


™






Where {o begin?

('Ve never writfen a journal before. s {00 much werk, you ve\liewf"‘edefal

know. Something you've 9ot 4o do every day, Come rain or shine,
or else you start to ceel quilty. of covrse, that's why they fell
me ['Ve 904 o star{ one and keep it every day. Discipline, they
say. H's what [ need. Damn punk kid.

A “magical” journal, “a record ot my magical Cindings.”

Does that make sense? As weird as if is o admit,
yeah, if does, i wovldn’t have once. I€ you laid that
load on me a Cew months ago, I'd have laugned in your
£ace and probably bequn plof{ing some elaborate
prank that'd feach you nof +0 40 around spewing
hippy bullshit. What can [ say? [ was young, stupid
and Asleep. (Note Imporfant capital Leffers.
Magicians Use Lofs of capital Lef{ers.)

So, here it is. The journal. ['s supposed o be
Just €or me, never fo be showun fo anyone, but (
know masters Avrem and Pofestas (diq those
names!) will sneak a peek, just {0 check on my
progress. Hell, they mignt be watching now, Cor all
[ know. [ don"f have a spell vp that'd let me know
i€ they were, and i€ | sfarfed casting, they’d
cancel he scrying window before [ could see if. So,
i€ you're reading this, honored masters,

90 screw yourselves.

Scrying. The Arcanum o€ Space. I'm
{rying 4o learn if. I'Ve 9ot the basics down
all that stukk abovt disfance being an
illusion, that everything is really one point,
bla, blan, blah. [ $ook basic philosophy in
schoo] Plato and all that shit buf none o€
that comes close to the esoteric mindcuck

o€ this magic s{uct. The point is, 'm

supposed {o be keeping a “scrying

record” along with this journal. You
see, when you cast spells af fhings you

Can’t see or heay, you have 10 reach ovt fo

their Patterns. Aqain, distance is an

illusion (whatever ), so the dickiculty is
not the mileage but fhe picture you get in

Your mind abovt whatever it is you're

ackecting. The hazier the picfure, the

harder the spell.

A strying record is a collection o€ phofos (hey
work best) and drawings that act as “wine-
moniCs” €or veaching ovf {0 hose things. Smart
mages don’t keep them; they Ve learned {o keep
it all in their heads. But kindergarfeners like me
need ssmething 1o start with. That's why (Ve
9ot o start keeping clippings and shit, fo give
me something {o reerence in Case [ need fo
View things rom Car ofe,

sbtiefies, e findS L2

gureads o Destiny A€

— amory. Real pawer liesin
Master Aorem: Dont trost yw.:,miss onHl We bad;z;:ﬂs,
. ecord {hese

even i you vk 1Y g: ﬁaﬁ:\s iswot dways dvicuseven



All vight, enovgh diqression. rw fold I need o start with
asummary o my lice vp {0 now, & “what [ did with my summer vacation”
essay, except that if includes my entire lice vp 10 now. Why? That's
what [ asked.
Arctos. “The Liftle Bear.” That’s what Morvran called me. My
shadow name. You Can’t use real names in this business. Scrying
ajain sympathetic magic, as it’s called. I€ fhey know your veal name,
you're screwed. 's way harder o reach ovt {0 a Pattern i€ you dont know ifs name.
So we use these handles and call names, like fruckers on CB radios or Cignter pilofs or
hell, superheroes, right? Mos{ of Us Choose our new names, but [ was fo0 Ereaked ovt af
the time. Morvran gave me mine, What the hell? [ like if.
Morvran. He's this old Sean Connery {ype who saved my ass when [was having the worst
bad {rip in existence. He's the Juy who brought me here, the Juy who inducted me info the
Mysteriom, ['l] falk abovt him some more later. I€ I'm oing fo do this
$hing, I might as well gef things down in Chronological order.
 was born 20 years ago, give or fake a few years. (I'm nof listing
my bir{hdate, social security number or name all Cor the reasons
mentioned above.) My parents were mostly AWoL in the atfention
and atkection department. They aren’t bad people. Just narcissistic
yuppies who became dof-Commers and then Republican qreed-heads.

(was otcten “lect 1o my own devices™ growing vp, and developed a somewhat “erratic
moral compass,” as my school Counselor said. | did the whele obligatory juvenile delin-
quent shopli€ing thing, buf [ never gof caught and so never “learned my lesson.” [
barely squeaked into college, mainly because my parents were foo morficied {0 have a
non-college-edvucated child. They threw money af the dean of this small urban arts
college. (No, I'm not listing its name, either hire a privafe defective i€ you want. (
liked doodling enovgh, but [ wasn’t sure what [ wanted {0 do with my lice.

That's when | met Sigmund. He was this weird ovtsider who was info “magic” and
crowley and oher sorts ot occulf shit. [ say “magic” in quotes because it wasn’t
magic, nof really. i was what Sleepers think is magic i+'s what [ thought was magic.
I was ool and elitist and 9ave us all sorfs o€ excuses $o look dowun our noses at all the
rubes who weren’t clued in, God, we were such pricks.

Anyway, Sigmund was neo-Goth. He wore makevp and had
long nails and had this keen ability o furn verbal assavlts
back at his atfackers, making them say stopid things
without realizing if. | sfarted hanging ovf with him and
learning “magic.”

( $hougnt I'd Cinally Cound l"f what I'd always been
looking €or bu never knew it. Something abovt it
the imagery, the rifual, the whole afmosphere
clicked deep in @ way nothing else ever had. [ was in
serious danger ot losing my jaded, Gen-X Credendials
and actvally becoming inferested in something
meaning€ul cor once in my lice,
one night, Sigmund started Jetfing on my Case,
accusing me o€ being a lily-white shit who was
atraid o evoke g GoetiC demon. [ couldn’t let that 9o,
S0 me, Sigmund and another kid who hung ovf with vs,
this fwerp named Thomas, pulled ovf the Lesser Key
ot Solomon and starfed an evocafion,



Things 904 strange. I+ was like shadows were cloaking
the room, but not so you could point fo. Everyone celf this
presence. Thomas £reaked and ran, but me, Ceeling cocky,
[ commanded the entity 1o help me pass my exams in the
coming week. | 904 a de€inife sense of 3 response, and
{hen it was gone. We laughed and wen ouf Cor some
beers, considering the whole thing a lark.

(was 100 lazy fo study, and [ knew I'd missed a lof o¢
questions on the tests, but [ still came throvgh with A’s.
Weird, When Sigmund heard about it he demanded we do
the rifval again, but this fime, he wanted to bring along
his “magqus,” the Juy who'd introduced him to Crowley
and magic. The next night, [ met the quy or queen, more
like: skinny, black-clad, and infroducing himsel€ as
“Angrboda,” this fofally lame-ass Goth name.

He wanted fo see how well [ covld perkorm evocations,
and otkered his own book o€ demons, one I'd never heard
o€, This wasn’f your sfandard S.L. MacGregor Mathers or
Golden Dawn stukt. More like Lovecrats: unpronounceable
names and disqusting imagery. Angrboda pointed fo this
demon in the book and explained how ifs name was
pronovnced, and dared me {o bring him Corth.

[ did fhe same thing as the fime beCore, but with he new name. i wasn't like be€ore af all. This huge crack
appeared in the wall of the aparfment and then widened as i€ shoved apar{ by hands [ Covldn’t see. Something dark and
blurry came ovt and Cixed ifs bug-eyes on me. [ swear fucking bug-eyes, like a €ly or something. [ almos busted out
laughing, thinking it was a prank, but something in my quf clenched my ass so ight [ almost puked.

Angrboda cried ovt: “This is your lord, Bow {0 him.” The fhing
reached ovf something that looked sort of like an arm and (
completely Creaked ovt. [ dodged behind Sigmund and the arm
grabbed him instead. I €lung Sigmund info fhe crack in the wall. He
was screaming bloody murder. And me, €or once in my lice, [ Celt a
real pang of quil{. [ lunged over to the wall o grab him. He was
hanging there sidetwqys his hands barely holding on {0 the wall,
this power€ul wind yanking at him €rom somewvhere inside. [ ried {o
reach him, but he covldn’t held on, He was sucked away.

Gone,

H's not easy to write that. [ thougnt I'd go{fen a
handle on i, but now [ had fo Cucking 9o and wrife
about if.

Shit.



okay. I'm 9oing to Cinish this thing.

[ heard something behind me, and furned just in time 1o gef the
hell out o€ the way o€ the bug-eyed thing as it fried {0 shove me
info the crack. As | stared at it, still not really believing what was
happening, | suddenly knetwwhat it was. [ 901 this Vision [dont
know what else to call it o€ this hierarchy o€ beings, crom
archangels on high o demons dovun below. And | ssmehow knew
{hat the thing didn’t belong fo any of those levels. H wasnt Crom
around here it didn’t belong here at all.

And as that sank in, that what
was happening was more real than
real and that the thing Could snuce
me ouf of this lice and any lice
hereatter (and [ didn’t believe in
{hat shit becorel), my hair went
completely whitfe. At least, that's
the moment [ think if happened,
looking back. My hair was black,
but now it’s stark white.

( was on this black,
ceafureless plain, with dark
clouds so Jow [ wasn’f even
sure there was a sky. Becore
me was this skyscraper-like
building, except it didn’}
have any windows. If locked
like i was made of some
dark metal iron, The door
was open and this Caint light
came €rom inside. [ was in @
{rance, watching myselt
walk foward if. No, that’s
not if. it was more like a
part o€ me chose {0 9o in, but
it was a part o€ me [ didn’t
know, a part that knew
befter and didn’t ask
permission £yom the rest
{hat normally made the
decisions, The idiof rest of
me that 3ot me info that
mess in the kirst place.

The inside looked like g forfure
Chamber or dungeon, except bi-
2arrely clean and, well, shining.
Maybe it was more like a Cetish
room or something kinky like that,



except it didn’t Ceel that way. H was way meore serious, There were Chains and
manacles on 3 wall, and dried blood all around them. In the wall itsel¢ carved
info the mefal Cor Christ's sake were names. Some o€ them were in English,
some in Arabic, and somein [don’f know Chinese or dapanese or something. All

sor{s o€ |languages.

Then [ noficed $his Conkessional, like you see in Catholic churches. | went in and
sat down. There was no priest, but [ just started pouring it ovt, crying like g baby,
let4ing out all the bad shif I'd ever done and begging ko g second Chance, knowing
{hat the bug-eyed monster was 9oing 1o eat me when i+ was all over. When [ opened
my eyes, the Confessional and all +he Chains were gone, The place was pure and Clean

and there was a new name on the wall, carved in percect lines.

Then [ was back in the apar{ment, the thing Coming at me like no
{ime had passed af all. But [ wasn’t scared anymore, In €act, | wanted

{o kick this thing’s ass.

Things were dicterent

[ knew it deep in my
bones.

Deep in my sovl.

Twhat was when a quy on the moforcycle came
Crashing through the window. His bike hif the ground
and fwisted {0 a complefe stop rignt as he raised this
big €ucking gun and shot the Creafure right in its
“head.” Pow. Perkect aim. Buf not with a bullet it
looked like some sor{ o€ Star Wars blaster bolf or
something. The thing unraveled. | mean, if literally cell
1o pieces and they disintegrated. The crack in the wall
slammed shvf with a boom,

The motorcycle quy poinfed his gun at Angrboda, who
scowled back.

“Fuck you, Angrboda,” the guy said. [ couldn’t see his
€ace benind the helmet Visor.

“Truce, Zeno,” Angrboda said. “V'll {ake the boy and g0.”
“You summpon a goddamn Devourer on my {urk, and [ just let

it 997 Get the Cuck ovt alone or we'll see who's op.”

Angrboeda glared at me, but le€t. He wasn’t happy, but he

clearly didn’t want {0 take the new guy on. Who would? He
was like ovf o€ g movie or something.

The motorcycle quy 2eno |ooked af me. “Stupid shif. Get

the hell oc€ my campus.”

“You can’t just leave me!” [ cried, all $he ferror and fear
€looding back all o€ a sudden. The high [ 904 €rom being in the

ivon fower was gone.

“Should have thought of that before you ordered takeovdt.

Gef out.” He poinfed his qun at me, so [ van.

'd never been homeless before, [ had no
idea how o 90 about if. (I still don’t.)

Wound VP in the woods, curled up in @ Cave,
Creezing my ass okt and whining in ear.
Next thing | knew, his dude was fapping me
with @ walking stick. “Wake vp, li+fle bear.
Hibernation is over.”



Morvran, of course. He 9ave me some €ood and explained
Wwhat had happened, and who I'd been dealing with. He knew this
Angrbeda quy €rom way back and had been keeping an eye on
him. My head was swimming, buf [ knew this Aragern-dvde
was telling the fruth. He was a complete stranger, but [ knew
[ could $rust him. [ didnt know why. [ begged him o {each me
how {0 de€end mysel€ against the demon shif, and babbled
something abovt the ivon fower, Chains and manacles, Conkes-
sion and my name on the wall. He listened patiently and
without surprise, and fhen shook his head.

“You have a destiny. [ Can see the mark on your sovl, You
Awakened at the Watchtower of the lron Gauntlet. Your Path
is nof the same as mine. Buf there are ofhers o€ my order who
Can feach yov.”

And s0 he brought me here, fo this elite private school,
(Again, no names.) The headmaster Master Aurem didn't
seem happy {0 see eifher of us, and even less happy when
Morvran told him about my experience. “Boy, are you prepared
4o become something you are clearly not: g master of his ovn
sovl?” L knew what fo say, even i€ [ didn’t know what the fuck
was g0ing on,

So here [ am.

Writing this journal, only a Ceww weeks info my {raining as
amage o€ the Mysterium order. That's what I'm supposed {o
call mysel€ now: a mage. one o€ the Awakened.

Before my name was wriffen info the Watchfower, [
was asleep. | was what people in this business call a
Sleeper. Now I'm Awake. My name is efched info the
substance ok g higher world the Supernal World, they
call it. My Watchtower is just one of Cive, each o€ them
in dicCerent places that all sound like they've Come ovt of
a Cairy fale book. I{'s $he ofher way around, though, Fairy
tales and myths and all that sfucc are just echoes of a
reality that is more real than the world we live in. ours
is called the tallen World, Come on, e all know if deep
down this place is shif. Right? Religions have been saying
it €or years. We're living in only hal€ a world, one that's
missing its most Vifal componend: sovl,

That's what Awakens, they say. The sovl, The part
o€ Us that belongs vp there, in the higher world. If
once Came down here, in the material world, Cor shits
and giqgles, but it 9o frapped we all did. The weorlds
were split apart and now there’s this giant Abyss

befween them. That’s what [ locked into,
That’s where the Creature came krom,

That's where Sigmund went,



Shit. I'd do any+hing {0 9ef him back. The quil{ is $90 much sometimes. [ mean, he was a
bif of a posevr, but so was I, He didn’f deserve fhat.

Anyway, there’s a whole occul{ undergrovnd of real magicians, not the Cakes Sigmund
and [ were, Nobedy knows about it, just us mages. Sleepers are ignorant, and there’s some
Who want them fo stay that way unless they Awaken, in which Case theyre us. Buf vndil
{hen, theyre dangerous, They'Ve 9ot a piece o€ the Abyss in their souls, and if wants to
draq us all dowun. [€ they eVen see Us do our thing — Magic — the shif hifs the £an,
making ovr spells 90 haywire, driving Us mad, even alfering reality around s in ways we
don’t want. When you reach up 4o the higher world fo bring down a spell, you have to reach
fhrough the Abyss. Sometimes yov bring some of it with you. Sleepers can make it happen
Jjust by wafching you. creepy. That’s why they can’t know. About us, abovt magic, abouvt
fhe deep shif the world is in.

Masters Aurem and Pofestas don’t want that
Angrboda Creep opening any sCrying windows into this
place. They've 90t wards vp and all, but they weorry
that we'll keep wafching me. They'Ve 9ot me
practicing this thing called “occultation,” the art of
hiding yoursel€ Crom magical spies. You learn how $o
clogk your qura your magical signature, what your
sov] Jooks like and keep people £rom getting a
pinpoin{ on you Crom atar.

i means [ have {0 Cut mysel€ oc€ Crom my
previous lice. Hallelvjah. | hardly ever saw my parents
anyway.  didn’t have a whole Jof of Criends, af least
nobody close. I4's all benind me now, occulfed in
obscurity. [ don’t exist, man. [ don’t even have a
name (nof one I'd wrife here).

I'm a mage now,
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INTRODUCTION

Bullets whizzed past Zeno's lert ear, one or
thew close enough 1o nearly mick his lobe. He
d10n’1 plinch or Give 1T any mmd as he steered his
motorcycle with one hand, the other clurching a
spreao of g)laymg cards. He had a choice 1o make
i1 The road ahead. Trayyic had come To a complete
halt, and the sidewalks were 100 crowded To allow
i o leap The curb and evade his pursuers that
way. That Lert hiay with one choice: Should be Take
the lert-hand alley or the right?

As he concentrared, calling out 1o his higher
IMSTINCTS FOR an answer — they always had an
answer — he noticed pedesTrIANS TURNING his way,
shocked by the sound or gunrire rroa behind him.
He glanced over his shoulder and saw that the
sedan had closed on him, Gomg way raster than he
expected. Damn, are they Gerting help rrom
somebody? he Thought.

He turned the handlebars to the right and
Gunned the engine, peeling down the alley. The
choice had barely been consclous, a glimmer of
knowmng m which way the 0dds were stacked. He
chose The more ravorable option — and cursed as
he saw a chain-Link pence straight abead. What the
ruck—? Those assholes do have help!

He heard the soueal o Tires behind hiw as the
sedan pulled mto The alley. Any second now, the
guns would start piring agam and his luck would
run out. Tiwe To TRy a Olyerent TRICK.

He reached out with bis will and yanked his pront
wheel mto The air as 1 an mvzszl)ﬁ/le crane pulled
IT. He Then let 1T Go and his body English 010 the
ReST, MAneuverIngG over The pence as Iy 1T were The
@osT natural thing m the world. My ma always
hated Evel Knievel. She was arraid I'0 TRy that
shit mysely. This one’s ror you, mal



The materialist insists on facts, on history,
on the force of circumstances and

the animal wants of man;

the idealist on the power of Thought and Will,
on inspiration,
on miracle....

— Ralph Waldo Emerson, “The Transcendentalist”

Magic is something everybody dreams of but nobody seems
to possess. The power to conjure something from nothing, to
change a man into a toad, to curse one’s enemies and their
progeny, to call down lightning from the sky and lay waste to
a city — all powers claimed by wizards in myth, legend and
epic fantasy tales. We are drawn to these tales, however, not
just because of the power displayed in them. Wizards present
a different kind of allure: the desire for power tempered with
wisdom. Demons and monsters have powers, but great limi-
tations and curses, too. Mages have the power of knowing
when and how to use power. While this can be a limitation,
it is a self-imposed one, betokening a discipline rare in this
world.

Mage: The Awakening is game about these kinds of
mages, and the trials and temptations they face on the path
of discipline and enlightenment. The allure of power con-
stantly threatens to draw them from the path, away from
wisdom. A mage is someone who has Awakened, whose soul
has been freed of an ancient curse afflicting mortals. Most
people’s souls are asleep, unaware of the raw power they can
tap to remake their world. The truth has been hidden from
them many lifetimes ago; all they know is a lie. Mages can see
through the lie and enact humanity’s birthright: Magic.
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Mages live in the here ahd now, in this world, just down
the street. Although their society resembles more the feudal
states of the past, broken into balkanized regions that remain
largely incommunicado with one another, they still travel
and use cell phones and the Internet like most modern
people. But they live in a world of secrets, where the hoarding
of secrets is a form of currency. Disagreements between
mentor and student, master and adept, turn into rifts as
apprentices accuse masters of withholding necessary knowl-
edge, and masters declare most apprentices unworthy of it.
When a mage can no longer work with his mentor, he leaves
and seeks his own sanctum and cabal, a group of mages to
whom he can trust his own secrets — or so the theory goes.
In practice, cabals can be contentious, backbiting groups
fighting over the same old theme: the ownership of secrets.

Mages travel from their sanctums only when necessary, to
seek magical power or new mysteries, or to forge the occa-
sional (often temporary) alliance with another mage who
has something they need. The entirety of the spiritual realm
may be open for their exploration, but mages usually see little
of our world beyond their own chosen ground.

Humanity at large is ignorant of this occult underground.
Sorcerers and witches live down the street and sometimes shop
at the same stores, but the public is ignorant of this amazing
truth. Even were the existence of mages to become known,
most people wouldn’t believe it, and those who did would see
itas cause foralarm and fear rather than wonderand awe. Magic
is afoot in the world, but most people resist it.
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age presents a vision of magic somewhat different from
that portrayed in most occult literature, although it incorpo-
rates many famous occult elements. Mage hearkens to stories of
high magic, mythic tales of wizardly might and awesome hubris,
but set in the here and now, not in some distant neverland.
Instead of assuming a character is a practitioner of a known
magical practice, such as voodoo, Cabalism, Hermeticism,
Taoist exorcism or any number of other forms, Mage posits a
mortal who has become aware of a more real world than the one
we live in, one from which we all once came. This Awakened
mortal performs magic by connecting to this invisible world.
All the magical practices mentioned above hint at or in some
way speak to the existence of this higher realm, but none of
them fully prepares a magician to encounter it. For that, he
must walk down paths of sheer Mystery, entering a reality
unknown to mundane occult traditions, but one that com-
pletes and realizes their fragmentary knowledge.

Characters in Mage are not the stereotypical, solitary old
men and women living in distant towers that most people
think of. Characters in this setting form into cabals, groups
of mages who recognize the need to work together, for few of
the Awakened can master all the Mysteries of the Arcana. A
group can pool its magical resources and lore to achieve what
one mage working alone would need decades to accomplish.
But working together isn’t easy — each mage tends to have
his own ideas on how things should work. Mages are used to
getting their own way with reality and find it difficult to
adjust to the expectations of others. The result is often a
contentious existence in which everyone jealously hides the
fruits of their labors and research from one another until it
becomes absolutely necessary to reveal them. There’s good
reason for this paranoia, though, since mages have discov-
ered many times to their past regret that secrets must be
earned, not given away freely. Learning magic requires one
to solve riddles and answers inscrutable questions. In the
World of Darkness, knowledge really is power.
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= Whlle a rare few mages might spend their days contem-
plating their navels and the awesome secrets of the universe,
most mages are in the thick of things, always at ground zero
for the next, great momentous event. They don’t just think,
they act — by casting magic.

Mages are among the secret movers and shakers of the world.
Their actions affect the tenor of reality itself — for good or ill.
And vyet, they act unseen, their powers invisible to Sleepers,
ordinary people who are shrouded in their curse, blind to the
truth. Worse, if a Sleeper does get a glimpse of the truth, it taints
the mage’s spellcasting, increasing the likelihood that some-
thing terrible will go wrong — that a Paradox will occur,
altering reality in ways the mage never intended.



