 2+ {or Cnrn_'spnnuidmcc I

Life cir Marrer 1)

Enlnql}' 2

Levitarion/Flying

Shift Prohability
S-]_t'«:r.”'f:“:lw Velocity
Transform Objects

TF-H!HEI.'II'IH Fl.'lrll L]

Forces 1+

Matter 2+ [whatever Sphere appliss)
Forces 3+/{ whatever Sphere applies)
* Perceptions & Psychic Powers

Astral Projection Mind 4+

Clairvoyance Correspondence 2 (or Correspondence 2f
Mird 3)

Creare Mental Hlusions  Mind 2+

Enrer a Dream Mind 3

Influence Mood Mind 2

Mind Conreol Mind 4

]"‘r':cn::uﬁ‘ilp._:st-;_'ug Mind 2/ Time 2 {or Time I)

Mind 3
Mind 3 (or Mind 3/ Life 3 for
agg. damage)

Mind 1 {or Spiric 1)

See Avatar Mind 3/ Prime 1 Spirit 1
See Through Another’s Eyes  Mind 3

See Through Mental Hlusions Mind 4

Sense Energies

Psychic Disruprion
Psycho-Physical Damage

See Auras

(appropriate Sphere) 1

Shield Mind Mind 2
Subliminal [nfleence Mind 3+
Telepathy Mind 3
Telekinesis Forces 2+

Tranalare Languages Mind 3 {ar Mind 3/ Forces 2 for a group)

* Duintessence

Aksork Cuintessence Prime 1
Channel Quintessence Berween Things  Prime 3
Create Mode Marter 3/ Prime 3
Desrroy Something with Quinressence  Prime 4 {object)
or 3 (creature }

Drrain Mode Prime 4
Divain Quintessence 'rime 3
Fuel New Patrern Prime 2
Beefime Tass Prime 3

* Spirit Powers
BlessiCurse Eneropy 3
Command Spirit Mind 4/ Spirie 4
Clonjure Spirir Spinic 3
Creare Ferish Spirie 4
Creare Talisman Prime 4
[reain Spiric Energy Prime 4/ Spirit 4
Enter Umbra Spirir 3
Harm Spirie Spirit 3
OpenClose Umbral Porzal Spirir 4

Speak to Spinit Spirir 2

Touch Spiric Spurit 2
* Time & Distance

Affecr Distant [rem/Being Correspondence 2+

Conjpure Earthly Being Comespondence 4/ Life 2

Creare Mulriple Images Cormespondence 3

(or Forces 2+/ Prime 2)

Comespondence 5/ Matter 3/

Prime 2

Creare Multiple Objects

Enter V.R. Ascrally
Encer V. R. Physically
Open Gareway Berween Locations

Corespondence 2
Comespondence 3 Life 3

Correspondence 4

Set Time Trigger Time 4

Speed/Slow Time Time 3

Teleport Correspondence 3 (4)
Time Trawvel Time 5+

Ward/Ban

Correspondence 2
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“Wow! Cool GameY”

Mage: The Ascension takes place in an epic world loaded with dangers,

INITIELLeS II*.-| conitr IL11L'.I"'_IN. i '-.'-urH '-1.}1-.'11' '1-.-1|".|'|: 1% EViEeT '.'.|:1 it 1t seems o he

Within the exoric realm of the Awakened, wizards plor, demons rise and realiry

tself shudders in pain and rapture

“‘Now How Do I Run I?”

Intriguing as it may be, Mage offers the would-be Storvreller a host of
challenges. Fortumately, help is now ar hand. This essential ver informal toma
ncludes Storyrelling advice, a developer's EA.Q., secrets of the Ascension War,
ind many other enlightening voodies, like...

* A step-hy-step chronicle history;

e A Oy chensive III\|L_'\ Il'."lngL' 5'.u-k-. rules and AL |-\

1
® Systems and suggestions tor animals, shapeshifting, alternate settings an