Magic is not the goal, but the means. The goal is to attain the Supernal World — the
higher reality that is the source of magic — so that the limitations of the Fallen World —
this world — never again plague a mage. The small-mindedness of
. / ortals, however, extends even to the enlightened. Many
/‘rzages think they’re in competition with one another, as if
- there are only so many tickets to the heavens waiting to be
claimed. A select few are open-minded enough to realize that only
if mages tackle their hurdles on multiple fronts does any individual
- stand a chance of ascending.
Mages fight over their own destinies. They do this not on some
cosmic chessboard, but on the streets they call home. Journeys to the
Shadow Realm, the domain of spirits separated from the material world by

7 an invisible barrier, can provide insights and power — and glimpses of the
7

true enemies of the Awakened — but these tools must be brought back home
to be of any use. There are a number of degrees of threat, from neighboring
mages to the legendary Exarchs in their cosmic palaces (legendary mages who are
said to control reality and seek to prevent the Awakenings that rouse Sleepers).
/ Persistent rivals of all mages are the Seers of the Throne, mages from a mystical order
that seeks control of the world in the name of the Exarchs. The Seers do not “own” or run
the government, but their agents are certainly influential in the bureaucratic offices, speeding
. up or slowing down the engines of governance.
/ Beyond the Seers are the Exarchs, wizards who, according to ancient myth, ascended to the
Supernal World and wrote their own exclusive and selfish visions onto the Tapestry (the
/ whole of reality), and who still rule, beyond the sight, direct knowledge and reach of mere
mortals — including the Awakened. These secret masters and dread archons are said to
manipulate events in ways unseen by even the Awakened. Only the truly wise can discern their
shadowy hand behind events and so work to thwart them.
All is not completely lost to these shadowy forces, though, for the Oracles are said to work
against the Exarchs on the same cosmic level. Like the Exarchs, these mages
ascended, but instead of lording it over creation they wage guerilla war against
the false rulers, hoping for aday when enough mortals Awaken to turn the tide
and win the fight. Not all mages believe in the existence of the Exarchs and
Oracles, but the legend of these mighty mages’ rise and usurpation of the
B> Tapestry motivates many in their own quests for power.

&
"> There’s danger in magic. Reweaving the Tapestry of creation can
inflate the ego and swallow a mage in hubris. As he gains more power — control
over reality through the casting of spells of increasing control and complexity —
he risks losing touch with his own mortal nature, forgetting the
limits of his mind, body and soul. Some mages grow callous,
caring little if their magic has unintended
consequences on innocent bystanders.
Otherssee noreason to curtail their
mighty wills, and use spells for
even the most banal and
mundane tasks that
the wise claim should
be performed without
‘recourse to Supernal

power.
The Abyss that separates the world
we know from the higher world is said to grow
larger with every misuse of magic. Each time a mage invokes a
Paradox through faulty spellcasting, the worlds grow farther apart, and fewer and
fewer souls Awaken. One mystical order, the Guardians of the Veil, polices mage society,
punishing those deemed to have broken the laws of silence and secrecy, damaging the very

universe with egotistical practices.

Balancing power with wisdom is not easy — as can be imagined for anyone with the might to make his
wishes come true. Beyond the alleged metaphysical consequences for misuse of power, there is the more

N



prosaic: everyone hates a jerk. A mage who can’t control his
will soon finds himself ostracized at the least, or murdered by
another mage’s magic if he can’t avoid making enemies.
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The true nature of realit{f is arf enigma always beyond
reach. The various mystical orders hold different beliefs, but
none can ever prove them. In the end, Mystery prevails.
This cosmic Mystery has a powerful pull on the minds of the

Awakened. They are drawn to seek it out and solve it, even if

solving one aspect only raises a thousand more unanswered

questions. This mood is a more metaphysical version of the
theme of the World of Darkness as a whole — a dark, secret

conspiracy beckoning those in the know. Instead of being a

theme for Mage, it is a mood: a pervasive atmosphere of ciphers,

secrets and looming cosmic revelations.
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The chapters within this book each present a different
facet of the modern-sorcery world.

This Introduction is meant to give you a quick peek into
the setting and its theme, and a sense of what sorts of things
mages do.

Chapter One presents an in-depth look at mage society,
including the Awakened’s own mythology about their ori-
gins and the nature of the universe — the very thing affected
by their spells. It introduces the Paths, the Consilium, the
Lex Magicus and the Realms Invisible.

Characters are the focus of Chapter Two, presenting
information on building a persona and girding it with rules
traits so it can be played in conjunction with other players’
creations.

By far the largest chapter in the book, Chapter Three
presents the heart of a mage’s concerns: magic. [t’s filled with
spell descriptions for each Arcana, extensive rules for casting
spells of all stripes, rules for the soul itself, and the supernatu-
ral world around a mage.

Storytelling is the focus of Chapter Four. Suggestions on
running stories, dealing with themes, setting the mood, and
defining conflicts are presented, along with a long list of
possible antagonists that make life a challenge for any mage.

Appendix One introduces the Legacies, methods of
soulcrafting by which a mage can step beyond spellcasting
and become magical himself. These secret teachings are
handed from mentor to apprentice, and allow a mage to grow
in directions his Path and order alone cannot provide. A
Legacy is a means by which a player can take his character to
unique levels, even creating his own Legacies.

Finally, Appendix Two presents a sample setting using the
city of Boston and its environs — including, of course,
Salem. The area’s unique supernatural secrets are intro-
duced, along with many Storyteller characters who serve as
caretakers.
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Mages, wizards, Witches, sorcerers, enchanters — by what-

ever names they’re called, people who can work magic are
among the oldest legends in human history. The cave paint-

ings discovered in Lascaux, France, depict a shaman and his
power over the sacred hunt. Magicians have been with us
eversince, and make appearances now and then in books and
movies. The section below includes recommendations on
various books, movies and music that can provide inspiration
for a Mage chronicle. Not all of them deal with magic, but
Mage’s theme and mood extend into any story concerned
with metaphysical secrets and lies.
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Fiction

Promethea, written by Alan Moore. This series of graphic
novels tells the story of a girl drawn into an occult world that
remains unseen by others. It serves as a great introduction to
the Qabalah from an occult perspective.

American Gods and the Sandman series of graphic novels by
Neil Gaiman. Magic and mystery in the modern world.

The Earthsea Cycle by Ursula Le Guin. Beginning with A
Wizard of Earthsea and complemented more recently with
The Other Wind, Le Guin depicts a fantasy world where
wizards, not knights, are the main characters. (Ignore the
television-movie adaptation.)

Jonathan Strange and Mr. Norrell by Susanna Clarke. In an
alternate 19th-century England, where magic once worked
before the disappearance of the mysterious Raven King
centuries ago, two gentlemen work to resurrect the art.

Lord Darcyby Randall Garrett. This book collects all of the
stories Garrett wrote about Lord Darcy, occult investigator
for the Duke of Normandy, set in an alternate modern era
where the Plantagenet dynasty of Richard the Lion-Hearted
still rules.

The Illuminatus! Trilogy by Robert Anton Wilson and
Robert Shea. The classic from the *70s has yet to be beat for
its sheer weirdness and counter-culture occultism.

The works of H.P. Lovecraft and other authors working in
his Cthulhu Mythos. Cosmic horror that evokes the Abyss.

The works of Philip K. Dick. While he wrote science
fiction, his visions of false realities and metaphysical para-
noiaprove to be quite influential to modern movies, especially
The Matrix. No one has yet really captured on film his
particular brand of Gnostic existential crisis.

Non-fiction

The Dream and the Underworld by James Hillman. The
founder of archetypal psychology (inspired by the work of
C.G. Jung) speaks on the soul and the gods that still haunt us
in our modern lives.

The Magician’s Companion: A Practical and Encyclopedic
Guide to Magical & Religious Symbolism by Bill Whitcomb.
For those interested in exploring occult symbolism and its
correspondences to Mage’s Supernal World, this is one of the
best all-in-one resources.

Hidden Wisdom: A Guide to the Western Inner Traditions
edited by Richard Smoley and Jay Kinney. An excellent
survey of Western magic and its many traditions. It’s both
readable and substantive, from the editors of Gnosis maga-
zine (which would have made this list if it were still being
published).

Book of Lies: The Disinformation Guide to Magick and the
Occult edited by Richard Metzger. An intriguing primer on



modern magical thinking, from chaos magic to NLP, and
how corporate logos can be a form of magical sigil used for
subtle mind control.

TAZ or the Temporary Autonomous Zone by Hakim Bey. A
fascinating expose of control and the means to elude it.
Although this is a non-fiction manifesto, it fits right into the
counter-culture world evoked by The Illuminatus Trilogy
listed above.
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Pi, directed by Darren Aronofsky. An odd indie film about
a mathematician who discovers the secret name of G-d in a
mathematical formula — or does he? Conspiracy groups
want it.

Jacob’s Ladder, directed by Adrian Lyne. A masterpiece of
metaphysical horror about a Vietnam veteran who is either
losing his mind or discovering that reality isn’t what it’s
supposed to be.

Dark City, directed by Alex Proyas. While this is really
science fiction, it’s an excellent and moody evocation of a
world controlled by unseen beings and one man who has the
power to see through the illusion — to literally remain
awake.

Memento, directed by Christopher Nolan. Not about magic
at all, but it provides some good ideas on what the Mind
Arcanum can do to someone and how a story could be told
from that perceptive.

The Saragossa Manuscript, directed by Wojciech Has. A
strange old movie about mysterious encounters with spirits
and cabalists.

The Wicker Man, directed by Robin Hardy. A thriller about
apolice officer who investigates the alleged disappearance of
a little girl on a secluded British island. He discovers to his
horror that the residents follow the Old Ways.

The Dewil Rides Out, directed by Terence Fisher. A British
Hammer film starring Christopher Lee. He plays a magician
who helps foil a Satanic cult.

Curse of the Demon, directed by Jacques Tourneur. A
classic horror film about a magician who kills through use of
demon-summoning runes. “Dana Andrews said ‘prunes,’
gave him the runes, and passing them used lots of skill.”

Other Influences: The Fisher King, Naked Lunch, Re-
Animator

Television

Neverwhere. This BBC series was written by Neil Gaiman
and depicts a secret underground world beneath London that
most people cannot see.

Carnivale. This HBO series, set in the dust bowl of 1930s
America, is about a conflict between good and evil in a time
when strange things could still exist, before the first nuclear
bomb test in New Mexico ended the enchantment. The
main characters are much like mages, with gifts other men do
not possess.

The Prisoner. The classic deconstruction of the spy thriller,
revealing a world of conspiracies within conspiracies — all
set on one little island.
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The following suggestions help set the mood for a Mage
game. Personal tastes vary widely, so use your own judgment.

Trance music by Sasha and John Digweed, such as Com-
municate, which includes discs by both djs.

The music of Nusrat Fateh ali Khan. The amazing qawwali
singer’s chants can set the mood for an exotic ritual.

Night on Bald Mountain, by Moussorgsky. Most of the
movie-going public knows this as part of the soundtrack to
Walt Disney’s Fantasia, for the climax scene with the demon
Chernobog.

Anything by Beethoven or Wagner. Both composers pro-
duced stirring, vigorous work that illustrates power.

The soundtrack to the movie Sorcerer, by Tangerine Dream.
Weird, hallucinatory electronica.

/) .
C\_,(/{ vLcon

Note: Italicized words refer to separate entries.

Aether, the: A Supernal Realm where the Ruling Arcana
are Forces and Prime. Mages who walk the Obrimos Path
claim a Watchtower in this realm.

Abyss, the: The rift between the Supernal World and the
Fallen World, said by some to grow wider with each Paradox.

Acanthus: A mage whose Path leads to Arcadia. Acanthus
epitomize the tarot card of “The Fool.”

Adamantine Arrow: A mystical order with roots in Adantis.
They were the warriors and soldiers of the Awakened City.

adept: A mage who has attained the fourth degree (4 dots)
of knowledge in an Arcanum.

Anomaly: A Paradox where the local area around the
caster is tainted by negative supernatural effects, most often
by the imposition of a Supernal Realm.

apprentice: A mage who has attained the second degree (2
dots) of knowledge in an Arcanum.

Arcadia: A Supernal Realm where the Ruling Arcana are
Fate and Time. Mages who walk the Acanthus Path claim a
Watchtower in this realm.

Arcanum (pl. Arcana): A secret teaching of the Mysteries.
The Arcana are the 10 elemental principles or substances
believed to make up the Tapestry of Creation. The threads of
a Pattern are made from the Arcana. A mage’s Arcanum lore
is the mechanism by which he draws down the laws of a
higher realm. (His Gnosis provides his connection to that
realm.)

archmaster: A mage who has attained the alleged sixth
degree (6 dots) or higher of knowledge in an Arcanum.

Ars Mysteriorum: Magic. The “Art of the Mysteries.”

Astral Space: The internal landscape of an Awakened
soul. There are three layers: the personal (individual) dream
plane (an Oneiros), the collective dream plane (the Temenos)
and the world soul (the Dreamtime). Astral Space is popu-
lated by denizens who represent aspects of a mage’s individual
or collective psyche.

Atlantis: In mage mythology, Atlantis was the Awakened
City, the nation-state from pre-history that first codified the
Ars Mysteriorum. Four mystical orders claim to continue its
heritage.



Attainment: A power gained through the crafting of one’s
soul by way of a Legacy, a special mystical teaching from a
mentor to a student.

Bedlam: A Paradox where the caster suffers a derange-
ment, worsened by susceptibility to certain magics. In some
cases, the derangement might be contagious, affecting one or
more other mages.

Branding: A Paradox where the caster is inflicted with a
supernatural physical disfigurement.

cabal: A formal group of mages, sometimes formed around
a symbolic theme.

Consilium: The highest political body of the Awakened
inaregion. Councilors from various local cabals serve, making
collective decisions as necessary that concern the Awakened
as a whole, guided by a Hierarch.

Councilor: A member of the Consilium. There are usually
no more than five, including the Hierarch.

Death: The Arcanum that governs darkness, decay, ecto-
plasm, enervation, ghosts and soul stealing.

Demesne: A place imbued with Supernal power by way of
one or more soul stones. Vulgar magic cast within a Demesne
is considered to be covert, unless witnessed by one or more
Sleepers.

Disbelief: The power of a Sleeping soul to deny the
existence of magic (causing a Sleeper witness to forget or
misremember what he saw) and to unravel a vulgar spell that
is persistently under Sleeper scrutiny.

disciple: A mage who has attained the third degree (3
dots) of knowledge in an Arcanum.

ephemera: Spiritual substance, the thing of which spirits
are made. Beings and objects of Twilight are made of ephem-
era, as is anything within the Shadow Realm.

Exarch: A mythical archmage who resides in the Supernal
World, one of the victors in the Atlantean Celestial War.
Exarchs are opposed by Oracles.

Fallen World, the: The prosaic world — this world,
including both the material realm and the Shadow Realm.

familiar: A spirit aide to a mage, mystically bonded to his
soul through use of Spirit magic. Familiars make excellent
spies for those mages capable of casting scrying spells and
sympathetic magic.

Fate: The Arcanum that governs blessings, curses, destiny,
fortune, oaths and probability.

Final Key, the: The legendary state of understanding
where a mage has solved the Mysteries and can ascend to the
Supernal World.

Forces: The Arcanum that governs-electricity, gravity,
kinetic energy, light, physics, radiation, sound and weather.

Free Council: A mystical order that was officially formed
at the beginning of the 20th century. It proudly claims no ties
to Atlantis and seeks to modernize the craft of magic.

Gauntlet, the: The barrier between the material realm and
the Shadow Realm. The strength of the Gauntlet varies in
certain areas, and even disappears completely at a Verge.

geas: A powerful Fate spell that forces its target to perform
a certain deed or accomplish a certain goal. From the early
Irish word for “taboo.”

Gnosis: A mage’s understanding of the Supernal World.
This is not a conscious knowledge so much as an instinct. It
is the core of a mage’s Awakened consciousness, the means
by which he can contact a higher realm. (His Arcanum lore
provides the mechanism by which he draws down the laws of
that higher realm.)

goetic: An adjective describing demons within Astral
Space.

Guardians of the Veil: A mystical order with roots in
Atlantis. They were the spies and secret police of the Awak-
ened City.

Hallow: A place that collects and/or generates Mana.

Havoc: A Paradox where the caster loses control of his
spell, causing it to affect a random target, and in some cases
reverse the spell’s effect.

Herald: An official role within the Consilium, represent-
ing a mage diplomat. Heralds are usually sent as messengers
or ambassadors to member cabals or other Consilii.

Hierarch: The leader of the Consilium, usually one of the
most powerful and influential mages in a region.

High Speech, the: The Atlantean language, woven into
the Tapestry itself so that statements made with this tongue
can alter reality. It is believed that this is because it was the
native tongue of the Oracles and Exarchs, and their reign in
the Supernal World gives their language power over the Fallen
World. Although poorly understood by modern mages, it can
be spoken to increase magical efficacy. Sleeper minds cannot
process the language, and they mishear it as noise or foreign
babble.

Hubris: An act orstate of mind that causes a mage to stray
from the path of Wisdom (i.e., to suffer Wisdom degenera-
tion).

Imago: The image of a spell in the mind’s eye of its caster.

Imperium Mysteriorum: “Sovereignty of the Mysteries.”

initiate: A mage who attains the first degree (1 dot) of
knowledge in an Arcanum.

Invisible Truth, the: Awareness and knowledge of the
supernatural world, especially the Supernal World and the
Mysteries. Mainly used as a term that counters the Lie.

Legacy: A mystical teaching about the crafting of the
Awakened soul. Legacies cannot be learned from books, but
must be taught from mentor to student. Legacies allow a
mage to acquire mystical attainments.

Lex Magicus: The body of law concerning magic and the
Awakened community. Each cabal is expected to police itself
within the bounds of this law, and the Consilium can adjudi-
cate the law when a cabal does not honor it or comes into
conflict with another cabal or mage.

Lie, the: The world of Sleepers, ignorant to magic and the
supernatural. Conversely, it refers to the state of being
ignorant of the Mysteries, as contrasted with the Invisible
Truth. Also, any force that tries to hide the truth (i.e., the
schemes of the Exarchs).

Life: The Arcanum that governs disease, evolution, heal-
ing, metamorphosis and vigor.

magical tools: Items a mage uses to help prevent a Paradox
when casting magic. Tools can be chosen from the mage’s
Path or order lists.



Mana: Magical energy. A form of the primamateria (Prime),
Mana is likened to the “water” or “liquid” state of that
magical substance, as compared to tass, the “earth” or “solid”
state.

Manifestation: A Paradox where a creature from the Abyss
manifests within the caster’s vicinity.

master: A mage who has attained the fifth degree (5 dots)
of knowledge in an Arcanum.

Mastigos: A mage whose Path leads to Pandemonium.
Mastigos epitomize the tarot card of “The Devil.”

material realm: The physical portion of the Fallen World,
the only realm of existence known to Sleepers.

Matter: The Arcanum that governs alchemy, elemental
air, elemental earth, elemental water, shaping and transmu-
tation.

Mind: The Arcanum that governs communication, hallu-
cinations, mental projection, mind control and telepathy.

Moros: A mage whose Path leads to Stygia. Moros epito-
mize the tarot card of “Death.”

Mysteries, the: The ways of magic, especially concerning
how the art and practice of magic can ascend the soul safely
across the Abyss.

Mysterium: A mystical order with roots in Atlantis. They
were the scholars and explorers of the Awakened City.

Obrimos: A mage whose Path leads to the Aether. Obrimos
epitomize the tarot card of “Strength.”

Oneiros (pl. Oneiroi): A mage’s personal dream plane
within Astral Space.

Oracle: A mythical archmage who resides in the Supernal
World, one of those who held true to Atlantean ideals in the
Celestial War. Oracles oppose the Exarchs.

order: A formal organization of mages that seeks to culti-
vate the Ars Mysteriorum among its members and disseminate
its goals to other mages.

Pandemonium: A Supernal Realm where the Ruling Arcana
are Mind and Space. Mages who walk the Mastigos Path claim
a Watchtower in this realm.

Paradox: A temporary break in reality caused by the
misapplication of magic. There are five types of Paradoxes:
Anomaly, Bedlam, Branding, Havoc and Manifestation.

Path: A mage’s personal connection to a Watchtower in a
Supernal Realm, by which he can work magic.

Pattern: The mystical “body” of a person, place or thing,
describing the Arcana of which it is composed.

Pentacle, the: The loose alliance of the four Atlantean
magical orders (Adamantine Arrow, Guardians of the Veil, the
Mysterium and the Silver Ladder) and the Free Council order.
This term also refers to Consilii in which all five of these
orders participate.

Practice of Knowing: A body of knowledge associated
with the first degree (1st dot) of an Arcanum, describing how
a mage can gain mystical knowledge and understanding of
phenomena within the Arcanum’s purview.

Practice of Compelling: A body of knowledge associated
with the first degree (1st dot) of an Arcanum, describing how
a mage can mystically nudge events or targets within the
Arcanum’s purview toward a desired outcome.

Practice of Fraying: A body of knowledge associated with
the third degree (3rd dot) of an Arcanum, describing how a
mage can mystically harm a target.

Practice of Making: A body of knowledge associated with
the fifth degree (5th dot) of an Arcanum, describing how a
mage can mystically create phenomenawithin the Arcanum’s
purview from nothing.

Practice of Patterning: A body of knowledge associated
with the fourth degree (4th dot) of an Arcanum, describing
how a mage can significantly transform targets.

Practice of Perfecting: A body of knowledge associated
with the third degree (3rd dot) of an Arcanum, describing
how a mage can mystically bolster or improve targets.

Practice of Ruling: A body of knowledge associated with
the second degree (2nd dot) of an Arcanum, describing how
a mage can mystically command and control targets.

Practice of Shielding: A body of knowledge associated
with the second degree (2nd dot) of an Arcanum, describing
how a mage can mystically protect targets.

Practice of Unmaking: A body of knowledge associated
with the fifth degree (5th dot) of an Arcanum, describing
how a mage can mystically destroy targets or phenomena
within the Arcanum’s purview.

Practice of Unraveling: A body of knowledge associated
with the fourth degree (4th dot) of an Arcanum, describing
how a mage can gravely injure or degrade targets.

Practice of Unveiling: A body of knowledge associated
with the first degree (1st dot) of an Arcanum, describing how
a mage can mystically perceive phenomena within the
Arcanum’s purview.

Practice of Veiling: A body of knowledge associated with
the second degree (2nd dot) of an Arcanum, describing how
a mage can mystically conceal phenomena within the
Arcanum’s purview.

Practice of Weaving: A body of knowledge associated
with the third degree (3rd dot) of an Arcanum, describing
how a mage can mystically alter a target.

Primal Wild: A Supernal Realm where the Ruling Arcana
are Life and Spirit. Mages who walk the Thyrsus Path claim a
Watchtower in this realm.

prima materia: The Supernal substance, also called Prime.
In the Fallen World, the prima materia is known in two states,
Mana and tass.

Prime: The Arcanum that governs Hallows, illusions,
magical imbuement, Mana, resonance and tass.

Provost: An official role within the Consilium, represent-
ing a mage bailiff. Provosts are tasked with ensuring that the
Consilium’s rulings are carried out by those affected.

Quiescence, the: The curse that keeps most souls from
Awakening, closing people’s eyes to the truth of reality and
indoctrinating them into the Lie.

Sentinel: An official role within the Consilium, represent-
ing a mage enforcer. Sentinels see to the military and martial
tasks of the Consilium.

sanctum: The place where a mage or a cabal performs
magical studies and practices the Ars Mysteriorum.



Scelestus (pl. Scelesti): “The Accursed.” A mage whose
soul is tainted by the Abyss or pledged to an Abyssal entity.
A Scelestus is created through a Legacy.

shadow name: The moniker a mage adopts to hide his real
name from mages who would use sympathetic magic against
him or threaten his Sleeper friends and family.

Shadow Realm: The spiritual or ephemeral portion of the
Fallen World, separated from the material realm by the Gaunt-
let.

Silver Ladder: A mystical order with roots in Atlantis.
They were the viziers and priests of the Awakened City.

Sleeper: A mortal who is not Awake — the majority of
human beings in the modern era. Sleepers suffer from the
Quiescence and Disbelief, and worsen the chances of a Paradox
if they witness vulgar or improbable magic.

Sleepwalker: A Sleeper who is not Awake but who does
not suffer from Quiescence and Disbelief, and who does not
increase the chance of a Paradox should he witness vulgar or
improbable magic.

soul: The essential core of a human being, as distinct from
the mind or psyche and the spirit (the subtle body). It is the
soul that Awakens and yearns to ascend to the Supernal
World.

soul stone: A physical piece of a mage’s soul, voluntarily
created at the cost of the mage’s own magical potential, but
which forms the necessary foundation of a Demesne.

Space: The Arcanum that governs conjuration, scrying,
sympathy, teleportation and wards.

Spirit: The Arcanum that governs exorcism, the Gauntlet,
the Shadow Realm, soul retrieval and spirits.

Supernal Realm: A realm within the Supernal World.
Mages know of five such realms, because of the Watchtowers
placed in them.

Supernal World, the: The higher reality that was cut off
by creation of the Abyss in the Celestial War of Atlantis. It
is the source of magic and is believed to be the true home for
all souls.

Stygia: A Supernal Realm where the Ruling Arcana are
Death and Matter. Mages who walk the Moros Path claim a
Watchtower in this realm.

Tapestry, the: A metaphor for the whole of Creation,
made up of many discrete Patterns.

tass: Magical substance. A form of the prima materia
(Prime), tass is likened to the “earth” or “solid” state of that
substance. It can be “broken” or “melted” down into Mana.

Temenos, the: The plane of the collective soul within
Astral Space, likened to the concept of the Jungian collective
unconscious.

theriomorph: A being with the ability to shapeshift at will
into an animal (i.e., a werewolf), as distinct from someone
who uses magic to shapeshift.

thrall: A mage whose soul stone has come into the posses-
sion of another mage. There are ancient customs governing
what rights the possessor has, usually involving only three
favors or tasks he can ask of the soul stone’s true owner before
he must relinquish possession.

Thyrsus: A mage whose Path leads to the Primal Wild.
Thyrsus epitomize the tarot card of “The Moon.”

Time: The Arcanum that governs divination, prophecy
and temporal acceleration/deceleration.

Twilight: The state of existence within the material realm
for most ephemeral beings that find themselves on the
material side of the Gauntlet, including ghosts and spirits.
Beings and things within Twilight cannot be seen or touched
by those without the requisite spells.

undead: A once-living creature that continues to exist
after death in an animate form. Includes ghosts, zombies and
vampires.

Veil, the: The body of customs used to keep the Mysteries
secret from those who could taint them, including Sleepers.

Verge: A place where the Gauntlethas no strength, so that
beings can pass between the material realm and the Shadow
Realm without need of magic.

ward: A Space spell that forms a barrier against Space
magic, including sympathetic spells and scrying. Some wards
called “Bans” act as a barrier against certain classes of
creature or thing.

Watchtower: A mystical edifice in a Supernal Realm,
erected by the Atlantean kings or Oracles to oppose the
Exarchs and restore magic to the Fallen World after the
creation of the Abyss.

will: The force of intent someone can bring to bear to
accomplish a task. For mages, this has the extra meaning of
“the magical will,” the intent to alter reality through magic.

willworker: A mage, someone who “works his will” on
reality.

Wisdom: The quality of understanding a mage possesses
about the proper balance of magic and the mundane. Wis-
dom is hard to acquire and maintain when practicing the Ars
Mysteriorum, but it is well worth the effort, for many mages
believe that only the Wise can attain the Final Key to the
Mysteries.

witch hunter: A mortal who seeks out mages and attempts
to destroy or control them.

~ 7/4 - J. —~/
/\,\ }(’/A{//l//{'/[/ ._\/\)//Al/ C//‘l/l/(//ZA
/ h -

These entrieﬁaérovided asarules referenee during game
play. If this is your first read of this book, you can skip them
until after you’ve read Chapter Three: Magic.

aimed spell: A spell that manifests as a projectile or force
directed physically at its target’s body instead of mystically
against the target’s Pattern. Aimed spells cannot be contested
or resisted, although they can be avoided like any ranged
attack, using armor and/or cover.

Arcane Experience: A special type of experience point
awarded for epiphanies about the supernatural world. Ar-
cane Experience can normally be spent only to raise a
character’s Gnosis.

aspect: A spell’s seeming or semblance, how it appears to
onlookers and how acceptable it is to reality. A spell’s aspect
is either covert or vulgar.

casting: See spellcasting.

combined spell: A spell that combines two or more dis-
crete spell effects into a single spell.

conjunctional spell: A spell effect that requires use two or
more Arcana.



add their Gnosis to the dice pool.

covert spell: A covert spell’s effect is hidden, innocuous or seemingly coincidental.
Reality accepts the spell without complaint (there is no chance of a Paradox) and
Sleepers likewise accept that its occurrence is not supernatural.

Duration: The amount of time a spell lasts.

effect: The description of exactly how a spell alters reality.

factor: A measure of a spell’s effect. The three spell factors are Potency, Target and
Duration.

Improbable: A covert spell that would seem highly unlikely or even super-
natural to a Sleeper witness (and hence, might cause a Paradox). Most often, ]
this is due to a series of magical coincidences stretched too far.

improvised spell: A spell cast using only the mage’s raw Supernal
understanding (Gnosis) and Arcanum lore. An improvised spell’s dice
pool = Gnosis + Arcanum dots. Compare with arote spell, which requires
training.

method: How a spell is cast, either as a rote spell or an improvised spell.

resistance, automated: Some spells allow a target a degree of reflexive
defense from the spells’ effect. Spellcasting dice pools are penalized by one of the
target’s Attributes (usually a Resistance Attribute).

Potency: A measure of a spell’s raw power or amount of damage it
inflicts, and also its resilience against attempts to dispel it.

range: See sensory range and sympathetic range.

relinquish spell control: A mage can relinquish control of an
indefinite Duration spell by spending one Willpower. The spell no
longer counts toward the total active spells he can maintain, but he can
no longer control it; it is as if it were another mage’s spell.

Resistant Damage: Damage that cannot be healed through supernatural
means, such as Life magic. This damage heals at the
normal rate. \

rote: A tried-and-true spell learned through train-
ing and the expenditure of experience points. A rote’s -\
dice pool = Attribute + Skill + Arcanum dots.
Compare with an improvised spell, which requires
no training.

sensory range: Anything within a mage’s im-
mediate sensory perception.

spell: What occurs when the laws of a higher
reality are imposed upon the laws of common
reality, creating an exception to the laws of §
physics. A spell manifests the wishes of its
caster.

spellcasting: When a mage chan-
nels a higher reality to change
common reality in accordance
with hiswishes. See spell.

sympathetic range: A

distance that depends not on ™
physical space, but on a caster’s
mystical connection to a target us-
ing Space 2. The stronger the ‘
connection, the easier it is to affect the target.

Target: The subject of a spell; the person, place or thing suffering or receiving the spell’s

effect.

vulgar spell: A vulgar spell’s effect is obvious and/or impossible by the normal laws of
reality. Vulgar spells risk a Paradox.







ARCANUS
MUNDUS

(THE SECRET  WORLD)

“Atlantis?” Gavin sa1d. “You're serious? I know that old oGy back
at the sanctum buys mto that, but not you. I mean, come on. It's
So... New Age.”

Mowrvran smiled and led the way through the woods, ollowing a
pamt TRail mvisible To Gavin. “What’s old 1s new agam, yes?
Atlantis has been spoken o ror willenma, long berore modern
crystal worshippers claimed 11. IT was known 1o The kings of ancient
EGypt, and through them to Plato. IT has other nawes, you know,
but Atlantis 1s the most well known.”

“And these... Atlanteans... they had a big war and broke The
untverse?” Gavin said. “That’s what you're saymG?” He shook his
head and threw up his hands. “So what? How does that have anything
10 do with us?”

“Knowing the how and why oy the worLd 1s The p1rsT sTep 1o changing
IT.” Morvran Turned 1o Look the young mage mn the eye. “How do you
expect To weave The pabric o Creation 1y you don’t know what 11’s
made or?”

“I Thought That what's the Arcana were about. You know, the ‘10
substances o which the Tapestry 1s made.” How does an 1sland that
sank Thousands oy years ago have anything 1o do with thar?”

“Ah, Arctos,” Morvran said, adoressing Gavin by his shadow
name, “Where are the Arcana strongest? In the Supernal Worlo.
Where are we? In The Fallen World. How do we reach the Supernal
World? By sympathy with the Watchtowers. What stands m our
way? The Abyss. ALl these things came To be due To The hubris or
Atlantis. The Celestial War ror the Supernal World, when the
Exarchs claimed the heavens and threw down The rest of Their kind
— us.”

“So we're The pallen ones? The ones who Got screwed and pucked by
The Man? You know, Morvran, I respect you and all, but sometimes
{ou can be such a hlppg/.” ARCToS pushed past the older mage To porge

1s own path Through the Tangled underbrush.

Morvran smiled. “What’s old 1s new agam. The cycle ever Turns....”




There is in us a compulsion, an inner dynamism, propelling us toward divine whole-
ness. It must remain unconscious, and so’compelling.... This"compulsion may take the

form of a need for a secret. Paradoxically, perhaps, this final wholeness necessarily

remains unconscious, dark and hidden.

g
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— Tom Cheetham, Green Man, Earth An
the Soul

We like to believe that we are thinking, rational beings,
aware of the world around us to a greater degree than is
possible for any animal. We fool ourselves. As mystics from
cultures the world over have said from time immemorial, we
are only sleeping, dreaming that we are awake. If this is true,
then reality is not what we think it is. We see only that part
of life that filters through to our dream. There is a greater
world out there, full of things unseen and literally undreamt.
To know it, we have but to Awaken.

That is what a mage does — he Awakens and
begins to consciously dream new things into
existence.
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“The sea of time grows-murky as one
approaches the distant past. Ruins,
artifacts, cave paintings — all this
evidence of history tells an incom-
plete tale. Even master mages cannot
part the curtains of time so far back
to see what truly occurred. The
magical orders have a mythology
about theirbeginnings, the leg-

el: The Pr

ophetic Tradition and the Battle for
f the Worlcf

In the dreams, these great worms of legend would rise up
into the winds, one by one, circle the spire with their beating
leathern wings, and set off toward the infinite horizon, to
places the dreamers could not imagine. No other creature
stirred on the isle and no spirit hunted there; no being dared
intrude upon the dragons’ lair. As the dreams progressed, the
dreamers came to realize that the dragons never returned.
Each night, another dragon would leave, so that the remain-
ing numbers grew small. Finally, the last dragon took

wing and glided away, to the west, never again to be
seen. The dreams continued to come, but now
the isle was empty; nothing moved there. For
many nights the dreamers saw the isle, aban-
doned and forlorn, and knew that it waited
for them. The island had called to them,
compelling them, seeking new inhabitants.
Following the lead of the dreamers, small
bands of mortals set out to sea from many
different lands, each following the vision
given to them in dreams. They sought the
island where, far from the lands of preda-
tion, they knew they would be free to
forge their own destinies, unafraid
of the night.

end of a fallen civilization and

a war for the throne of reality.
The names for that civilization are
many, most of them lost over the
years, but even the Sleeping know
one of them and seek evidence of its
truth: Atlantis.
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" For many years uncounted in the far
distant past, mortals suffered at the whim
of monsters, hunted by spirits and preyed
upon by bloodthirsty revenants. Mortals in
those times adhered dogmatically to fearsome
superstitious customs, which proved their only means of
keeping weak spirits at bay while appeasing the strong ones.
Beset by creatures stronger than they; culled by howling
beasts whenever they migrated into territories whose borders
they couldn’t possibly perceive, mortals found it nigh impos-
sible to advance above their need for survival, to envision
ways of living outside of fear.

Then came the dragon dreams. Certain mortals, in lands
scattered far and wide, began to dream of an island, a lonely
land jutting from a windswept sea far from any known coast.
A spire rose from the center of the isle, pointing at the pole
star; it seemed to the dreamers that this was the axis of the
world, the pole upon which the bowl of the sky turned. And
upon this pole, at its apex, nested the dragons.

They came to the isle, fol-
lowing the pole star, and saw that
it wasexactly asseen in their dreams.

Mortals from many lands, speaking many
languages and following different customs,
came together, and by silent assent settled in
peace with no conflict, for they had traveled
far fleeing from struggle.

And still they dreamed. The island sent
them new visions, and showed them how
they might learn to master the strange sights

towhich theirsleeping minds had been privy.
They began practicing the techniques of
hesychia, the “stillness” or “incubation,” in which

they retreated into dark caves and their bodies
entered deep sleep while their minds traveled to far
astral realms beyond the ken of other mortals.

There they met the Others, the daimons of their own souls,
the hidden twin of each soul traveler. These judges chal-
lenged them to prove by what right they came on astral roads
to the Realms Supernal, and set them to a series of tests.
Many failed, sent back to their bodies in sorrow, unable to
again journey forth in dream. But some succeeded.

These few returned with their souls aglow, lit by a celestial
fire. They could see into the Realms Invisible and ken the
secret workings of Creation, the principles and substances
from which everything was wrought. Through the sympathy
their far-journeying souls now shared with the Realms Su-
pernal, and the knowledge they gleaned from studying realms



visible and invisible, they could call down the ways of
heaven, the higher principles that ruled over the lower
realms of matter and spirit. They made their very thoughts
real, imagination rendered into matter and flesh.

They had discovered magic.
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It wa(s/a\s ifall mortals were asleep. Only the dreamers of the
dragon isle who had returned victorious from their astral
journeys were Awake. The magi dreamed with their eyes
open.

Theypondered how it was that they among all mortals had
attained this gift. [t seemed that only on their island refuge,
within its deep caves removed from the tumult of the
senses, could their souls fly free of their bodily fetters and
touch the astral stars. But mortals had lived in caves
before, and had withdrawn from the world in deep
meditation, yet none had Awakened. The magi sus-
pected that the island itself had mystical properties.
Had it not been the abode of dragons, creatures
made from the celestial fire? Had it not guided
them there through dreams? Had it not called to
them, and had they not answered?

Investigating the depths of the caves
with theirnewfound vision, they unearthed
huge crystals in shapes that suggested
bones. Some believed they had found
the remains of dead dragons. The
power resonant in the crystals
had called to sensitive mortal
soulslike moths tolight. Was

fulfill the roles of governance, from mystical militia to
scholars to a priesthood of the Mysteries to guide them all.
The magi of Atlantis traveled once more to the forsaken
lands from whence they had come, searching for new clues
into the Mysteries, the tantalizing yet obscure secrets that
ruled over everything that was, is and shall be. Mortals there
witnessed their power, and word of them spread as rumors
and legends. Many left their homes to seek fabled Atlantis,
the island of the magi. Only a few found it; the rest wandered
the ocean for years. No chart marked its place; the stars no
longer guided mariners to its rocky shores. Only those who
saw it in dream could find their way.
The newcomers went to the tomb and sent their minds
inwards, but most of them failed the tests of their daimons
and were lost in the uncharted wildernesses of their
souls. Their empty bodies took days to die. Others were
severed from their bodies by the terrible demons they
found dwelling within their own dreams. Only a very
few in any group could pass the tests and become magi.
Rumors came now and then of foreign sorcerers,
men and women who had also attained the Realms
_ Supernal on their own, far from Atlantis, but they
swet,  were rare. These people more often than not
3 destroyed themselves by misuse of their power or
were killed by commoners who feared their
wizardry. Only on Atlantis were the Ars
Mysteriorum mastered and codified for oth-
ers to learn.

y
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this the secret of the isle’s

power! Crystals that resonated
with Supernal energy? They named
the caves the Dragon’s Tomb, and
built their city atop it.

Later mages, skeptics raised in the
modern world, would scoff at the tale.
They would know that places could well up
with magical energy, and even take upon the
atmosphere of the Supernal Realms provided that
a shard from a mage’s soul, distilled into material
form, anchored its higher energies. But dragons?Surely
not. The defenders of tradition would state that the
dragons were dream emissaries, not literally winged
reptiles, but Supernal ideas representing the concept of
magic itself. The crystal “bones” acted as conduits to the
Supernal, the source of magic. In this way, some would
say, Atlantis formed a natural version of what would later
be called a “Demesne,” a place pregnant with Supernal
power where magic could be practiced as of old... before the

Fall.
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" The loose confederatioh of immigrants to the island soon
organized into a city-state led by the magi. They called it

Atlantis, which in their polyglot tongue meant “the ocean
spire.” Over time, the enlightened founded separate orders to

~The practice'o/f/magic was intertwined
with the theory of magic — how it was
that the mortal mind was able to will real-
ity to do what it wanted. The Atlanteans
believed that the practice of magic was the
purposeful incarnation by a mage of the
Supernal — the heavenly or celestial — into
the lower, prosaic realms of matter, includ-
ing the subtle realms of spiritual matter called
ephemera. The mage, by virtue of his soul’s attain-
ment to the higher realms, could bring the rulership
of those realms down into the common world through
sympathy, the principle that like can affect like regard-
less of distance.
But a sympathetic connection through the soul was
not enough. The mind had to understand the complex
Tapestry of the universe, how the Patterns of various
things were woven into a whole. Only by understanding
the threads could a mage weave them into Patterns of his
own devising. These threads were the 10 Arcana that com-
prised all of reality from high to low.

The Atlanteans also pondered the reasons behind their art.
They knew with certainty that there was more to reality than
what met the common eye, and that there was more than one
state of existence beyond the material. They believed that
behind the many forms and shapes of things, the world was
in fact One, heaven and earth together in a single con-
tinuum. Subtle veils divided the realms and states of being
from one another, separating high from low and creating the
illusion of division.

P
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Mortal souls originated from on high and descended to the
lower realm seeking manifestation in flesh. Once their so-
journ was accomplished, they would ascend again to their
source to be renewed. On their descent, they would strip
away their celestial raiment and don garments of clay,
discarding memories of the Realms Supernal. They arrived in
the lower world ignorant, like children eager and curious to
learn anew. When their cloaks of clay finally crumbled, they
would rise again as sparks from a flame, called by the stars to
return in glory, mature with the wisdom they had gained
during their time among the limited and uncomprehending
forms of the lower realm.

So it is said that mortals came to be, clay bodies worn by
luminous souls in forgetfulness. But the reason behind
why mortal souls were forced to descend at all became
asource of contention. Some magi claimed it was how
the universe came to know itself. Others said it
was a punishment levied by mad and cruel
gods, a terrible cycle designed to keep mor- o~
tals from becoming more than gods. Still '
others said it was a challenge meant to be
overcome, a trial that only the fit .
could pass. Only those whose
souls had journeyed inward to ‘
the Astral Spaces and who passed ﬁ
the tests put to them by their - \Xq %A
daimons could remember the truth Ny N % A

and so ascend in life and es-

the wisdom of those who wielded

it. The hubris of the magi rose N %
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turned on mage, and so was born the first
wizards’ war.

The victors claimed Atlantis as theirs, and
drove the losers to the far corners of the earth.
Then, combining their power, they wrought a great
spell and erected a ladder to the Realms Supernal. They
spurned the traditional astral paths by which a sorcerer
could approach the higher realms by means of a soul
journey, for they sought to walk the celestial reaches in their
own bodies. They stormed the heights and claimed the
thrones of the gods for themselves. Ruling from on high, no
longer bound to earth, even their petty dictates and whims
became real, for they stood over the lower realm and influ-
enced it with their very thoughts. The subtle veils were rent,
and the higher and lower worlds came together — the pure
mixed with the impure, and the universe trembled.
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Spurred by the imminent destruction and corruption of
the world, the exiled mages banded together and assaulted
Atlantis, climbing the star ladder and wrestling with the
celestial mages in their heavenly palaces. Their struggles
were terrible. The two sides clashed in a chaos of realms, and
the losers — sorcerers on both sides — were flung from on
high back into the lower realm.
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" The ladder shattered, disintegrating into dust, leaving the
victors beyond the reach of the earthbound mages. Where
the ladder had been, reality cracked and fell into itself,
creating a rift between the higher and lower realms, a
terrible void that sucked life and energy into itself. The
Abyss divided the realms once more, keeping the high,
pure realm from the taint of the low. But this was no
subtle veil, permeable to returning souls. It
0 was a gulf of unreality, an aberration that was
) / never meant to be. What was before asingle
VY,'./L world became two worlds — the Supernal
‘A World and the Fallen World, with a vast
Abyss between them.

The veil between the worlds of spirit

and matter hardened, becoming the

4" daunting Gauntlet, a barrier impas-
sible except through magic. Shaken
by the reverberations of the ladder’s
destruction, the foundations of
Atlantis crumbled and the is-
land sank beneath the waves.
The mystical place that had
birthed the magi was no more.
The survivors would later won-
der: Was this the primordial event
that created myths of the Flood and
the Tower of Babel? Perhaps. Or per-

T haps the war reverberated throughout

Time itself, endlessly repeating its
disastrous finale in every human civi-
lization to come.

Once again, the enlightened escaped to
the far corners of the earth and there
began the long, slow process of relearning

what was lost. Hunted once again by mon-
sters, their progress was slow; for the needs of
survival came before the slow study of the Mysteries.
What’s more, those souls that had not already been touched
by the Realms Supernal grew dim, like cold lumps of coal
hiding dim cinders within. Many forgot their magical
heritage and their souls entered a slumber deeper than they
had known before.

This great decline was known as the Quiescence, the
Sleeping Curse. The Lie. Cut off from the higher realms,
divided from their birthright by the Abyss, souls could not
maintain their luminosity and so fell into Sleep. Worse —
the gravity of the Abyss pulled on them and weighed down
the lids of their inner eyes, causing them to refuse any vision
of the higher world. The mages — those who remained
Awake — could no longer work their magic before those who
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Slept without invoking the powers of the Abyss. Only a rare kings. Each invested into their tower the virtues of their own

few in any place at any time remained Awake, tending the souls and the sum of their magical knowledge, imbued into
flame of Supernal knowledge, keeping the lore of magic the very stones of the structures.

alive. . The Watchtowers sent visions across the Abyss to mages

L in the Fallen World, calling to them as Atlantis had once

JM (’/(ZL)-}% # /Af‘ﬂﬂ/j called to their ancestors. Those who interpreted the

visions properly and remembered the old ways
retreated to caves or secluded
towers, sheltering them-
selves in the dark. They lay
their bodies down and, fol-
lowing the lure of the
Watchtowers, sent their
souls onto astral roads long
untrod.
Through harrowing jour-
neys, some of them finally
arrived in astral form at
one of the five Watch-
towers. There they
carved their names into
‘the foundation stones
and awoke in their bod-
ies. But they were no
longer forsaken, for
their names had been
writ by their own souls.
They once more
claimed sympathy with
the Realms Supernal, al-
though each only in that
realm in which her
Watchtower stood.
Watchtower of the
Golden Key: Founded in
the Aether, the Realm of
the Celestial Spheres,
where lightning illumines
the sky and magic falls like
rain. »
Watchtower of the Iron
Gauntlet: Founded in
.Pandemonium, the Realm
of Nightmares, where the
labyrinths of the mind can
drive one mad and all paths are
illusion.
Watchtower of the Lead Coin:
Founded in Stygia, the Realm of Crypts,

" With the ‘Abyss between
them and the Supernal ,
World, the source of
magic, mages’ power
began to wane. It be- i
came harder and =
harder to draw the
Supernal energies *‘.
across the void, and
when they could be ‘ (el
drawn, they sometimes il
arrived warped and
twisted, with effects un-
wanted by their wielder.
In anumber of years, all
contact with the
higher world would be
gone and all of hu-
mankind would
Sleep forever.

Then, one by
one, the Watch-
towers appeared,
theirflamessending
beacons from the
Supernal Realms
across the vast night
to the souls of the
Awakened. Legends
tell of five Atlantean
kings, the mage heirs
of the Awakened City
wholed the fight against
the Exarchs. They
climbed the ladder and
dueled within the celes-
tial palaces. When the
Ladder shattered, they
remained in the higher
world and continued to re-
sist the Exarchs. These were
the Oracles, their numbers few
but their powers potent.

Realizing the danger the Abyss posed

T
IR

for the lower world, the Oracles broke J and all things must one day end.

off their fight with the Exarchs and set ¥ Watchtower of the Lunargent Thorn:
off through the Supernal Realms. Using - Founded in Arcadia; the Realm of En-
lore beyond the ken of the Exarchs — for » chantment, where time runs strangely and
they were royal heirs, privy to magical knowledge al- a carelessly spoken word can rule one’s fate forever.
lowed to only nobles — they each erected by magic a tower Watchtower of the Stone Book: Founded in the Primal
in a single Supernal Realm, modeled after the tall spire that Wild, the Realm of Totems, where flesh is forever renewed
had guided the first vessels to Atlantis. Five towers from five and the ephemeral is as solid as matter.
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where the treasures of the earth arehoarded -



The Lone Watchtower

Some mages in later years claimed a secret
teaching. They spoke to those they deemed
worthy of another Watchtower — the first, they
said — erected in a realm long forgotten and
unreachable from this side of the Abyss. Only a
very rare few can find their way there by strange
astral paths and carve their name into that
mysterious tower’s foundation. What powers
this Watchtower sends to its mages are un-
known, for any whose name is written there do
not reveal its secrets.

The modern magical orders have many
legends -and theories about the Lone Watch-

tower, but no evidence of its existence has ever
appeared for public scrutiny.
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== Withou{ the 4nystical/ foundation of Atlantis, mortals
could no longer willingly choose to set out on soul journeys
to attain the Realms Supernal. Only those who were already
mages could reach the new Watchtowers, and even then the
journeys were hard and not all returned.

But Awakenings were not denied to Sleepers. By Oracular
magic, miracle, happenstance, divine grace or sheer luck, a
mortal’s soul could stir and find itself at the gate of a
Watchtower. If his will was strong enough, he could carve his
name into the tower’s stones, and so secure for himself
mystical sympathy with the Watchtower and its realm. He
would return Awakened, changed by his sojourn in a strange
land.

As time passed and the Abyss widened, the journeys of the
soul grew fewer, but Awakenings still occurred. Sometimes,
the soul would not walk the astral paths during its trials but
instead perceive the external world through Supernal vision,
causing the mind to think it had gone mad, beset by halluci-
nations and devilry. Ordinary people and things became like
actors taking the role of Supernal entities, enacting a mystery
play for the soul’s benefit. Those who could guess the plot of
the play and take their proper role within it were graced with
Awakening. Those who failed to anticipate the script or
refused to take part soon returned to Sleep, their trial reduced
to a memorable nightmare, no more significant than any
other dream.

The actors recruited for such mystery plays were unaware
of their parts. Only the Awakening could read the cipher of
experience and discern the truth of what occurred. Everyone
else went about their lives normally, unaware that they had
been puppets of the divine. Or did mages merely project onto
them their altered perceptions? Was it all in the subject’s
mind? Regardless, those who passed the trials of the soul
could make what was in their minds real, and so the question
was moot.

Where the Atlanteans could willfully enter the soul jour-
ney of Awakening in the Dragon’s Tomb, mortals in the

Fallen World Awakened only by strange happenstance, the
causes for which are still debated by mages in the modern age.
If only mages could know just who would Awaken, and how
and when, they could more easily bolster their numbers and
work to ensure the Awakening of humanity. But there
seemed to be no such laws or guidelines. Even mages, masters
of the miraculous, had to rely on rare miracles to maintain
their lineage.
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" The Exarchs — the pretendergods — were larggly forgot-
ten. If they still existed, they remained unseen. If they acted
upon the world, they did so in ways that could be interpreted
as the works of Nature or the whims of fate — or, eventually,
as random chance or natural law. No one remembered that
their own kind had once become gods.

No one, that is, but mages. Cabals of the Awakened
handed down their secrets to a select few, ensuring that their
methods of casting the old magics remained true. They, of all
people, suspected that the Exarchs still ruled in heaven. But
they did not rule unopposed. The Oracles also existed in the
celestial reaches, working to foil the selfish dictates of the
first pretenders. Once in a long age, it is said, a mortal mage’s
soul may attain the Final Key to the Mysteries and ascend
across the Abyss to the Supernal World and so become an
Oracle — or Exarch — and impose his own will on the
workings of the universe.

The mages who had survived the fall of Atlantis clung to
the ways of the lost city with a religious fervor. Surrounded
by Sleeping souls who could not remember any of the truths
told them by the Awakened. The enlightened were forced to
keep the magical traditions secret, to teach them to only
those who proved they could accept the precious knowledge.
Caretakers of the Mysteries, sorcerers swore to keep magic
from the sight and misuse of the Sleeping.

The Atlantean orders codified their stages and degrees of
initiation to ensure that only proper initiates were given
access to the Arcana, the ways of magic. Mages devised
terrible punishments for those who would reveal the Myster-
ies to uninitiated Sleepers.

In the chaos of the escape from the ruins of the island, the
Atlantean orders spread in all directions, finding new ports
in nearly every part of the populated world. Sundered from
one another, their once unified philosophy splintered, and
each order’s goals became exalted over the others. Where
before each order served a purpose balanced by the other
orders, playing one part in a whole, they all now tried to
subsume the roles of the others into their own hierarchies,
each seeing itself as the center or sole weave in the Great
Pattern. Once sundered, each order, bereft of the proximity
of fellows, came to view itself as the sole path to magic.
Initiation soon became more than just a method of protect-
ing secrets and hiding lore from unprepared eyes. It became
a means of weeding out the undeserving and venerating the
gifted.

Many ancient high civilizations were influenced by the
Atlantean exiles: Vedic India, Ancient Egypt, the Mayans.
Their monumental artifacts, such as the pyramids, are said to
still hide Atlantean secret codes indecipherable in full even
by their heirs, who hold but pieces of the puzzle.



In many places and many times, mages tried to recreate lost
Atlantis, to guide the minds of Sleepers in erecting civiliza-
tions that sought to reclaim the ancient ways. Each attempt
failed. Sleepers were creatures of urges, ruled by whims and
unconscious yearnings. They had not the discipline or will to
long keep what was good, just and beautiful. In the end, their
civilizations each descended into decadence and decay.
These untimely ends were, unfortunately, helped along by
mages who could not master their own souls, who sought to
use Sleeper institutions as a means to their own aggrandize-
ment or power. Ever cautious to keep the secrets and display
of their power away from the masses, these wizards none-
theless fought with one another in the shadows, battling
over the courses of empires.

The legacy of Atlantis’ own failures also haunted them.
For too long, the sorcerers of the ocean city had
ignored the plight of mortals in the far
lands. Not just monsters, but
willworkers had come to rule certain
places with fear. The bitter seeds they
had planted had grown into tower-
ing weeds of hatred. Mortals had
been promised todemons, and Hal-
lows of primal power had been
poisoned. Barbarian magesresorted
to human sacrifice to fuel their
spells, ensuring that the world the
others found when they finally left
Atlantis was nearly beyond redemp-
tion.
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" The early niages did/not adapt
well to their exile. In some cases,
they expected to be worshiped as
gods, or at least great leaders. But
the Abyss ensured the failure of
these dreams, lashing mages with
harsh, mystic punishments for
their hubris — anomalous events
later called “Paradoxes.” The mys-
tic thread of the Supernal World
could not be woven into the Fallen World
without risk of rupturing the Pattern.

What'’s more, barbarian mages vied with Atlantean
exiles for Hallows and places of powerful resonance. These
mages hated the Atlanteans, blaming them for the Abyss.
Driven underground like all sorcerers, their cults died out or
were subsumed by the Atlantean orders, but not after many
magical battles for supremacy or revenge.

It has been from their place in the shadows, then, that the
enlightened have affected the world. Mages have claimed for
themselves many of the most remarkable innovations of
history. The truth of these claims is nearly impossible to
disentangle from the boasts made about them, for mages are
a secretive lot, hoarding the truth. If they are quick to speak
and tutor on a topic, then surely that topic is shallow and
unimportant. They save the best material for initiates alone.

Many like to claim that the efforts of the Awakened have
been in humankind’sbest interest, that they have been noble

martyrs searching out occult secrets that might aid humanity
and reunite the worlds. Unfortunately, overwhelming evi-
dence runs counter to this claim. More often than not, mages
have used their power to control others and play them as
pawns in a vast contest for territory and might.

The Atlantean exiles refused to accept their ejection from
the heavens, and so sought to find a path whereby they could
ascend to its reaches once again. They broke off pieces of
their own souls and charged them with the power to touch
the Realms Supernal, allowing mages to overcome the lash
of the Abyss in certain areas. Soon, all mages sought to
establish “Demesnes” of their own. The legends of wizards’
towers, sacred groves and cavernous shrines speak of these
early magical sites.

It was said that the mage who could solve the most

magical secrets, establish the best Demesnes,

and wield the mightiest magic would

gain the Final Key, and ascend to the

Throne of Creation. Humans would once

more shake off the clay that bound
them and become as gods.
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Mag{c does not sit comfortably in
the modern world. A majority of the
world’s citizens would rather not have
magic exist at all — unless, of course,
it were placed firmly in their hands, in
which case they would find it the most
precious phenomenon known to man.
The secretive nature of magic cuts
the Awakened off from one another,
turning it into a furtive, shameful
practice — far from the glory it held
in ages past. Mages have argued over
their modern dilemma. The Abyss
grows wider, and fewer and fewer
Sleepers now Awaken.
What are mages to do? Reveal-
ing the Mysteries to the uninitiated
is not an option, while initiating
only those who prove their mettle
threatens to cull the numbers of new re-
cruits. There are two responses to this dilemma
that have gained many converts in recent years.

The first is the path of ascension. In the tale of Atlantis,
the Exarchs seized the heavens and now control the universe
from their unseen thrones. The Oracles, those Atlanteans
who originally opposed the Exarchs, also exist in the higher
realms, ready to aid those who strive once more for the
heavens. This cause is supported by the magical orders, who
have kept the stories of Atlantis alive throughout the ages of
darkness. Just how mages are supposed to go about over-
throwing an unseen, celestial foe is a matter for intense
debate among the orders, but almost all agree that the place
to start is through opposing the Exarch’s puppets: the Seers
of the Throne, an order of mages dedicated to serving the will
of the Exarchs. They are labeled betrayers and tyrants by the
Atlantean orders.



The other response, one popular among the g
more worldly, is to Awaken everyone. If only {cy
the Awakened can learn the Mysteries, the
argument goes, then more and more Sleepers
must be Awakened, even those who are not
necessarily ready for it. Many within the or-  Jj
ders resist this possibility, used to years of \&
maintaining strict secrecy and inducting only
a bare few Sleepers who showed some worth or
merit. Some have come to disdain the Sleeping and
abhor the idea of intentionally trying to Awaken the
undeserving. To them, Awakening is a gift from on
high, or the result of one’s own Herculean efforts.
Others counter that each Awakened person must be
allowed to prove himself on his own merits. It is not
for the orders to choose who is to be allowed to
Awaken and who is to remain in Sleep.

Fornow, the progressive ideal of promoting Awak-
enings wins the debate, although conservatives within
the orders wait for the right opportunity to sway
opinion back to their more traditional viewpoint.
Until that time, many mages work to disturb the
dreams of the Sleeping and rouse them from their long
night.

From time to time, everyone has moments of clarity in which they’re
able to connect the pieces of the larger pattern and, if only for a
moment, understand. For one brief, shining moment, their minds are
open to all that the universe has to offer, ready to reach out and touch
the Great Mystery...

...And then the phone rings, the baby cries, the neighbor comes
knocking, someone honks her horn, or waves of everyday problems
roll in unbidden and wash away the nascent glimmering of under-
standing.

From a mage’s perspective, none of this is particularly noteworthy;
these are the usual and predictable pulsations of a Sleeping mind,
and while they rarely have any effect on the world, they represent

the potential for Awakening that lies in all people.

When a mage does sit up and take notice is when a Sleeper
has a moment of understanding that lasts for more than a few
moments. By himself, a Sleeper might have epiphanies, intima-
tions that magic is possible. Such times are a brief escape from the
Quiescence. They may last a day, a week or even a month, and it
is these cases for which mages look, because a mystical experience
can elevate the Sleeper’s epiphany to an Awakening. Why some

Awakening is a very personal experience. Like snowflakes and
fingerprints, no two are alike. Unfortunately, Awakenings are not
typically pleasant experiences. It’s like realizing all at
once that everything you thought you knew is wrong. N
When a chick pecks his way out of his egg, it feels
like he'is destroying the world, and so it is
for anascent mage. A mage may feel like =
he’s crazy for having the insights or
perceptions that he does. He
might feel as though he’s been <
plucked from the shallow end a4 7 n
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experiences stir some individual’s souls and not others is one of the / »
great mysteries. 4
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of the pool and dropped into the open ocean, but before the
mage can accept his new world, he must dispense with his old
one, and that act often feels like a violent betrayal of his
former self. Far more people almost Awaken than actually do
Awaken, because the fear of leaving the world they knew
causes many to retreat into black-and-white fundamental-
ism as they seek out any available anchor to cling to in a sea
of shifting realities. A rare few souls exist who embrace the
chaos of Awakening with too much zeal, dispensing with
everything they once were — including their ethics, morals
and sense of self.

Not surprisingly, then, Awakening is the sort of thing that
people initially ignore and deny. As their moment of under-
standing grows imminent, they often fight it tooth and nail,
right up to the terrifying, fateful moment when they give up
and give in to enlightenment. The more stubborn an indi-
vidual, the harder he’s likely to fight his own understanding;
and the more suffering and trauma his growing awareness
causes — but the more powerful a mage he’ll be once he’s

fully Awakened.
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A soul, once stirred, is either sent in a dream or ecstatic
vision onto strange astral pathways, or plunged into a “mys-
tery play,” a hallucinatory experience whereby the common,
mundane phenomena of the world are transformed into
highly symbolic and meaningful ciphers. A person experi-
encing an Awakening is called a seeker. Many seekers think
they’re going crazy, and in a sense they are. The insane
sometimes perceive meaning in random events, but the mage
sees how no event is truly random in a vast Tapestry woven
by consciousness.
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“Also called a “waking world dream,” the seeker essentially
experiences the real world as if it were a dream. People and
places appear strange, and can even take semblances and
roles alien to them, such as when a truck-stop waitress
appears to be a shining maiden dressed in gossamer robes,
bearing the ambrosia of the gods (in reality, a $1.00 slice of
apple pie), or when the truck stop itself appears to be a filthy
den of trolls, strewn with the bones of their kills.

For the seeker, this dream world is real: the ambrosial pie
is truly divine, the trolls truly nasty. But only she experiences
this “truth.” To everyone else around, including any other
Awakened mages, it’s just a normal truck stop, with a dumpy,
middle-aged waitress and a stale, two-day old slice of pie. To
their eyes, the world is mundane. To the eyes of the seeker,
it is alive with enchantment and pregnant with possibility.
Every action, every thing, communicates the deepest truths
about the universe and the seeker’s relation to it. The seeker
has but to play along to unlock the key to Awakening.

Anyone who doesn’t realize that the seeker is experiencing
an Awakening might think him crazy. When he begins
addressing a homeless beggar as the King of the Elves, his
friends think he’s surely lost his mind. The seeker himself is
usually unaware that he is undergoing a conversation with
his soul. The Awakening’s reality and verisimilitude is indis-
tinguishable from normal waking consciousness.
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Those people who for various reasons refuse to see the
world as full of enchantment might instead find it in their
dreams. People often deny the call, but if the call is urgent
enough, it cannot be avoided forever. In dream, deep medi-
tation or the reverie of an ecstatic experience, the mage’s
consciousness is propelled across the Astral Threshold and
into the vast infinities of his own soul. Although he does not
yet know it, the path he follows leads to one of the five
Watchtowers. Whether or not he reaches that tower before
he is drawn back into bodily awareness is the challenge.

Inside the soul, the normal rules of reality do not apply.
The environment could appear to be a featureless plain, a
dense jungle, a shining cathedral or the depths of intergalac-
tic space, and may change instantly. The same is true of the
figures that populate this space, as people, animals, plants,
spirits and objects may appear as they are normally seen, or
transformed into something else. While such appearances
and transformations may seem nonsensical, they are none-
theless bound to a kind of dream logic designed to offer the
seeker a chance to raise his awareness.
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The ultimate end of botha mystery play and an astral
journey is to deliver the soul to a Watchtower for initiation.
The Awakening is sometimes named “the Call.” It’s the
Watchtower that does the calling. The soul, hearingitsname
whispered from the Supernal World across the infinity of the
Abyss, either responds and enters the trance of Awakening,
or refuses the call and remains in Sleep.

In a mystery play, the Watchtower can be nearly anything
in reality: a skyscraper, a phone booth or a grove in the
woods. Its true form is evident to the seeker, but to no one
else. Itis the archetypal Castle Perilous, the tower of testing,
before which the seeker might be found wanting. If he passes
the tests — by proving his perseverance throughout the
Awakening — he is admitted into the tower, where he sees
amultitude of names carved onto its walls. With a knowing
beyond reason, he recognizes the empty space reserved for his
name and begins to write, carve or will his name onto the
surface. Even the illiterate know how to do this, for the
process of writing is an archetypal image, not a literal act of
writing. It is the Awakened one’s first spell, the declaration
of his true self and his right to stand in the Supernal World.
By virtue of this name and its expression within the Watch-
tower, the Awakened soul gains sympathy with the Supernal
Realm in which his name is written.

Again, this process is archetypal and can take many forms.
In a mystery play, the seeker might write his name into the
ledger at a bank, although the clerks there might believe that
he is merely signing up for a safe-deposit box, unaware that
he now claims a much greater treasure than all the assets
within the bank. Or he might instead sign his name outside
the window of a lover he courts, initiating a marriage of his
soul to the Supernal. The permutations are endless; the
symbols mean the same: a divine initiation.

Once he has established his name in the heavens, the
seeker returns to bodily awareness in the “real” world, no
longer a Sleeper. He is now a mage.
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~ Beneath the trappings and props of a person, beneath the
gross elements of appearance and physicality, and beneath
the subtler elements of beliefs, attitudes and memories lies
the kernel of an individual that is the central stitch in his
Pattern. Around that, the rest of his being accrues. This
secret, sacred core is the soul.

Among academically inclined mages, few topics have
been the subject of as much mystical exploration and discus-
sion as the soul and its impact on being. And yet, no one has
been able to explain it in any but the vaguest terms.

What is commonly known is that the soul is the vital
element of a person’s being. It is that ineffable portion of a
person that is responsible for her liveliness, vitality, curiosity,
sense of wonder and connection to the world. It is also the
portion of a person responsible for the use of magic. The
clearest way to see what the soul does fora person is toremove
it. A person who has lost her soul still retains her identity,
memories and personality, but she lacks vigor, vitality and
conviction. In the absence of a soul, the soul-less one slowly
loses her empathy for both herself and her fellows and
becomes entirely inured to both the pain and joy of others.

No loss can compare to the loss of one’s soul. The horror
of watching yourself or someone close to you slowly degen-
erate into the husk of a human being is incalculable. Souls
that have been severed are rarely regained; most are de-
voured or traded back and forth between spirits as delicacies
or commodities. Mages versed in the ways of Spirit can track
down a lost soul and reconnect it to a body, but there are too
few such willworkers to prevent and cure all cases.

A mage who loses his soul immediately enters Sleep until
itisrestored. His ability to perform magic is gone. If the mage
somehow gets his soul back, he needs a full night’s sleep (to
allow his soul to “reseat” itself) before he can use magic again.

»TA L\}/‘/”L (///{(' \_S/‘/,"/ ’

Some knowledge of the soul is relatively common, al-
though not necessarily available to every mage. The prevailing
theory among the orders, inherited from Atlantean lore, is
that the soul is the Supernal spark of a person’s being (and
thus, supposedly, immortal). Since it is from the Supernal
World, there is much that cannot be known about it to those
in the Fallen World. It is a Mystery, eluding the attempts of
the wise to encompass it with any single theory.

The soul is subtle enough that it is relatively hard to affect,
making those few entities capable of tampering with it
particularly frightening and reviled. The Tremere lichs (see
pp. 363-367) are among this number, as are a handful of
powerful spirits whose function in the world is to tend to
souls. Most such spirits perform their duties properly. There
are some, however, who have grown corrupt and no longer
perform their obligations as they were charged.

In the grand scheme of things, a mage is less likely to lose
her soul to a random spiritual predator than she is to bargain
it away. Certain evil spirits are known to promise all manner
of services and power in exchange for the souls they covet.
That said, most souls are not worth much, and spirits (or
“demons”) are not likely to offer that much for them. Souls
are valuable to whatever degree they are hard to come by.

Corrupt souls are a dime a dozen. Only a particularly noble
soul, or that of a powerful mage, is really worth the kind of
effort on the part of a demon that the old tales recount.
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The Sleeping Curse is an affliction of the soul. Mages
believe the cause to be the Abyss, the void between the
Fallen and Supernal Worlds. This vale of nothingness, this
place of unmaking, dampens the soul spark of beings within
the Fallen World, cutting them off from their source in the
Supernal Realm. In a sense, the Abyss cuts off the oxygen
that the fire of the soul needs to stay alive. It never com-
pletely diminishes the spark, but it quells it enough to keep
most mortals from realizing the true nature of reality. Instead,
they believe the “Lie,” the falsehood shown to them by the
Quiescence of their souls.

The Quiescence is even more pernicious, however, in that
itactively seeks to keep Sleepers from Awakening. Any hint
of the Supernal World is resisted. The very sight or sensation
of magic causes a Sleeper’s soul to flinch and the Abyss to stir.
Many enlightened believe that a Sleeping soul has a certain
magical sympathy with the Abyss, similar to how Awakened
souls have sympathy with a Supernal Realm. For the Sleeper,
this is not a formal initiation but a result of their own souls’
unconscious desperation to return to the Supernal. They
hover near the Abyss, savoring the far shores on the other
side, but have not the strength to attempt the crossing —
unless they Awaken.

There are a few mortals whose souls have stirred just
enough to rise above the Quiescence, but not enough to be
called Awake. They have not heard the call of a Watch-
tower, and remain ignorant about magic and the truth
behind reality unless it is taught to them. These half-aware
mortals are called Sleepwalkers, or sometimes “lucid dream-
ers.” None can say just what causes some souls to walk in their
Sleep, although mages prize such individuals. Willworkers
often recruit them as assistants and acolytes, people who can
work , within the Sleeping world without attracting the
attention of entities who are drawn to the Awakened. Some
mages even try to create families with Sleepwalkers, in hopes
that the odds of their progeny Awakening are higher than
most. It is rumored that mystical orders like the Guardians of
the Veil conduct breeding programs to encourage magical
bloodlines and dynasties of the Awakened.
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Magié is the act of drawing down Supernal reality into the
Fallen World, and changing the mundane world by dint of
higher laws, which hold precedence over lower laws. This is
not a mechanical and efficient process. It’s an Art, made
challenging by a mage’s degree of Supernal understanding,
and mistakes occur: Therein lies the irony: The more a mage
knows the Supernal, the less she heeds the Fallen World’s
precedents, and the more likely it is that she’ll impose the
higher upon the lower too forcefully.

Doing so can cause a break or rent in the fabric of reality,
a hitch in the Tapestry. This flaw of unredlity is called a
Paradox. Mages believe that such flaws or holes in the
Tapestry are filled immediately by the Abyss, but its attempts
to mold itself into reality are a mockery, expressed through



twisted, catastrophic phenomena, from out-of-control spells
to a spellcaster’s bout of dementia to an alteration of reality
itself to the malformation of the mage to the manifestation
of an Abyssal creature. A Paradox is the punishment a mage
suffers for misuse of magic.

The chances of a Paradox occurring increase dramatically
whenever Sleepers witness an obvious or even improbable
act of magic. Their souls recoil, and the Abyss stirs in
response. If their exposure is prolonged, their very disbelief
can unravel spells, like a mage versed in dispelling magic.
Very few spells can withstand the long-term scrutiny of a
Sleeping soul. Its threads fray and are soon unwoven. The
things of the lower world taint the things of the higher world,
and poison their enchantments.

For this reason, mages avoid casting spells before unen-
lightened eyes. It is considered a crime to work the Art before
Sleepers, and a high crime to speak of the Mysteries to them,
lest Supernal wisdom become tainted by Abyssal sympathy.
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Once the soul Awakens, a person can never truly be part
of normal life again. His friends and relatives are still trapped
in Sleep, unable to understand what he’s going through no
matter how hard they try. He can change reality with force
of will, for he knows the truth behind the Lie, and can
contact the higher world that is closed and unknown to those
he loves.

It’s little wonder that mages retreat into their own under-
ground world of occult secrets. To those known in life before,
a mage seems to withdraw into solitude or hangs out with a
new group of friends that he never introduces to his old ones.
He never calls anymore, or comes around for a beer. He drops
out of their lives and is soon forgotten. He enters anew world,
one fraught with the kind of socio-political snipping one
would expect more from politics than mysticism.

Mages adhere to ancient forms of social interaction: the
traditional master-apprentice relationship, the respect for
those of higher rank (i.e., mystical attainment), and the
obedience due one’s betters. To most mages, democracy and
other forms of social egalitarianism are fads, products of a
world wherein one Sleeper is little different from another, at
least when judged from a magical perspective. One mage can
definitively demonstrate to another his superiority in the Ars
Mysteriorum, so ideals of equality are meaningless. Nonethe-
less, modern mages come out of a world that has struggled for
centuries to establish such values, so it is little wonder that
they inculcate them into the society of the Awakened — a
society normally more concerned with ancient Atlantean
customs than modern values. For the first time in ages, the
orders struggle with new ideals. To some, this is a breath of
fresh air, hinting at new possibilities in a struggle long
defined as nearly unwinnable. To others, it is a distraction
from a mage’s true purpose and another example of how
Sleepers can taint even the souls of the Awakened.

All that aside, mages still share commonalities and customs.
The most basic, foundational identity a mage can claim is the
Path upon which he walks, the means by which he draws down
the higher into the lower (or, as some mages prefer to describe
it, opening the inner world to the outer world).
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— Every mage is said to walk a Path, one that leads through
a Supernal Realm to a Watchtower. This is not a literal or
physical route, but a metaphorical road or direction for the
soul. Each realm has its own metaphysical laws that favor
some principles over others. These laws are represented by
the Arcana and their degree of power within a realm,
described as Ruling (the principles represented by the Arcana
are manifested in their most pure forms), Common (the
Arcana are more powerful than in the Fallen World, but not
as pure as the Rulers), and Inferior (the Arcana are still more
powerful than in the Fallen World, but they exert little
influence over the realm).

A mage’s beginning Arcana, the magical lore he knows
from his Awakening and immediate studies afterward, tend
to be the Ruling Arcana for his realm.
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A mage who walks the Path of Thistle that winds through
the realm of Arcadia to the Watchtower of the Lunargent
Thorn (the “moonsilver thorn”). Sleepers know Arcadia
dimly through the legends of faeries, and the nymphs and
dryads of the plant kingdom. In Arcadia, everything is
enchanted, wearing a magical glamour of intense beauty —
or ugliness. Things tend toward extremes; there is very little
compromise in the abode of the Fae. Change is common and
encouraged. Those who walk this Path tend to be fickle and
ever eager to try new things.

The Ruling Arcana for Arcadia are Fate and Time. Fairy
stories from around the world reflect the timelessness of the
realm, as people who enter places under its influence and
spend an evening often exit many years later, as time is
measured in the Fallen World. Likewise, a promise or oath is
binding, and none can betray it without terrible conse-
quences.

Acanthus, also called “enchanters,” are often thought of as
the archetypal “divine fools,” for they seem to achieve their
goals by not trying or by waiting for things to come to them.
Little wonder this, with the Fate Arcanum on their side. But
this over-reliance on luck can be to their detriment, as they
spurn patience and plunge into situations that are perhaps
best tackled with some degree of foresight and strategy. They
are the wild cards of the Awakened world, and both loved
and hated by others for it.

Mayteges

A/mage who walks the Path of Scourging through the
nightmarish labyrinth of the realm of Pandemonium, at the
center of which is the Watchtower of the Iron Gauntlet.
Pandemonium is also called the Realm of Nightmares, for its
echoes appear to Sleepers most often in their most terrible
and dreaded dreams, where they fall from endless heights,
never to hit the ground, or run for what seems like hours but
never make any ground. Their worst fears or repressed
emotions are brought forth in places touched by Pandemo-
nium, to be examined and judged by strangers, who mock and
condemn them. Through such a gauntlet of humiliation and
submission, a soul is scourged of its sins and is thus purified
to reunite, cleansed and free, with the divine.



The Ruling Arcana of Pandemonium are Mind and Space.
The darkest corners of the unconscious mind are readily
apparent here, worn like badges, while all roads twist in upon
themselves, leadinga traveler to confrontations with hisown
failings.

While Mastigos “warlocks” are often associated with di-
abolists and demon-summoners (those who make deals with
the Devil), they are more properly the masters of such
infernal urges, those who by dint of will command that
within them which is most unsavory. While all men sin, the
Mastigos learn from the foibles of the mortal coil and use
them to attain higher power.
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A mage who walks the Path of Doom, treading the barren
wastes and black rivers of the realm of Stygia to attain the
Watchtower of the Lead Coin. There is a price to be paid for
entering places influenced by Stygia, and there are many
tollgates on the road the soul must travel through death to
attain new life. This price isn’t in mundane lucre but in the
treasure reaped by the soul during life. If its weight is light,
like that of precious metals, the soul can rise above its death.
Butifit is heavy, like lead, the soul must remain in the abode
of shades until it can relinquish its hold on life.

The Ruling Arcana of Stygia are Death and Matter, for it
is the place of shells, whether the hollow shells of egos worn
in life or the heavy shells of material greed. Whatever is most
heavy falls to the influence of this realm. Ghosts who are
anchored to the world they have already left, material
treasures that distract the soul from its true work, and even
darkness, which weighs down the light.

Moros necromancers are often stereotyped as dour and
quiet, and there are certainly those mages who fit that
description, but this image is based more on others’ misun-
derstanding of what mages who work so close to death must
be like. If a Moros is gloomy, it is because he is all too aware
of the doom that others face, while he rises above it all,
alchemically transformed by his sojourn in the undiscovered
country to which all eventually travel.
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A mage who walks the Path of the Mighty, gliding on
celestial winds through the realm of the Aether and the
firmament of the stars to reach the Watchtower of the
Golden Key. Only the elect can enter here, guarded by the
Hosts with their swords of fire. Lightning strikes any who fly
with false wings, like Icarus downed by his hubris. He who
would wield the Flame Supernal must not flinch in the face
of adversity, and cleave to one of the many visions of the
divine.

The Ruling Arcana of the Aether are Forces and Prime.
The very realm bristles with energy — sometimes too much
energy, threatening to burn those not shielded by divine
purpose. The raw power of the prima materia, the fire of
Creation that fuels magic, is born here and meted out to the
Tapestry by Providence.

Other mages often fear Obrimos theurgists for their tem-
peraments as much as for their judgmental attitudes.
Nonetheless, all admire their strength, and call upon them
first when the need is dire.
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A mage who walks the Path of Ecstasy, forging his own trail
through the realm of the Primal Wild to discover the Watch-
tower of the Stone Book. Most of the hallmarks of civilization
are but dreams not yet dreamt in this realm, where the world
into which mortals were first born thrives in all its teeming
grandeur and horror. This place speaks to the primordial in
all beings, causing them to lose themselves to ecstasies of the
flesh or spirit, exalting in the very act of being alive. Some
claim that all wine is blessed with the taste of the Primal
Wild, and that those who get madly drunk dance in its humid
embrace.

The Ruling Arcana of the Primal Wild are Life and Spirit.
The pounding drums of the heart and lungs, the surging
blood in every vein, the tingling nerves and salty sweat —
these things are an alphabet of desire presided over by this
realm. Not just flesh, but ephemera, too — the instincts of
beast and spirit alike are wrought in the Primal Wild’s
jungles.

Thyrsus shamans celebrate the moment and the sheer
thrill of existence. Surrounded by Presences, they are never
alone — there is always a partner ready to take up the dance
anew. While some of them are looked upon by other mages
as uncivilized louts, they are no “hippies.” The Path of
Ecstasy is also about pain, for life is there, too. Only the dead
feel no pain. Thyrsus are often the first mages sought when
the Realms Invisible intrude.
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OSupernal Svmboalogy

" The modern (sé{entific worldview tends to treat ideas as
secondary realities, less real than matter. The magical
worldview knows that ideas are more real than matter. What
is merely a metaphorical idea in the Fallen World might well
be a literal reality in the Supernal World. In other words, the
things of the higher world can sometimes be known in the
lower world through symbols.

Symbols are images or ideas with meanings that can’t be
exhausted through study or reduced to a single, simple
concept through logic. Examples are mystical signs like the
pentagram and the cross. Likewise, myths are metaphors that
can refer to Supernal things or events. An event recounted
in mythology might not have occurred literally in the Fallen
World — where it is a metaphor for a psychic truth — but it
might very well have taken place in the Supernal World.

Mystical symbols speak to the soul, reminding it of its
heritage, even if this remembering never rises to conscious
awareness for most people. An Awakened soul can con-
sciously engage with a symbol to understand its Supernal
meaning — the thing that it mirrors. Using symbols in magic
strengthens a mage’s sympathetic connection to the Realms
Supernal. Indeed, it’s part of the modus operandi of the Art,
the reason for the occult’s refulgence with mysterious and
compelling symbols, signs and images. They speak to the
truth of the higher world.

Even Sleepers pick up the importance of certain symbols,
and the study of Sleeper mythologies and esoterica may yield
real truths for those who can distinguish them. Mystical
symbology serves as a background for learning the Mysteries.
Mages are insatiably curious about occult knowledge, even



ideas seemingly created by Sleepers, for in their misunder-
stood dreams Sleepers can touch upon higher truths.
Excavating these truths from the silt of unknowing is a
challenge, but one that is rewarding to mages.

Occult Correspondences

The Supermnal sometimes seeps into the -
dreams of Sleepers, fertilizing their imaginations
with images and metaphors from various
Supernal Realms. These icons are filtered into
religion, philosophy and occult systems the
world over. Mages can sometimes discern the
Supernal truth behind Fallen World symbols,
and they find that incorporating these Sleeper
occult systems into their rituals actually aids
their magic, strengthening sympathetic ties to
Watchtowers. Note that the relationship between:
the Supernal Realms and mortal religions does
not demand a causal link whereby one creates
the other. Both phenomena — Supernal Realms
 and mortal spirituality — seem to influence the
other reciprocally.

Below is a short list of some of these corre-
spondences. It's by no means exhaustive, and
categories sometimes overlap. For example,
Haitian voodoo resonates with both the realms .
of Pandemonium and Stygia. Mastigos and

- .Moros might incorporate voodoo into their
methods of casting, as a means of ensuring -
Supernal sympathy.

The Aether (Obrimos): Christian Gnostic and
Cabalistic-symbols, sky gods, Hermes/Thoth/
Mercury, Norse Aesir; Zoroastrianism

Arcadia (Acanthus): Faeries and elves, Celtic
magical symbols, druids, European witchcraft,
Norse Vanir, the Eleusinian Mysteries

Pandemonium (Mastigos): Goetia, Middle
Eastern myths of demons, Zoroastrian devas,
Iblis and the nafs, Haitian voodoo

The Primal Wild (Thyrsus): Shamanic cus-
toms, Australian aboriginal myth, Native
American myth, Candomble, indigenous myth
the world over, the Greek Orphic and Dionysian

‘ Mysteries

Stygia (Moros): Egyptian and Etruscan rehgion,

Hades, Greek eidola, Haitian voodoo, certain
forms of Chinese ancestor worship
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Mages are, by nature, strong willed and somewhat dog-
matic individuals. Consequently, they don’t always play well
with others. The intense focus and study required to learn

magic does not foster a great deal of social interaction among
the enlightened. At first glance, it seems as though it would
be more attractive for a mage to try to go it alone and
establish a small sanctum of her own rather than put up with
the distraction and competition of interacting with other
Awakened individuals. Absent other factors, this would
likely be the case, but other factors do play a part. A mage’s
chances of survival increase enormously when she puts her
solitary inclinations aside and works with at least one other
Awakened. Simultaneously, her chances of descending un-
checked into the madness that magical power can cause drop
significantly as well.

Most mages join a cabal, a group of other mages, usually
peers at the same level of magical development. Nonethe-
less, some mages work alone. They are called “solitaries.” If
they once had a cabal that broke up or was destroyed, their
reticence to join another gives them a certain amount of
respect. Meanwhile, those who never join cabals are dis-
trusted as antisocial freaks. ‘

When working together, an aggregate of mages is known
as a “cabal.” In common parlance, the word can refer to any
small group of individuals, but it most commonly denotes a
group of conspirators. In the highly politicized world of the
Awakened, either can apply.

Despite their frequent tendency toward individualism,
mages on the whole are intelligent enough to realize that
they’re more likely to achieve their goals if they work in
tandem. Any given mage has a slew of reasons to work with
his fellow willworkers.

Cabals often have a mystical significance, chosen around
a theme inherent to a group. Such symbolic cabals might base
their theme on their number of members, the quality of their
magical practice, their locale or any other factor that mem-
bers’ orders recognize as a proper magical correspondence. A
cabal might be formed along an elemental theme, with one
member taking the position of fire, another water, and so on,
until all four (or five, depending on the paradigm) elemental
roles are filled. Other cabals might use astrological signs or
Arcana roles as their symbolic unifier.

Symbolic Themes

Some examples of symbolic themes are:

The Four (or Five) Elements: Each member of
the cabal takes the role of an element — earth,
.air, fire, water.and sometimes spirit. In the East,
the elements might be earth, fire, wood, water
and metal. These roles don’t simply mean that a
member must perform magic using those
physical materials. The elements are also
conceptual. Earth = sensation, perception; air =
thought, intellect, reason; water = emotion,

' instinct; fire = intuition, will.

Astrology: Members identify themselves with
houses of the Zodiac or planets.

Alchemy: Members identify themselves with
certain alchemical substances (gold, lead) or
processes.
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Trees: Each member aligns himself with a
particular tree, such as in the Celtic Ogham
alphabet used by Irish druids.

Pantheons: ldentifying:with deities is empow-
ering, but cabals should be careful to honor the
gods while doing so, lest they invoke divine ire.

Deck of Cards/Tarot: Members "rule” court
cards or represent suits, or even Major Arcana
figures from the Tarot.

Totems: Each member represents a powerful
animal totem, or even a magical creature such
as a-griffin or chimera.

Venomous Animals: Members name them-
selves after poisonous creatures (toads, scorpi-
ons), or perhaps everyone is named for a type of
poisonous snake. Such cabals often specialize in
martial arts or assassination.

Circus: Members assumes roles from under
the Big Top: ringleader, lion tamer,
acrobat, clown.

Baseball: Members fill certain positions —
pitcher, outfielder, catcher — and so explore how
America’s pastime really is a metaphor
for the nation:

As evidenced by this list, the possibilities for
symbolic cabals are nearly endless.

Due to their inherent nature as well as the uncanny events
that tend to follow them around, mages attract supernatural
attention — most of which is unwanted. Many Awakened
can see through the disguises and illusions behind which
other supernatural creatures hide. Those entities find the
ability intensely disturbing, to say the least, and are likely to
take whatever steps they deem necessary to maintain their
secrecy. In the case of a vampire or savage lycanthrope, that
generally means the death of the offending mage. A willworker
is in a much better position to survive this attention if he is
in a cabal. A vampire might be able to take on one mage or
even two, but a whole cabal of practitioners of the arcane arts
is a threat that even powerful supernatural entities would
rather avoid.

Furthermore, mages might be inclined to set aside their
differences if they share a single agenda. The most obvious of
these is the defeat of a common foe, but other agendas that
might draw a cabal together include exploration of some
portion of the Shadow Realm, guarding a shared secret, or
creating some great enchanted item. Given the abilities
possessed by even a single mage, the tasks that bring a cabal
together are often truly daunting.

Simple companionship might be enough to cause a mage
to work with others. A lone mage is at great risk of falling prey
to madness. As they say, power corrupts. In the case of mages,
a Paradox can intensify that tendency by shrouding a sor-
cerer in various forms of madness. By recognizing the incipient
symptoms of Paradox-triggered ailments, peers can inter-
vene before the situation becomes critical. Even if amage has

already fallen prey, a trusted member of her cabal can be all
that’s needed to bring her back to sanity. In the World of
Darkness, any mage who is not part of a cabal is immediately
suspect because of that fact, and seemingly sane behavior is
not a defense. A solitary Awakened who does not evince
signs of madness is simply assumed to be mad in a deeper,
more disturbing way.
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Territorial politics among mages have a way of balkanizing
the Awakened community. Mages are so focused on estab-
lishing and then defending their sanctums that they often
neglect to work together for any sort of overarching goal.
There is little more communication between mages on
different coasts than there is between carpenters or hackers.
That said, the Awakened community isn’t that big, and a
cabal whose actions are sufficiently noteworthy can gain a
reputation.

A reputation can be a double-edged sword. While it might
be nice to be recognized, it can also be dangerous. A cabal
with a particularly good reputation is at greater risk of
succumbing to hubris. One with a reputation for dubious
ethics is more likely to attract the notice of those who want
the group to engage in shady activities on their behalf.

Once a cabal has made a name for itself in the region in
which it’s based, that name spreads, one letter, phone call or
mystic sending at a time until members are well known (at
least in certain circles). Should that occur, the group needs
to be very careful about whom it deals with and what kinds
of activities it performs on others” behalf, keeping in mind
that others may think of members primarily as tools for
furthering personal agendas.
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Although rivalries and enmities certainly occur between
cabal-mates, they usually take second stage when the circle’s
goals are at stake. In the dark years following the Fall of
Atlantis, mage cabals often provided the sole unifying vision
for otherwise disparate willworkers. Some goals were even
regarded by members as high ideals to uphold, purposes
worth dying for. Members put collective needs above their
own. Orrather, the needs of the cabal became their own. The
group gave a mage a source of identity and roots within a
region or community. Solitary mages were often wanderers,
forced from a region by local cabals and distrusted or shunned
by foreign societies. Despite the more libertine nature of
mages in the modern world, cabals today are much as they
were in the past: single institutions that serve as sorcerers’
homes and families in one.
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Cabals are founded around a “protocol,” the creed of a
circle, and some have magical oaths to which members must
adhere. A protocol is set in stone as an oath (even if it’s not
magically sealed as such), and can be changed only by the
agreement of two-thirds of the group’s membership.

Most cabals that follow Atlantean customs adopt a heral-
dic sign as a symbol of their word and authority, for use in
magic and as a means of communicating certain concepts
without resorting to words. For example, a wyvern on a crest



signifies a cabal prepared to match poison barb for poison

barb.
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Cabal§ often engage in trading favors with other groups,
both neighboring and foreign. Respective members are en-
listed to live up to these favors. If one cabal owes another aid
for service rendered in war (against Seers of the Throne or
Banishers, perhaps), it is expected to respond when that
other calls for help. One or more members are then sent out
to render that aid.

Some cabals provide resources, not necessarily in money
but in magic and lore, such as a well-stocked library. Allow-
ing outsiders to use one’s library is a good means of gaining
favors, so a unique library is an asset not only to the members
of the group, but to other mages as well.

Cabals tend to keep good records of who owes them favors
and what kind, and also track what they owe to others and
how they might least repay such debts. Among mages, debts
aren’t just handshakes or even legal contracts — they’re most
often magical oaths. There are consequences for refusing to
repay a debt when it’s called due. This usually takes the form
of a curse, but there might be other repercussions. Demons or
other spirits of vengeance might appear, for example. The
punishment depends on the degree of magical power woven
into the oath, and on the degree of worldly power the debtor
can call upon in retribution.

— 7/ /)
4 /’//*/'(‘/{/(, ,)/}‘1'/7

While some mages prefer to walk alone or spurn any form
of society or stricture that might impede them in their quest
for power, most are drawn to join one of the mystical orders.
The ardors of Awakened life are too rigorous to trust to self-
initiation. Once you know about the supernatural world, it
knows about you. Mages need someone to watch their backs,
and a cabal is not always enough. A mystical order provides
agreater network for a mage, not only for defense, but also for
the furthering of her power.

To join an order, a willworker must seek initiation. Initia-
tion is a sacred ceremony that commits the applicant to the
goals of the society, and the order to the fostering of the
mage. It’s a symbolic death of the newly Awakened mage as
he leaves behind what he was and is reborn as a novice in the
magical arts of his order.

The initiation process varies a great deal, even within an
order. A Mysterium mage’s introduction may be a prayerful,
orderly rite of acceptance, a magical baptism, or a scholarly
introduction into the esoteric elements of his order’s prac-
tices. An Adamantine Arrow’s initiation could bea trial by
ordeal (like hanging from an ash tree as a sacrifice for Odin).

Once the process of initiation is complete, the initiate has
access to the secrets of his new order (at least its readily

accessible ones), including the steps of learning its rotes, its
codified spells.

Mages are expected to promote the goals of their orders,
which often means opposing the goals of other orders. The
machinations of mystical societies might come as a shock to
those expecting sedate, scholarly brotherhoods. And yet, the
sheer conniving nature of Awakened politics is an obvious
expression of the basic currency in which mages trade:
power.
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A caucus is a meeting in which the disparate members of
an order from a particular region gather to discuss issues of
importance. Members are often spread across different ca-
bals, so getting them together on a regular basis is not easy.
Caucuses rarely occur more than once a month, and some-
times not even with the order’s full local membership. The
highest-ranking representative of the order usually calls for
a caucus, although sometimes it’s merely the mage who is
most active or involved in achieving the society’s ideals.

The meeting place is typically a well-guarded sanctum
owned by the leading sorcerer or someone who volunteers
use of his place. It could be a rented club, a small apartment,
a secluded grove or even a chapter house specifically main-
tained for that purpose. In the last case, one or more members
are wealthy enough to afford maintaining a permanent
location, or members are expected to tithe to help with the
costs. Such donations are the exception rather than the rule,
however, since most mages have their own individual or
cabal-owned sanctums to maintain, and don’t see the need
for another investment that is used only once in a while.

Topics raised at a caucus depend entirely on local context.
For some orders, it might be a strategy meeting about how to
gain more power, such as tactics for gaining the favor of one
or more Councilors, or how to lobby for their own seat on the
Ruling Council. For other orders, it might simply be a party
oreven arote-training workshop. For all of them, at one time
or another, caucuses serve as places to trade favors among
order members.
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The loose affiliation of the Atlantean orders and the Free
Council is sometimes called the Pentacle, especially when
referring to Consilii in which all five orders participate.
Some mages believe there is magical power and strength in
an alliance of five orders, for it mirrors the five-pointed
Atlantean pentagram (see pp. 129-130). Others scoff, claim-
ing that the age-old alliance of the four orders with true
Atlantean heritage — sometimes called the Diamond — is
the only proper basis for an alliance. Still others claim that
no alliance should ever be enshrined with a title, lest it
become magically binding on all parties, hindering the
freedom of individual orders.



THE ADAMANTCINE ARRQ\W

There are weapons that bring death, and weapons that
grant life. The Adamantine Arrow embraces both. Every
order practices essential occult defense techniques, but the
Arrow goes further, internalizing the metaphor of war. It is
the order’s political stance and occult praxis. For some, it’s a
hard, ascetic path that burns away cowardice and encourages
action over contemplation. Others see the order as the
perfect platform to lead the Awakened’s secret battles, sell-
ing services to the highest bidder or even seizing Demesnes
away from the weak. Above all, the Adamantine Arrow acts.
Members are not given to purposeless cloistering, navel-
gazing meditation or weak pacifism.
They know the Awakened are in the
midst of an esoteric war, and bring a
strong hand to bear for the right side.

But there’s the question: Which side
is the right side? Once, the Arrow
protected Atlantis against all threats,
internal and external. They were called
the Ungula Draconis, the Talon of the
Dragon. None could deny that this
was righteous work, because it kept the
flame of human power alive in an age
rife with conquering monsters and ren-
egade witches. When it came to
Atlantis, there was no doubt and no
compromise, even if the hinterlands
suffered raids and ruins for its Awak-
ened glory. In time the ideal turned to
warmongering and conquest. A mere
soldier in the gleaming streets of the
city could become a god in the wilder-
ness. And if there, why not in the
heavens?

Arrogance led to the Fall, and the
Fall led to the Exile. Atlantis fragmented
and the Adamantine Arrow guarded the shards. The
Arrow has always claimed to be above politics, devoted to
the pure duty of defending the secrets of magic from its
defilers. Now, however, doubt and opposition wrack the old
orders. Every time an Arrow mage chooses a side, she shapes
the political arena. It’s little wonder that such mages often
grow impatient with mere guardianship and strive to seize
power for themselves.
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An Arrow is a warrior first, but this isn’t as narrow a calling
as many suspect. For every frontline fighter who rends the
horrors of the Abyss with bare hands and soul, there’s a
strategist who sees and manipulates the secret, struggling
patterns of the world. Economic, ecological and more eso-
teric conflicts are studied, mastered and beaten into any
shape an Arrow desires. Mages see reality as a many-layered
thing, full of signs and movements invisible to the uniniti-
ated. The Awakened art of war follows these patterns using
a thousand techniques.

The Adamantine Arrow is assured of its roots in Atlantis,
but it does not claim any particular historical event as its

own. Instead, it champions the common virtues of warriors
from many cultures. An Arrow might insist that these virtues
are the spiritual radiance of the order’s legacy after the Exile,
a torch burning to guide soldiers of all ages away from petty
violence to a common ethic of justice. If this is true, though,
it poses a contradiction, for the order carries within it the
capacity for atrocity, rule by junta and a thirst for violent,
self-justifying power. Like the occult art of war, this flaw can
manifest in endless varieties, making it hard to detect and
check. The Adamantine Arrow recognizes the essential
problem, but is not always sure whether a particular action
upholds its ideals or sins.

Warriorship is never its own virtue.
Onlyrighteousservice givesan Arrow’s
life meaning. After the Fall, the order
defended other mages from the new
dangers of the Fallen World and swore
oaths of loyalty. Today, this is still the
Adamantine Arrow’s primary role. Its
magesdefend Demesnes, sanctums and
cabals as long as they are legitimate
heirs to Atlantis. Some Arrows pur-
portedly guard evil things that cannot

(or because of some cruel fate, must not)
be banished from the world.

When Arrows assume power, they
claim to follow their ethos in spirit.
Sometimesa threat arises that requires
martial leadership. Sometimes an
Arrow’s charges are morally or mysti-
cally weak, and she feels the best way
to uphold her oath is to take com-
mand. But while the Adamantine
Arrow is respected, it cannot guaran-

tee that its members are virtuous souls.
Power, not prudence, motivates many
members to take up the mantle of rule.
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The Adamantine Arrow attracts a large number of young
mages — impulsive, confident men and women who believe
their Arcana automatically confer martial wisdom. These
petitioners are quickly disabused of such notions. An Arrow
trains to endure much and live simply. Arrow mentors dangle
the secrets of battle magic before their eyes, only to deny
teachings until a student has humbled himself with hard
work, ascetic discipline or a tortuous quest. Some masters are
incredibly harsh, and leave protégés with physical and psy-
chic scars. Some never graduate beyond the petitioning
stage, but in most cases mentors are loathe to let one of the
Awakened waste her life. The best teachers create warrior-
diplomats who can handle etiquette and bloody combat with
equal confidence. The worst teachers turn out emotionally
stunted guardians whose awkward, taciturn nature might be
mistaken for quiet wisdom.

And some candidates don’t need to be tempered. These
are the natural tacticians and athletes that Arrow elders seek
to train and — importantly — rein in before they can



endanger others.
The Adaman-
tine  Arrow
doesn’t  give
these  young
mages a choice in
the matter. While
they learn battle
spells easily enough
and can fit their
mind to-a strategy
with fluid ease,
they need to be
taught honor, dis-
cretionand asense
of responsibility for
the rest of the
Awakened. The or-
der mourns when it
fails to indoctrinate
these initiates. It brings
shame to kill them, and
their names are not spo-
ken again.
Old mages tend to join
the order inresponse toa
crisis, or out of a sense of
outrage. The Arrow gives
them the tools to avenge
themselves or to right a
wrong. Ideally, the order
only accepts vengeance-
seekers who can learn to
broaden their perspective
and see that all of the
Awakened deserve help.
A
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Thé Adamantine Arrow practices what it calls
the Brilliant Road or the Adamant Way. The
Atlantean name had no precise translation
and meant both “unyielding wisdom” and
“light of thunder.” The Adamant Way is
divided into five precepts — the Hand. The
human hand creates, communicates and de-
stroys. Itisalways meeting, negotiating with and
vanquishing the external world, and is one of the

a cell is connected to a greater colony of tissue: like a
machine, without true understanding. Life is more
than suffering: it is a continual test of will and
creativity. In this scheme, even the Exarchs have
their place. They separated the Supernal from the
Fallen and created the ultimate test. Even though
the Arrow honors lost Atlantis, the sundered cos-
mos gives it the opportunity to test itself beyond
anything the lost city could provide. Practically speak-
ing, an Arrow should be able to use any fighting
method as an allegorical solution to a nonviolent
problem, and any peaceful technique to win a war.
Enlightenment Is Honor

Magesknow that everything has an esoteric mean-
ing, so meaning alone cannot be a sign of wisdom.
Trueenlightenment is the ability to create mean-

ing as well as reflect it. Oaths are how an
Arrow connects to the wider world, turning

its lessons into unbreakable bonds of honor.

An oath rewrites amage’s identity into some-

thing larger than herself. When she promises

to protect acompanion, she shares the mean-

ing of her vow with her charge and her

enemies alike. Oaths should never

be broken, but they shouldn’t be

too narrow, either, lest a warrior

place her judgment in formal

words rather than in dynamic

thoughts.
Adaptability Is Strength

An Arrow should never

rely on magic alone, or pure

power of any kind. If she uses
magic, physical strength or

cutting words habitually to

prevail, she cleaves to one

way of doing things and de-
nies the lessons afforded by
new tactics. Pragmatically, an
enemy can pick up a warrior’s
habits and use them against
her. Sympathetic magic is the

root of many martial spells.
Unless she sheds thoughtless
habits, a mage will make her-
self vulnerable. While it’s
easiest to see the problems
inherent in relying on

primary gates for the sense of touch. Accordingly,
its five “fingers” represent the ideal ways for a

warrior to conduct herself in the Fallen World.

They are:

Existence Is War

Allbeings learn wisdom by first separating them-
selves from the unity of things, and then by
separating the unity of what remains. Only by
examining what has been broken can a mage
understand its original wholeness. If she re-
mained in original bliss, the unity of all
things would be felt in much the same way

magic (or one kind of
magic) too much, the order
also charges members with
examining their mundane
lives. Is a mage overly fond
of material luxuries? Pride-
ful speech?1f so, she should
correct herself. Some Ar-
rows turn to ascetic
living, but others ca-
reen from practice to



practice, ready to change their dress, manners and even
names to ward off complacency.

The Supernal Is the Self

There’s a reason only humans become mages. A human
being is, in essence, no different from the cosmos. The body,
mind and soul form a microcosm of a larger reality. Physical
discipline is more than a matter of muscle and bone; it’sa way
to explore occult reality, which lies embedded in the flesh
just as Atlantean wisdom can be found in the Fallen World.
The mind’s hidden depths and brilliant heights recall the
Supernal World.

Service Is Mastery

Over the ages the Adamantine Arrow learned that the
obvious ruler is rarely the true master of an occult hierarchy.
Similarly, Sleeping governments rely on a web of hidden
actors. It’s obvious then that power comes from action, not
passive contemplation or meaningless structure. A state or
secret society benefits from its figurehead, who is the focal
point of the group’s ideals and the face of its hidden power.
An Arrow should never seek power for herself, because she
would only be promoted to an ineffectual, symbolic post.
Instead, she serves a cabal as advisor and guardian. The ruler
represents an ideal that the mage should strive to obey, even
if the actual person doesn’t always live up to it. In times of
crisis, an Arrow may be the effective leader, but her actions
should always be in service to that ideal rule, which is forever
outside her dominion.
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The Adamantine Arrow values efficiency, so it integrates
its rites into the practical aspects of training and exercising
the warrior’s art.

Oaths

An Arrow is rarely without an oath to some person, cabal
or ideal. An apprentice’s first oath is to his teacher; he’s
expected to obey any order, no matter how ludicrous or
dangerous. By putting himself at the mercy of a master, a
mage is forced to strive beyond self-imposed limitations.
After that, an Arrow finds his place in Awakened society by
vowing to serve a person, organization or cause. Arrow
mages’ oaths are loose enough to allow plenty of room for

interpretation and almost never require them to obey an
order to the letter. Instead, the warrior promises to serve and
the recipient of the pledge trusts him to make best use of his
expertise.

Order of Challenges

Even though the Adamantine Arrow’s mages are famous
for their dueling skills, they restrict challenges within their
own ranks. Martial wisdom is hard to acquire, but all one has
to do to lose it is die. The order prefers to avoid wasting its
skilled members on pointless duels. Traditionally, a chal-
lenger must defeat an Arrow’s subordinates before being
permitted to duel him. This hierarchy of justice (or revenge)
keeps bad luck from destroying a lifetime of accumulated
wisdom and discourages internecine assassination under the
pretext of aduel. This rule does not apply to challengers from
outside the order. Those, an Arrow must face alone, if at all.
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The Adamantine Arrow respects two relationships: stu-
dent and teacher, and commander and subordinate. Within
Arrow cabals these associations are normally one and the
same, but outside of them the latter is determined by the
nature of an Arrow’s oaths, whether he’s liege or vassal.
Teachers and students do not have official names, but go by
the vernacular of mages’ common language.

Banner Warden

The appointed defender of a mixed cabal or the second-
most senior member of an Arrow cabal takes this title as the
symbol of her group’s martial virtues. A Banner Warden
considers it her prerogative to represent the cabal in any
magical duel and to organize the group’s defenses. This leaves
her superiors safe to refine their rule, or (in the case of
superiors within the order) to further develop the mystic arts
of war.

Adamant Sage

War leaders and chief tacticians are given the title of
Adamant Sage. In these fallen days the title is rare, since
modern mages rarely fight in large groups. Adamant Sage is
more often the unofficial leader of a Consilium or large cabal.
Her title is technically that of a military advisor, but her
guidance is the de facto rule of law.



THE FREE COUNCIL

Can you feel it? Magic still exists, like a stunted tree twisted
under the weight of the Abyss. Nations call fire from the sky
when it’s time for war. Voices drift on invisible waves from New
York to Jakarta, from Mogadishu to Moscow. The world is full
of sigils and runes. Men and woman will die for a flag or work
themselves ragged for a brand. This is an age of power and
opportunity. And the Awakened can see Supernal shadows
overlayingitall... if they look at it the right way. But it’s an age
of horror, too, because power doesn’t have an ethos.

The tools of power are there for the taking, but
the management is bad. Very bad indeed.

The Free Council means to
change that. This age, this time
of glorious chaos, needs to be
translated into Awakened wis-
dom. In anew kind of alchemy,
the Council will change the trap-
pings of the Sleepers’ Quiescence
into its undoing.

Atlantis is a worthy dream, but to
the Free Council, other mages make
the mistake of casting their lot with
the past, ensuring that they will al-
ways be lesser than their ancestors.
The order sees the Awakened City
as a spiritual ideal, but
doesn’tbelieve that ts
old rites are the best
way to renew Awak-
ened power. It holds that
virtually any method, as long as
it captures some genuine meaning, can be
used to invoke the Supernal Realms. Humanity found the
essential spark of Awakening in prehistory, and never forgot.
The Quiescence can only subdue it; human beings recreate the
signs of wisdom all around them. Even this Fallen World
contains countless treasures for the Awakened seeker.

Arcane power is not wisdom. The Free Council discovered
that truth when it questioned the Atlantean orthodoxy. For
all their power, even great masters were blind to the new
truths of the quickening age. It was time to drop the old
hierarchies and seek the truth through democracy and con-
sensus. Levels of initiation and secrets barred from the
so-called unworthy were all the worse because they repli-
cated the values of the Exarchs and their Seers of the Throne.
The Free Council insists that humanity was never meant to
abase itself for the sake of occult training. Magic exists now,
and it’s moving forward as swiftly as a thought. Cling to
tradition, and you’ll get left behind.
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Awakened society has always had its share of rebels and
strange geniuses, mages who could never accept the easy
answers of Atlantean tradition. The Silver Ladder cast them
out, the Adamantine Arrow refused to protect them and the
Mpysterium expunged their words from history. But the Awak-
ened have always been sensitive to the spirit of an age, and
there have been times when the trickle of malcontent has

grown to a flood. These eras have coincided with some of the
greatest achievements in human history, but also with its
wars and disasters. Do mages cause such events, or take their
lessons to heart? So many layers of conspiracy exist between
mages and Sleeping humanity that it’s nigh impossible to tell
who bears the burden of history, but during these pivotal
periods, arcane knowledge increases. In the early 19th cen-
tury, cabals across Europe expounded a startling theory: that
upheaval led to genuinely new occult praxes, not mere
shadows of Atlantis. Men and women were not as weak as the
Exarchs supposed, and
strained against their prison
across the generations.

The new movement gave
itself hundreds of different names
based on everything from Sleeper
inspirations to esoteric humor.
Conflict was inevitable. It

spanned the globe through

the charms of the Boxer

Rebellion, the guns of the American

West and the bombs of London anar-

chists. Mysterium historians call it the

Nameless War, for at the time, the

other orders refused to even give the

revolutionaries a common name. After
all, names grant symbolic power. The
heirs of Atlantis, for all their internal strife,
wanted to see history bury these apostates.
The war left the rebels bloody but unbowed,
and even increased their membership. Young members of
the traditional orders defected, charmed by the opportuni-
ties offered by rebel factions. Even so, the Nameless rebels
couldn’t prove their worth to the ancient orders until they
took a stand for something, instead of against tradition. The
Great Refusal fulfilled this requirement.

The Seers of the Throne knew that the rebels presented a
great opportunity. Nameless mages embraced the Sleeping
world’s technologies and fashions. They could be used to wipe
out all memory of Atlantis. Together, the Seers and the
Nameless could create a world where humanity could not even
conceive of the occult, mending the final few flaws that re-
mained in the world-prison the Exarchs had created. The Seers
of the Throne sent emissaries to Nameless cabals, offering them
wealth and power in exchange for an alliance that would wed
technological and cultural magic to an agenda of control.

The Nameless order declined. They declined with guns,
bombs and mind-crushing Arts. On New Year’s Eve in 1899,
the Great Refusal of alliance concluded with the official
formation of the Free Council, members of which had finally
discovered a common enemy. The spirit of the modern world
would be liberty, not technocracy, and it was time to explore it.

C [ [um/‘(’}(’[

The elder orders would have you think that the Free Council
consists of poorly trained punks and political blowhards who
endanger everyone around them with poorly wrought spells,
and who defile the Supernal World with every ill-considered
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touch. Sometimes, that’s true. For their part, novice mages
might speak up for the Free Council out of sheer contrariness,
but might also seek to escape the burden of apprenticeship.
Many mages treat their pupils as slaves and cannon fodder in
battles for ancient lore. A few masters even cripple their
apprentice’s development because they're afraid of being sur-
passed. Resentment builds and apprentices leave.

The Free Council offers an environment in which young
mages’ ideas are debated freely, but novices who expect total
license to act as they see fit are in for a surprise. The Free
Council takes democracy seriously, but doesn’t take to every
notion — and there are many — that is flung on the table.
Like mages everywhere, libertines lead dangerous lives fight-
ing rivals and searching for magical power. They believe in
security and mutual aid. Empty rebellion doesn’t help either.
After running the gauntlet of debate and the sporadic vio-
lence of Council missions, survivors are tempered into
idealistic but practical occultists who have a flexible set of
capabilities. Libertines tend to be generalists outside of their
arcane specialties. Their intense interest in culture and
technology, and their iconoclasm, makes the ideal member
a combination of engineer, anthropologist and guerilla.

Young mages aren’t the only ones who join the Free
Council, however. Veteran sorcerers align themselves with
the order to either reject their former, corrupt allegiances or
to explore radical occult theories. Experienced defectors add
political clout and arcane power to the cause.

Libertines all have a common interest in contemporary
culture and tend to be skeptical of Atlantean heritage.

Some of them doubt that Atlantis ever even
existed. In any event, they believe that it’s
useless to limit themselves to tradition. If
Atlantis existed in any age, it should be the
future and should be a better place than any
legend describes. Of course, Free Council mem-
bers rarely agree on the best model for an
Awakened — or mundane — society. Their
sanctums ring with the competing voices of
anarchists, free-market capitalists and parti-
sans of countless other doctrines
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Volumes have been written (and duels fought)
about what libertines ought to believe. Despite this, //
members hold little in common aside from the \ J&
charterofunityforgedat the dawn of the 20th century.

Democracy seeks the truth; hierarchy fos-
ters the Lie

The Quiescence does more
than blind Sleepers to the
great truths of existence. It
creates a way of thinking
that causes them to lie to
each other by diluting
power through society’s
ranks, creating hierar-
chiestocontrol the spread
of knowledge. Thisisaradi-
cal enough claim by itself,
but the Free Council goes a step
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further and postulates that even mages are cursed to trap
their lore in hierarchies of mutual deception. Every genera-
tion loses a bit of lore that was concealed in the highest levels
of initiation and never passed on. Subsequently, the secrets
of Atlantis (ifitisn’ta lie) have been filtered through so many
masters and apprentices that they’re nearly useless. Only
shared discovery and free debate can throw off the Lie.

Humanity is magical; human works have arcane secrets

The Free Council believes that humanity never really forgot the
secrets of magic. Human beings instinctively create their own
miracles. These are only shadows of the potential they could attain
if they Awakened, but they point tonew ways to understand magic.
Technology and culture have their own secret laws and symbols,
drawn from Supernal regions still waiting to be discovered. Liber-
tines embrace a modern vision of magic drawn from human
accomplishments, not hoary myths. This doesn’t mean that magic
comes only from modern technology and mass media, though.
Many libertines believe that pre-
industrial and developing
societies have been
making their own
discoveriesthrough-
out Sleeping history
and that it’s a mis-
take to cleave too
closely to modern
Western values. Of
course, other Council ca-
bals believe the opposite: that
theEnlightenmentanditsheirs
are the onlystreamsof human
history worth paying at-

tention to. What both
groups have in com-
mon is that they see




these developments as new and vital in their own right instead of
being scrambled memories of Atlantean glory.

Destroy the followers of the Lie

This is one of the most contentious points of agreement
among Free Council cabals. While all agree that the Seers of
the Throne are the most extreme proponents of the Lie, they
donothave any consensus on how to reform Awakened society
away from its authoritarian traditions. The most radical cells
espouse revolutionary war against the Silver Ladder and their
collaborators, but others believe that a peaceful campaign of
cooperation and Consilium-level reform will gradually per-
suade mages to abandon their outmoded hierarchies.
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The Free Council has existed for little over a century, so
members know that the order’s traditions were invented, not
revealed. The spirit of invention and adaptation persists, so
Free Council cabals regularly invent rituals and conventions
that suit their own interests.

Assembly

Free Council cabals are run democratically, either by abso-
lute consensus or majority vote. In addition, cabals often form
regional Assemblies as an alternative to the local Consilium.
Individual groups send syndics (see below) to the Assembly,
who in turn formulate proposals to be voted on by every mage
represented. Some Assemblies require members to forswear
association with a Consilium, but most do not. Even so, the
collective power of a well-run Assembly can decisively sway a
Consilium, since all members share acommitment toa particu-
lar policy. A variation known as the Column organizes mages
in battles against their enemies. While any democratically
governed cabal is allowed to join an Assembly, libertine mages
invariably make up the majority of their ranks.

Lorehouses

The Free Council’s mission to renew the arcane arts can be
realized only by the easy exchange of magical discoveries. The
Lorehouse system assists that transaction by providing an open
storehouse of magical knowledge. This doesn’talways mean it’s
easy to get access to a Lorehouse; its controlling cabal dictates
any requirements. Some Lorehouses use a free-market model,
selling their stock to any mage who can meet the price in hard

cash, Mana or barter. Others serve only cabals that profess an
ideology acceptable to the Lorehouse’s owners.

Techné

The order prefers to call its style of magic techné, a Greek word
meaning a skill or art. Techné is not just an application of ancient
Atlantean techniques, butaphilosophy combining technology, art
and culture to produce magic that is relevant in a modern context.
While other orders cling to a tradition belonging toan ancient past,
the Free Council forges ahead to new horizons.
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Free Council positions are selected democratically and
exist to fill a pragmatic rather than ritual role.

Emissary

An emissary is a libertine who has been empowered by a Free
Council cabal or Assembly to pursue diplomatic aims with mages
from other orders. Emissaries are not permitted to espouse any
positions or to make any offers that haven’t been voted on by the
mages they represent, unless their governing cabal or Assembly
grants these powers beforehand. Cabalsand Assembliesare, in turn,
obligated to seek redress if any harm comes to their emissary.

Strategos

In a crisis, Free Council mages may voluntarily suspend their
democratic rights to give a strategos the power to make deci-
sions in all areas relevant to his area of expertise. Most strategoi
are used to coordinate a libertine group’s defenses, though a few
decide upon affairs ranging from sanctum economics to meta-
physical debates. Many Assemblies (including virtually all
Columns) employ a strategos who is permitted to make deci-
sions that affect all Assembly members. No matter what, the
power of a strategos is formally limited to a single subject.

Syndic

In regions where Free Council Assemblies hold sway, mem-
ber cabals select one of their own as a syndic to represent them.
Syndics do not make decisions. They debate other syndics and
generate proposals on which all members vote. Syndics can
acquire considerable clout. Their positions on various matters
are normally upheld by their own cabals, if not others, and
syndics’ combined ability to render a complex matter down to
a vote allows their perspectives to dominate any debate.



GUARD

Magic is a secret Art. The Guardians of the Veil keep it
that way for a reason. The order believes that Atlantis was
defined by its humanity. It rewarded the fruits of human
brilliance and reflected its flaws. Atlantis was as close to
Utopia as ever existed, but it was not perfect. The Guardians
of the Veil say that perfection belongs to individuals. Soci-
eties are always flawed. Even Atlantis needed wardens, spies
and killers. The Fallen World is no different.

The Guardians of the Veil, also called the Visus Draconis, or
Eye of the Dragon, secretly protected Atlantis from internal
strife and treachery. They say it was a thankless job in which
magesunderwent personal quests
for enlightenment for the good
of the Awakened City. Even in
its greatest days, Atlantis had subtle
enemies: great beasts, demons cloaked
inhuman flesh and rebels who threat-
ened the city out of madness or
avarice. The order was hated as a
matter of ritual, if not reason,
because  condoning  the
Guardian’s role would question the legiti-
macy of Atlantis itself. Like their
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Save for the Seers of the Throne and the Banishers, no
order is as hated as the Guardians of the Veil. Mages see them
as a necessary evil — valued, but distasteful allies. Even the
Free Council is more respected, because its own chaotic
ethos still emphasizes discovery instead of repression. Awak-
ened wills are trained to shatter barriers and seek freedom, so
most mages have an inherent distrust of anyone who would

shackle human desire.
Still, the order has its uses, and despite the fact that
many mages resent the Guard-
ians, they still come to the group
for aid — and the order demands aid
in return. This is not always volun-
tary, but experienced Guardians learn
to take stock of the skeletons in other
mages’ closets and leverage them expertly.
Above all, the Guardians have mastered
the art of moving among Sleepers in a
mundane guise, planting useful stories
and careful measures of magical influ-
ence to ward off magic’s enemies while

companions in the Adamantine Arrow,

providing for their own interests. Ru-

they were to be viewed as instruments of
Atlantis — never masters. But while war

mors brag that the order once
manipulated nations and civilizations

was the province of honorable, overt vol-
unteers, the Guardians of the Veil were

to these ends. Even now, Guardians
plant memes and secret signs in the
world’s cultures. Members of the order

charged with more subtle matters of
state. If revealed, they would under-
mine the ethos that Atlantis was
ruled by humans, without fearing the
night or barbarous tyranny. Some-
times that ideal held true, but in the
city’s latter days, whispers accused the
order of spying and killing to serve itself.
Atlantis’ reign was partly predicated on
the secret work of the Guardians. They discreetly
removed foreign enemies where they could, moving beyond
supernatural threats to press chieftains and lords for boons,
and if necessary, toppling kingdoms by fanning the fires of
insurrection from within. Some of these kingdoms did in-
deed threaten Atlantis, usually through the plots of
non-Atlantean mages, but most only posed potential threats
— potential that Guardian mage-spies expertly identified
and then squashed, all without implicating Atlantis. If
Atlantis seemed like a Utopia to its people, it was partly due
to keeping down any power that could one day threaten it.
Even after the Exile, the Guardians practice their subtle
arts on Sleeper regimes, spinning useful conspiracies and
myths out of the loam of history, and using plots, lies and
knives to protect mages from enemies both Sleeping and
supernatural. Even though their aims are pragmatic, they are
not without occult significance. The order believes that
every Paradox widens the Abyss, so magic must remain
hidden. Their own dark deeds are an occult sacrifice. They
defile their own karma so that other mages may hone their
own, free from witch hunters and other, fouler dangers.
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might receive assistance by uttering a
secret word to a Sleeper, who learned it
in the useless (but potent) rites of a secret
society that the order created centuries ago.
Stories of family lines bred to serve the order
across generations and torture chambers rein-
forced for supernatural inmates fill the annals of
Awakened hearsay. And for all anyone knows, half of
the rumors may be the Guardians’ own lies.

Where slow subtlety fails, invisible knives, silent guns and
killing spells prevail, so that the Guardians of the Veil are
feared assassins. Stereotype paints them as death-obsessed,
remorseless killers, but again, these mages know their sins.
This makes them even more dangerous. They are certain that
every deed is absolutely necessary to the goal of Awakened
stewardship of the world, and ultimately victory over the
Exarchs.
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The Guardians of the Veil choose their members carefully,
through a process of slow indoctrination that begins as soon
as the order senses acombination of Awakened potential and
the necessary mindset. At first, they lure novices into a
conspiracy filled with other Guardians and Sleepers. Senior
members test a novice’s ability to keep secrets from the
unenlightened, and to commit questionable acts for a greater
cause. This stage is called the Gray Veil, the least important
curtain over a web of plots that test a mage’s dedication and
condition her ethics to accept the order’s methods. The
second stage is the Crimson Veil. Here, a mage must be



willing tokill for the con-
spiracy. Sometimesa
sorcerer actually
murders some-
one whom the
order has al-
ready marked

for death, but
anydemonstra-

tion of sincere
intent does.
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Yet the Guardiansdon’t
want mindless servants.
They want mages to be-
lieve in an ideal so
strongly that they will
kill, lie and die for it, but
they don’t want them to
totally abandon indi-
vidual moral judgment.
The final Black Veil
therefore presents a

quandary to the ini-
tiate, asking her to
perform an act that is
immoral by the order’s
own standards. If the
mage obeys, she can
never join the order.
The secret society she
once knew vanishes.
She is not killed, but
the Guardians watch
her for life. If she re-

fuses to obey, the order
lifts the final deception
and she becomes a true
member.

Many people believe
that the order prefers ini-

tiates who used to be spies, killers or conspirators in
the Sleeping world, but this is based on a misunder-
standing. The Guardians of the Veil use mundane
intelligence agencies and secret brotherhoods as
proving grounds, but most prospects are lured to join
the order. Consequently, Guardians often come
from innocuous backgrounds before the order takes
them. The society would rather mold a moral,
pragmatic factory worker into an accomplished spy
than hire a government-trained psychopath.

The Guardians of the Veil have few ancient writings,
because writing is a secret shared with anyone who
reads. They keep an oral tradition instead. This Law of
the Mask is introduced among the earliest Veils, but is
only taught completely to a mage who graduates to full
knowledge of the order.

Paradoxes strengthen the Abyss as punishment answers
pride
A Paradox is more than a discontinuity in reality.
It is a flaw that opens the Fallen World to the
poison of the Abyss. Guardians point to
anomalies and manifestations as proof
of this, as well as traditions that seem to
show that astral journeys were once far
less arduous. The order discourages vulgar
magic; Guardians who casually fling reality-
defying spells about risk censure or worse. Symbolically,
the Supernal World itself is too pure to tolerate vain blan-
dishments. Even ashidden masters, mages have aplace in the
cosmic order. If they cannot use subtle talents to subdue the
Fallen World, their souls might let the darkness in.
Sins for a just end grant wisdom to the Awakened
Wisdom is a real force, not a subjective concept. The
Guardians of the Veil hold that enlightenment is an imper-
sonal entity that can be generated and transferred among
Awakened seekers. Most mages hone their Wisdom by using
magic carefully and clinging to compassion, because magic is
the art of perfecting humanity — not abandoning it. Guard-
ians take another path. Liesand killing are sins, but if they are
offered up as sacrifices for the good of the Awakened, they
create wisdom — for other mages. The order recognizes that
their ways erode the integrity of their own souls, but they also
provide safety and justice for the enlightened. Though the
classical doctrine claims that there is an actual metaphysical
transfer of merit, most Guardians are satisfied with knowing
that their sacrifice helps mages.
Merit must guide the Fallen World
Rule falls to individual merit. The Awakened are wiser
than Sleepers, and masters are wiser than apprentices. Mages
should always foster greater wisdom among their charges, but
never to the extent that they might overstep their bounds
and endanger other quests for enlightenment. Arcane se-
crets and obscure symbolism must weed out seekers who
aren’t ready for the higher facets of mystic lore. Sleepers
should not truck with the secrets of Atlantis or endanger
mages. Mages should be sparing and even mysterious with
their wisdom, and give humble but firm guidance to the less
accomplished. This meritocracy has no room for chauvin-



ism; sex, sexuality, ethnicity and the like are almost never
used to determine worth. Petty bigotry is beneath the Awak-
ened perspective.
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The Veils have already been described. The Guardians of

the Veil have many otherrites. Two of the most common are:
The Masque

The Masque is more than anew identityj; it is a layer of false
being that a Guardian uses to perform a particular task. There
are said to be 49 archetypal identities, ranging from the Skull
Priest who makes killing holy to the Scepter, who assumes
command. History and culture provide numerous variations,
including the ‘Black Suit, Wise Merchant and Wounded
Soldier. These roles are sometimes assisted with actual en-
chanted masks, and some of the order’s positions traditionally
require mages to don them. In an abstract sense, the Masque
isaseries of spells that conceal a mage’s identity in such a way
that she may easily assume a particular role. Guardians don
the Black Suit to appear to be government agents who
suppress evidence of the supernatural, or take up the Scepter
to assume command of a corporate or government office.
Symbolically, the Masque teaches a mage humility, because
he must suppress his own egotism to fit the part.

The Labyrinth

The Labyrinth is one name for the web of secret societies,
fifth columns and spurious cults that the Guardians of the Veil
create to conceal magic from the unworthy and exert influence
over Sleepers. A novice is initiated through the Labyrinth,
penetrating the Veils of deception until he finds the true order.
Such organizations rarely assert direct command over Sleepers.
Instead, government money pours into black budgets, busi-
nesses can’t succeed without the support of a certain private
club, and Sleeper investigators are diverted to cults willing to
ply them with voluminous, useless information. On the occult
front, the order showers disinformation upon would-be sorcer-

ers and invents prophecies that Guardians will later fulfill. It is
all too easy for Guardians to lord it over their dupes. More than
one mage has become obsessed with garnering temporal power
through the Labyrinth.
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The Guardians of the Veil create many titles. Some are
false elements of the Labyrinth and others exist only to deal
with mages of other orders. In addition, the order may have
secret ranks that are known only to its masters, who do not
profane them by revealing them to the majority. Two titles
are widely known.

Interfector

Interfectors are executioners and interrogators who serve
a Consilium. At official functions, the Interfector is masked.
Mages are expected to ritually deride her by refusing to touch
her or step in her shadow. It is common to rotate mages
through the position (each wears the mask of office) so that
the role retains an impersonal quality. Interfectors are usu-
ally employed by very old or repressive Concilums. The office
grows less common with each passing year, and many mages
argue that it’s obsolete.

Epopt

Epopts (“beholders”) perform two functions. They man-
age the Labyrinth, upholding the order’s network of
influence and misdirection, and they recruit new mem-
bers, sending them through the Veils. An epopt rarely
works alone. She directs other Guardians to support
conspiracies and initiate novices through the three Veils.
Epopts are always experienced Guardians, but they rarely
rise to the highest ranks of the order. The Guardians of
the Veil value the Labyrinth, but try to keep its games at
a distance. Epopts have a tendency to get enmeshed in
the mundane politics of their office, and having tasted
power over the Sleeping world are reluctant to abandon
it for the more esoteric concerns of higher ranks.



e MySTeRIUM

Forget Fallen World governments and occult politics.
Knowledge is power. Over time, mystic lore trumps worldly
ambition. The members of the Mysterium believe their order
to be the purest, because it shuns mundane power. These
mages prefer to seek pure magical knowledge. That doesn’t
mean there aren’t influential mystagogues, as mages of the
Mysterium call themselves. The order does not dictate indi-
vidual ambition, but members of the Mysterium seek out
knowledge first. Power is the welcome side effect of holding
the chief currency of the occult: sorcerous lore.

Thestereotypical Mysterium ca-
bal is a group of lonely sages
minding mouldering grimoires and
corroded Artifacts. There have cer-
tainly been occasions when this image
rings true. Witch hunters and igno-
rance has, throughout history, forced
the order to seclude itself, waiting
centuries for human curiosity to defeat
dogmatism. Old mystagoguesstill tend
ancient library-fortresses, but the mod-
ern order is more adventurous.
Today’s mystagogue is an archaeolo-
gist, cryptographer and master of
riddles who scours ruins. He
soothsays the layout of city streets
and programming codes. But aside
from these puzzles, enemies
threaten the Mysterium. An-
cient curses and cultist bullets

Without the Mysterium, also called the Alae Draconis,
the Wings of the Dragon, the ruling cabal could never have
built the Celestial Ladder. The order grew nearly as mighty
as the Silver Ladder, and restricted access to its collection to
keep challengers from usurping its place. So the order be-
came an architect of the Fall, and destroyed the libraries it
created. Survivors dared to hope that the barbarians they
once plundered had done the same to them, so that Atlantis’
wisdom would spread throughout the world. Order mages
founded their own traditions as they wandered, teaching the

crafts of writing, poetry and

storytelling, imbuing it all with
vital magical symbols. They hoped
that future generations would sift
truth from fiction and Awaken to
Mysterium secrets, renewing the
Atlantean arts.

Modern mystagogues believe they
are that future. The time has come to
collect the secrets of magic from their
prisons of ancient languages, myth cycles
and forgotten crypts. This is the most impor-
tant mission in the world to them. Though
attitudes vary, the order as a whole has little
patience for the sanctity of human history. All
that matters is Atlantis, magic

and the secret codes that lay

hidden in the world. This is
why other mages accuse the
Mysterium of grave-robbery and

try to keep the secrets of Atlantis
submerged and mages ignorant,
and must be dealt with. The mod-
ern  order  values  its
scholar-adventurers as much as
its librarians.

The modern world is a storehouse of secret lore, waiting to
be retrieved, catalogued and developed for the good of the
Awakened. Mysterium mages travel to obscure corners of the
globe to add what lies there to the sum of occult knowledge.
Don’t assume, however, that the order freely shares its hard-
won research. Some knowledge is too dangerous for general
consumption or too valuable to just give away. Exploration
takes its toll in money and lives, and the Mysterium needs
some leverage to fund, staff and protect future quests.
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In Atlantis, the Mysterium’s members were professors and
librarians. Legends describe the Cenacle of Sighs, where
mages could consult the ghosts of savants and vast libraries
written in the tongues of fae, demons, angels and gods. The
ancient order ventured into the hinterlands to learn the
natural sciences and cull the innovations of barbarian states.
These expeditions were almost as martial as they were
scientific, because outlanders (and the night-horrors who
often ruled them) feared and hated the Great City. The early
mystagogues paid for their knowledge in blood, securing a
place of honor in the city’s silver halls.

plundering. But the order calls its
accusers hypocrites, because they are

all too happy to use the knowledge that
Mysterium mages risk their lives to acquire.
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Mysterium members are usually better educated than
counterparts in other orders. The society doesn’t reject
talented, uneducated sorcerers, but such novices quickly
learn the academic skills they need to identify and analyze
arcane treasures. Educated mages aren’t often spared further
training, though, since they need to know how to survive in
uncivilized places and discover occult ruins and well-guarded
lore. Recently, the order has begun to delve into modern
cities, applying the disciplines of sociology and even burglary
to its research. Sleepers, enemy mages and supernatural
monsters bring relics with them to museums, secret lodges
and private homes. Rather than letting these artifacts fall
into disuse or abuse, the order acquires them by expedient
means. These situations require considerable street savvy,
and some of the newest members are recruited to fill this
growing niche.

The order also recognizes that knowledge doesn’t just
collect in dusty tomes and artifacts. The secrets of Atlantis
are encoded in oral tradition and ancient customs. The
Mysterium documents these where it can and scrutinizes
every phrase and gesture for hidden meaning. The secrets of
magic can even be found in modern architecture, film and in
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the sprawling Internet. Investigators have to be careful here,
because much of the time mass media carries arcane mes-
sages at the behest of hidden supernatural players.
Tangential to this calling are the order’s efforts to acquire
secrets that other mages have intentionally suppressed.
Mystagogues may have to play the part of spy, thief and
even art critic to fill the order’s libraries.

The Mysterium’s ethos revolves around its mission to
locate and preserve Awakened knowledge. Order mages
have written several treatises on the subject, but most of
them can be distilled into the following three aphorisms.

Knowledge is power

Without occult knowledge, a mage is nothing. With it,
she knows the secrets of the universe and the funda-
mental problems affecting humanity. The Exarchs
imprison the world by promoting ignorance, be-
cause they understand this truth. Some Mysterium
philosophers would go even further and claim
that knowledge is reality itself, either in the form
of a mystical understanding of the Supernal
World or as patterns of pure information, waiting
to be programmed by the application of suitable

spells. Ignorance, then, is more than a practical 7 7) ) ) )

disadvantage. Believing the illusion makes reality y N\

weaker and the Abyss stronger. ﬁ
Knowledge must be preserved ; % @
After Atlantis fell, humanity stumbled <

into an age of ignorance that crippled {

Awakened and Sleeper alike. The situation
has degenerated to the extent that apostates
and Free Council radicals sometimes claim that .
the Awakened City never existed! The /
Mysterium believes that uncovering and preserv- ) ;
ing humanity’s magical tradition is the only way to
transcend the Fall. Every fragment of arcane lore is a 9 74
tool that mages can use to bind Above and Below, or
at least slow the growth of the rift between them.

Knowledge has a price

Arcane lore is dangerous and is only acquired
at great cost. Accordingly, the Mysterium does
not share its secrets with Sleepers, and mages
must meet certain standards. The order always
demands payment. The best thing a mage can do
is offeran uncommon grimoire or enchanted item
in exchange for what he seeks. Even then, the
Mysterium doesn’t share its knowledge lightly. There
are some books and some secret names that mages
should never know, because they summon up what can’t
be put down or would constitute a weapon sufficient to
destroy the Awakened balance of power. Unlike the
Guardians of the Veil, the Mysterium does not believe in
lying to the unworthy. It merely denies them access to
what they unwisely seek.
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Mysterium rites revolve around the acquisition and pres-
ervation of knowledge. Mystagogues are initiated into greater
levels of trust as they advance, but are expected to uncover
arcane secrets of equivalent value or to dedicate their lives to
preserving them.

The Athenaeum

An Athenaeum is a Mysterium storehouse. Unlike Free
Council Lorehouses, these are secret installations where
mystagogues meet to secure and catalogue their finds.
Athenaea are always protected with strong wards and are the
direct responsibility of a Curator. When an outsider wishes
to view material from the Athenaeum, she must have it
brought to her. She studiés it under guard. There is no chief
Athenaeum; they are created whenever local members of the
order feel the need to do so. Normally, the region governed
by a single Consilium will either possess one of its own or be
adjacent to a region that does.

The Atlantean Mystery

Even individual mystagogues are not granted full access to
the order’s collected lore. The Atlantean Mystery is a series
of ritual initiations that uses divinatory magic to assess a
candidate’s suitability and what she must provide to prove
her worth. Normally, a mystagogue is assigned a task or
sacrifice appropriate to the level of initiation sought. These
trials almost always involve gathering new lore for the order
or confiscating dangerous or stolen occult materials. The
highest lore of the Supernal World, the Abyss and certain

summoning spells typically require the greatest degrees of
initiation.
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Every member of the Mysterium is called a mystagogue:
one who has been initiated into the Mystery of the order’s
lore. The ranks of initiation have various symbolic titles for
each of the five degrees, such as third-degree member. In
addition, there are two other well-known ritles.

Censor

Censors keep hidden lore secret. Other orders resent them,
but acknowledge that certain spells and terrible names could
shatter the Awakened world. The Censors are the most
martial mystagogues, because they must disarm others of
their secrets. The Free Council accuses these mages of being
little more than self-appointed death squads that kill free-
thinking mages. Itis true that Censors have acted on political
motives, but it’s equally true that they have saved the lives of
mages and Sleepers by suppressing destructive occult knowl-
edge. Censors never destroy when they confiscate. Taken
secrets are kept under lock, key and ward in an Athenaeum.

Curator

A Curator must be an accomplished mage (a second-
degree adept or better) and accomplished academic. Curators
who betray the order are killed. Incompetence is punished by
stripping the offender of all her Mystery initiations, and
condemning her to study only the lowest secrets of the order
until she regains her former station.



THE SILVER LADDER

Mages once ruled. Never forget that. Do not believe that
hubris felled Atlantis, that humanity deserved to be cast into
darkness. That is a subtle part of the Lie. Do not let the
Exarchs imprison the dreams of mages as much as they
imprison magic itself. The conquest of reality — the war for
the Imperium Mysteriorum — proceeds as it should. Expand
your perspective and see that the fall of the Awakened City
was just askirmish. A setback? Yes, but there are other battles
to be fought — thrones to topple from the enemy’s Supernal
strongholds. Cast your lot with humanity and with Awak-
ened destiny, and you will embrace
the Silver Ladder.

[t’s a potent promise that
has lasted through the
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by the promises of the Celestial Ladder. To put gods and
demons under the reign of humankind — what greater
promise than that?

Other orders were humbled by the Fall, but not the Silver
Ladder. Although some of them still speak of balance be-
tween the material and spiritual, others use these as words to
justify their desire to wrest the Imperium Mysteriorum for all
humanity. But their enemies are no longer the inhuman
powers of the world. The Exarchs have committed the
ultimate sin and have revealed their weakness. By trapping

humanity in the Lie of Quiescence,

the Oppressors have shown the
resurgent théarchs that they fear
mortal men and women. If

ages, articulated
even as the Exile
forced the théarchs
to gaze back at the ruins of
Atlantis. They say it is fit-

humanity is bound to-
gether to challenge
the Exarchs, they will be
toppled. And so the order bides
its time, promoting the office of

ting that such devastation
should follow a struggle for
the ultimate prize, but hardly dis-

the sage advisor throughout the
world, whispering instructions to
princes, generals and ministers.

couraging, for the Silver Ladder

The Silver Ladder also binds mages

has a potent weapon that the
Exarchs can never possess: Sleepers.
Forall theirschemes, the enemy’s
minions, including the Seers of the
Throne, are slaves concerned with
keeping the Sleeping rabble quiet
and ignorant. The Silver Ladder
claims it supports unenlightened humanity and
spreads the flame of Awakening as much as
possible. The Quiescence makes this prac-
tice dangerous, soitisnecessary torelease
a trickle of the truth so that dedicated
men and woman follow it to the flood of
full Awakening. Mages must be pre-
pared to accept these new apprentices. They
must cooperate to expand Awakened influence and train
themselves for the battle to come. The Silver Ladder wants
nothing less than an army swelled by Sleepers and forged by
conspiracy before it builds a tower to the gods once more.
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The Silver Ladder is used to ruling mages. While they were
not the official lords of Atlantis, they were advisors who held
the balance of power, the Vox Draconis, the Voice of the
Dragon. As priests, viziers and judges of old, the théarchs
upheld the principles of law. To hold together an entire
nation of mages is a feat that has never been matched since,
and the order is rightly proud. When the Silver Ladder’s
judges ruled fairly, they maintained a balance of power
between mages and an unenlightened humanity. As priests,
they advocated a wise balance between material needs and
spiritual desires. Of course, the théarchs had human weak-
nesses even then, and more than any other order were swayed
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together. It reformed the Exile into the
Consilium system and rendered down
countless interpretations of the Art into

a set of customs that all mages may

follow. The orthodox orders usually rec-

ognize the inherent worth of the Silver
Ladder’s direction, though none would
be as vulgar as to call it control. Even when
another order reaches ascendancy in a Consilium, the
théarchs are there, offering skilled advice to Hierarch and
council.
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The order has little patience for error or excessive humil-
ity. Mages should not let arrogance blind their ability to
assess a situation, but they should never make a fawning
display of themselves by taking the blame for events outside
of their control or bowing to an unworthy master. While this
manner causes friction with other mages, it isn’t always a bad
thing. A certain amount of conflict keeps mages thinking.

Therefore, a successful théarch has a slightly brash but
thoughtful personality that cloaks a will of iron. He is
politically adept and his occult prowess is unquestioned. He
does not dwell on the theoretical aspects of magic except
where it would serve his practical needs, but he never uses
that as an excuse to skimp on his studies.

The Silver Ladder does not always prefer such forward
tactics, but it is good for the order to project an image of
strength. In other situations, a light touch is required, but
this should never be applied in a way that calls théarchs’
prestige into question. “Accuse publicly, apologize quietly,”
is a common maxim, but make no mistake: the quiet word is
as carefully plotted as the loud one.



Thé Elemental Precepts describe the legalistic philosophy
that the Silver Ladder espouses. The order has spread this
doctrine among Sleepers and mages for millennia. No au-
thoritative text exists, and they are often taught as a series of
parables or aphorisms.

Diamond: The Awakened are one nation

Diamond is the sanctified, transformed Earth in the El-
emental Precepts, the base upon which all other achievements

rest. Under this precept, mages have a common bond in
Atlantis and the struggle to exalt humanity. This constitutes
anation, and mages are beholden to its laws. Traitors such as
Banishers and Seers of the Throne may be punished righ-
teously. Other mages must respect the Consilium more
strongly than any Sleeper government.

Thunder: Imperium is the right of humanity

The purpose of the Awakened is to secure the Imperium
Mysteriorum — the Sovereignty of the Mysteries — for
humanity. No Exarch or god has the right to control human
destiny, and even natural calamities are an insult to human
divinity. Thunder is energized Air, the life-breath of human-
kind, and the moral duty to seize Imperium is synonymous
with the right to life itself.

Star: The Silver Ladder is the path to victory

The Star is the sign of Supernal Fire, in the form of the
Oracles’ Watchtowers. Silver Ladder mages were the priest-
judges of Atlantis, and it is their prerogative to direct the
fruits of the Star against the Exarchs. The order claims that
its most powerful members receive instructions directly from
the Oracles. Théarchs pledge to arm the Awakened against
the Lie. They therefore deserve the respect and obedience
due the seneschals of the Oracles.

Blood: The Sleepers follow



Blood is living Water and heralds the birth of human
beings, but it is also the sign of a wound. Sleepers are
wounded by the Quiescence and need the direction of the
Awakened to prosper. They must be healed and raised up to
claim the Imperium Mysteriorum. This is a slow, careful
process that must follow the traditional forms of apprentice-
ship.
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The Silver Ladder’s rites are well known because they are
common to all mages. The order preserved the Duel Arcane
and founded the first Concilii. [ts conventions have become
the norm. And yet, there are some traditions that the order
reserves for itself.

Convocation

Every year, all deacons from at least two Concilii gather to
set a common policy for the year to come. This is known as
the Least Convocation. Lesser Convocations occur every
three years, gathering all of the deacons in a larger region
defined by geography and tradition. Theoretically, there are
also Great Convocations (where every deacon on a conti-
nent meets) every five years, but these have not gathered in
over a century (when the European deacons debated the
order’s response to the Free Council). A Grand Convocation
of deacons from around the world is an unfulfilled dream, said
to be the first step to creating a true Awakened nation.

Lex Magica

The Silver Ladder enforces a special legal code among its
own ranks. This constitution governs everything from the
proper relationships between mentors and apprentices to the

circumstances under which a théarch may kill another mage
or Sleeper. These laws are held to be enforceable regardless
of Consilium policy on a given matter. Any théarch of
superior station may pass judgment on minor affairs, but
major crimes such as theft and murder are dealt with by a
lictor.
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The Silver Ladder uses several titles to denote rank and
function. Local tradition dictates many of these, but two are
universal and well known.

Deacon

A deacon directs order affairs within a given Consilium’s
jurisdiction. Many deacons serve as Councilors on a
Consilium’s ruling body. Others do not, allowing another
mage to speak for them; afew even conceal their true station.
Aside from attending annual Convocations, a deacon en-
forces discipline and coordinates the Silver Ladder’s local
efforts to bring mages under strong, central rule.

Lictor

A lictoris a traveling official who enforces the Lex Magica,
acting asjudge and punisher. Lictors are invariably tough and
magically adept. Most lictors travel a circuit and serve as an
informal source of news and rumors about mages in other
regions. A lictor’s judgment is binding upon a Silver Ladder
mage. There is no higher authority to which to appeal. This
power is balanced by the fact that these rootless mages are
forbidden to have apprentices (other than their replace-
ments) or permanent sanctums until they resign.
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" Consider this: The Awakened clutch the ragged threads of
Atlantis ever more desperately or turn to infant theories to
shore up wisdom and power long ago claimed by the Exarchs.
Mages are losers. They dream of a time that can never come,
or of a time that can never come again. To the Seers of the
Throne, it is better to serve the victors than to clutch at
empty dreams of ascension. Better to be a slave to a god than
a beggar among the Sleepers. And it is good, so very good, to
be on the winning side.

The Silver Ladder plays at government and the Guardians
of the Veil spin together cults to confuse the unworthy, but
the Seers of the Throne claim that these are only pale
imitations of true power. When interrogated, they claim to
have first served the Exarchs while Atlantis still smoldered.
They did not claw their way across the Abyss to the Watch-
towers — they were pulled there by the Exarchs and initiated
as prison guards, informants and spies. Since then, they’'ve
grown and prospered, insinuating themselves into Awak-
ened and Sleeping power structures. There, they bulwark
humanity’s Quiescence with their own projects, and block
Awakened attempts to reclaim the Supernal World. They do
notact out of charity, for they believe the Exarchs will reward
their service.

Every member of the order believes in an elaborate con-
spiracy that stretches from the streets all the way to the
Supernal Throne itself: a hierarchy to be climbed and offices
to be won. Their loyal service is rewarded with more power
as they move another notch up the pyramid. Seers believe
that if they truly prove their worth, they can be promoted to
Exarchy itself.

The conspiracy (and hierarchy) is endless, divided into
true and false offices. Even Seers cannot readily distinguish
between the two types. True offices are meaningful within
the greater structure of the order, but false offices have been
created by superior Seers to divert inferiors from the true path
to power. Masters do not trust their lowest slaves, but allow
them to manage affairs with a free hand by creating false
stations. In time, the office’s purpose is forgotten, leading to
a profusion of titles and secret sects. At the lowest ranks, the
value of a rank is very much a matter of opinion, so middle
conspirators form other, informal associations to build and
hold their power base. Secret names, signs and rites abound
on all levels.

Nevertheless, there are regular rumors that give the rest of
the Awakened some idea of the Seers of the Throne’s
structure. The order has modernized to a degree, combining
contemporary titles with the honorifics of ages past. Indi-
vidual cabals are called “pylons.” They compete among
themselves, but also serve a regional “tetrarchy.” At the top
lie the Ministries, concerned with portfolios instead of re-
gions. Even the Seers do not know the name of every
Ministry, but certain symbols and powers mark authentic
representatives (or have been used as deceptions for so long
they have become authentic). Two of them — the Panoptic
and Praetorian Ministries — are responsible for espionage
and war, and are infamous among outsiders.

The Seers of the Throne’s mission is to enforce the
Quiescence by preventing Awakenings, destroying magical

knowledge and subverting or killing mages before they grow
powerful enough to threaten the Exarchs. The easiest way to
gain power in the order is by successfully suppressing magic,
so members pursue it avidly. Seers do relent when they wish
to employ mages to tip an internal struggle in their favor, and
they hoard arcane lore for their own benefit. Ironically, one
of their favored tactics is to provoke mages into casting
vulgar magic in hopes of causing a Paradox. Like the Guard-
ians of the Veil, the Seers suspect that Paradoxes widen the
Abyss, and so make it harder and harder for souls to Awaken.
The orderisnotall-powerful, but its network is vast. A skilled
Seer can bring great force to bear against her enemies,
though it may cost her favors and prestige. Otherwise, Seers
spend this influence upon themselves, accumulating wealth
and political weight in Sleeper political structures.

Even though Seers are the Exarch’s willing slaves, the
Exarchs themselves do not obviously influence the order’s
affairs. Seers believe that when they accrue enough power,
the Exarchs will free them from the strictures of the Fallen
World, and there are always whispers of Seers who have
learned from the Exarchs themselves.
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TheBanishers believe that Awakening isa curse. They are
a loosely organized order of mages who Awakened to horror
or experienced a tragedy through magic and now actively
seek to harm the Art and its practitioners.

Atlantean legends speak of a rebellious order that the
formal orders dubbed the Timori, the “fearful.” Although
this group itself has not survived in any coherent form, its
legacy is often taken up anew by those who hate their
Awakened state or who seek revenge upon all mages. It seems
there is at least one mage in nearly every generation who
claims heritage to past Banishers, and who stirs the fires of
hate again, organizing other scarred individuals or cabals
into joining the cause. The goal is nothing less than the
eradication of other mages and an end to the pernicious
influence of the Supernal Realms over the world. The
Banishers declare that they seek Sleep when their mission is
done.

The average Banisher doesn’t believe in Atlantis or the
Exarchs or think that the Fall was justice from on high,
bringing a prideful humanity down to its appropriate station.
Defying the natural laws of the world through magic is
dangerous, immoral or both. Thus, mages are naturally evil
and cause disasters. Even so, the order embodies two ironies.
The first is that their mages still learn the Arcane Mysteries
to use against enemy sorcerers. The second is that certain
Banishers have been among of the best known and accepted
miracle workers in the world, because they tend to be
formidable exorcists and purifiers.

Banishers usually cling to a religious or ideological posi-
tion. A religious man may treat magic as a wicked tool that
must be wielded to do God’s will. An ardent materialist
distrusts magic as an inexplicable force full of false meta-
phors, but admits that she must study it to contain it, or else
it will pervert scientific progress. Rumors persist that reli-
gious authorities, corporations and governments secretly
fund Banisher cabals. The Vatican is frequently accused of
backing Banishers, but it’s difficult to determine whether a



given priest is just a source of moral support or something
more.

Many Banishers work alone, although they communicate
to share hunting techniques, usually by phone, e-mail and
other methods that allow them to stay a safe distance from
each other. Banishers with a common set of beliefs hunt
together or even form a loose cabal, but they do not easily
cooperate in face-to-face situations, for they often suspect
that their own comrades are actually the enemy.

Banishers regularly target sanctums and Demesnes, killing
mages and destroying their works. They are enemies of all of
the other orders, despised as a rule. Their Awakened hypoc-
risy especially draws other mages’ wrath. To make matters
worse, Banishers receive most of their magical training from
the libraries of their victims, because most of them refuse to
create their own grimoires. To study and then burn a book is
a categorically corrupt act and effectively symbolizes why
other mages hate them. Some particularly nihilistic Banish-
ers go even farther by creating intentionally flawed manuals
and other enchanted items to trick mages into destroying
themselves.
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Aswith any group, the Awakened have a culture of their
own, with its own terminology, customs and mores. The
cultural range covered by the various orders is wide. Even
after several thousand years, the fundamental elements of
this culture remain in place, and modern order mages are just
as aware of them as their ideological precursors thousands of
years ago. Mages from Haiti, China and the United States
might not have anything else in common, but if someone
refers to a “second-degree master,” all three understand the
concept.

Most orders’ mentors include basic mage lore and culture
— rank titles and a basic understanding of the Arcana model
of magic — as part of the inculcation process for new
initiates. After her initiation, a young mage takes on a new
name for the purposes of interacting in the magical world.
This is her “shadow name.”
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~ Words are powerful; any mage knows that. Names in
particular have power, because they are a connection to the
entity they denote. An enemy that can’t be accurately
named is an enemy that can’t be easily targeted with magic.
In response to this potential vulnerability, mages almost
always take a shadow name at the time of their initiation,
hiding their real name from enemies. A mage uses her
shadow name the same way an attendee of a masquerade ball
uses a mask. Not only does it hide her true self, it also
facilitates the mage’s taking on a different persona, ideally
one that is better suited for working magic.

Example: Tamara Hollister is initiated into the Free Council
order. Her master tells her that it’s good to avoid using her birth
name in a magical context, because it makes her somewhat more
vulnerable to those who might use her name to work magic against
her. He recommends that she take another name. She asks him
what her shadow name should be and he insists that she choose it
herself. Her father was a mage and she wants desperately to
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follow in his footsteps. When she was young, he told her fantasy
stories about a utopian kingdom where magic and science were
one, ruled by the beautiful princess Glorianna. In honor of her
father and his dream of a better tomorrow, Tamara chooses
Glorianna to be her shadow name. Her master officially presents
it to her during a naming ceremony.

In some orders it is common for a mage’s instructor to
present the initiate with his shadow name upon indoctrina-
tion into the order, although it grows increasingly common
for mages to choose their own shadow names. All orders use
shadow names to one degree or another.
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" Words of power and true names are intimately tied to
magic. Magic can be expressed through language, but not just
any language — only the High Speech of Atlantis can speak
of the reality of higher worlds. Just as our mundane language
influences our thoughts — favoring some concepts over
others due to how much attention our language provides
them — so were the Exarchs and Oracles influenced by their
language. Since they are said to now reside in the Supernal
World, working their Art to alter its realms, their native
tongue wields power over the Fallen World.

The Atlantean tongue is a language from wizardry’s golden
age. It cannot be read or heard by Sleepers. Disbelief occludes
their minds so that they see and hear only gibberish, or
mistake it for another foreign tongue they don’t understand.
Only the Awakened can fully perceive its runes and under-
stand its syllables. Even if Sleeper archaeologists were to
discover a cache of Atlantean tablets or scrolls, they could
not understand what they held and would probably store
them in the backroom of a museum, awaiting a more thor-
ough study that never occurs.

This “dead” tongue, however, is imperfectly remembered
by even the Awakened. Much has been lost since the Fall,
including complete fluency in the language of the Awakened’s
forebears. It does, however, provide tangible magical ben-
efits when spoken in conjunction with spellcasting, for each
spell can be spoken as a word or phrase, or written with runes.
The language has specific words for entities and concepts no
longer recognized by humans. Simply learning to speak or
write Atlantean is a history lesson in the occult sciences. It
is the ancient language of oaths and bindings, used to force
demons and spirits into servitude or to extract unbreakable
oaths from them.

Atlantean runes are also used to scribe words into talis-
mans and amulets, for the runes give spells a lasting power.
It is the language used to write rotes into a grimoire, since
mundane languages usually lack the proper vocabulary and
grammar to convey magical ideas.

All orders teach initiates the rudiments of the language as
they learn the Arcana.
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Mages judge one another by their knowledge and mastery
of the Mysteries. The degree of respect shown to a mage is
largely dependent on how powerful his magical understand-

ing is. While rank is acknowledged in all orders, its purpose
varies from order to order. Silver Ladder mages may see



gaining rank as the whole point, while Mysterium mages see
it only as a byproduct of how long a mage has known how the
world works.

Older mages are typically assumed to be more powerful,
while younger ones are assumed to be less so (a dynamic that
benefits those who Awakened late in life, but irritates the
prodigies of the mage world).

The Silver Ladder introduced the general conventions of
rank that are used by most (if not all) orders, for ease of
communication if nothing else. These conventions are based
on Atlantean traditions. Most orders also have their own
intra-order ranking systems in addition to the one used across
orders.

Arcanum Dots  Rank

. Initiate

o Apprentice
Disciple
Yy Adep‘l’
Master
cocccet Archmoge

While becoming a master of an Arcanum is a formidable
accomplishment, it’s not the pinnacle of the mage ranking
system. That comes only with mastery of multiple Arcana.

Master of... Rank

1 Arcanum 1st-degree master
2 Arcana 2nd-degree master
3 Arcana 3rd-degree master
efc. efc.

In truly formal titles, amage’s complete Arcana knowledge
might be acknowledged. For example, Morvran knows Fate
5, Life 5, Mana 4, Mind 1, Space 2, Spirit 1 and Time 2.
Hence, he is a 2nd-degree master (of Fate and Life), an adept
(of Mana), a disciple (of Space and Time) and an initiate of
Mind and Spirit. However, for simplicity’s sake, he is most
often referred to as a master, or sometimes (when he isamong
other masters) as a 2nd-degree master.
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" Cabals often come into conflict with neighboring cabals.
The wars of the past caused mages to establish a mediating
body to prevent outright conflict whenever possible, and to
police the Awakened community to prevent the Mysteries
from being despoiled before the eyes of Sleepers. Each region
thus has a Consilium, a judges’ council. Since its original
adoption by mages, the institution has grown into more than
a mediating force. A local Consilium often coordinates the
efforts of the Awakened, especially against the Seers of the
Throne and other enemies.

More often than not, the Consilium oversteps its original
charter and acts more like a central council commanding all
its subsidiary cabals’ councils. This practice, thanks largely to
the need for a unified response to the Seers of the Throne and
the Banishers, is not only accepted by most cabals, but their
council members actually encourage it, hoping to one day be
elected to the Consilium so that they can then wield unlim-
ited power.

“Election” is not a formal process, but simply the consent
of the governed. A powerful mage usually seeks the support
of other cabals in declaring him the Hierarch of the Consilium.

If they agree, he can legitimately claim the title. Contenders
must then challenge him to the Duel Arcane if they wish to
win his place, orelse lobby the cabals to revoke their consent.
In practice, few cabals ever defy the will of the Consilium
Hierarch, for he is a powerful and ambitious mage, and is
likely to remember any slights. No lesser mage wants to have
to fend for his own political survival should his attempt to
overthrow the Consilium Hierarch fail.

Council members are elected in a similar fashion to the
Hierarch, although those not approved by the Hierarch
rarely serve. In theory, member cabals can force the issue and
demand that their candidates be allowed to serve, but again,
few wish to defy the Hierarch so openly.

Of course, not all cabals accept the Consilium’s edicts.
Some are forced to concede to the sheer weight of numbers
arrayed against them, but some cabals are powerful enough to
resist, and many upstarts work under the Consilium’s radar.

So far there have been few attempts to extend the power
of a Consilium beyond its own region. Most alliances and
mergers between the Consilii of separate areas do not last
long, torn apart by the sheer amount of conflicting rivalries
that come to head.

Atlantean customs still set the standard for most Consilii,
especially in how they interact with one another. While this
standard provides some degree of similarity in the workings
of Consilii as far apart as London and Jakarta, there are
nonetheless regional differences that might mask or hide
commonalities from casual guests.

The Consilium, like all political institutions, is about
power. It’s where a mage goes to request favors for tasks he
can’t perform on his own. It also acts as a center of dispute
resolution between outside parties, if the Consilium is re-
spected by both parties and seen as just and objective.
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Most CShsilii are oligarchies, run by the most experienced
mages. Their dictates are law, although few mages are so
foolish as to impose their will upon others without careful
thought and just consideration. If a council is deemed to
oppress the members of regional cabals, they can almost
assuredly expect a revolt or assassination attempt to set
things right. Hence, in practice, most Consilii seem more
like representative democracies. In times of calamity or war,
however, the council’s word is not to be questioned, upon
pain of expulsion or death.

There are a number of formal roles within the Consilium.

Hierarch: The leader of the council. In some Consilii, the
Hierarch is the main authority to which other Councilors
demure, while in others the Hierarch is merely the one who
casts the deciding vote.

Councilor: A member of the ruling council. There are
traditionally four Councilors, for a total of five officers
including the Hierarch, although some Consilii interpret
this as the need for five Councilors in addition to the Hier-
arch. Different Consilii use different schemes for choosing
Councilors, although the tradition is to choose one mage
from each Path, so that each Watchtower has a voice.
Ideally, this also means one Councilor from each order, but
all too often one order dominates with two or even three
Councilors. Another means of election is by cabal, with each



Councilor representing one of the four or five major cabals in
the region.

Provost: One or more mages tasked with ensuring that the
council’s orders are carried out. There is generally one
Provost assigned to each Councilor, usually chosen by that
Councilor, and one Provost who serves the Hierarch.

Herald: A representative of the Consilium to its cabals or
to foreign Consilii. There are as many Heralds in a region as
necessary, although this title usually goes to only those who
are trustworthy, capable of putting the needs of the Consilium
above their own.

Sentinel: An enforcer, either policing the Consilium’s
sanctum or Demesne or warring against the Consilium’s
rivals. As with Heralds, there are as many Sentinels as the
Hierarch and Council feel is necessary for the operation of
the Consilium.
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Ti\ere are many laws by which the Awakened govern the

practice of magic. For the most part, one mage does not dare
to tell another how he should perform his Art, but when
magic endangers others (or the political goals of a powerful
mage or cabal), the practitioner might come under the eye of
the law. Centuries of jurisprudence determine the customs
by which a judge or ruling body, such as a cabal’s leadership
or the Consilium itself, can impose punishments upon a
mage for the malpractice. The vast body of these guidelines
is called the Lex Magica.

A mage could spend years studying the Lex Magica, poring
over past trials and rulings, and still never completely under-
stand the complex network of precedent laid down in centuries
past. Cabal leaders and the Consilium council are given
much leeway in determining the outcome of cases, based on
local needs, but precedent can be brought in by an accuser or
the accused to seek a different ruling. Mage advocates are
generally disdained by other mages, because they are consid-
ered to waste time on legalisms rather than learning magic,
but few mages spurn the need for one should he ever be
accused and brought to trial before the Consilium.

The only general law that all mages must conform to is the
law of secrecy. It is a serious offense to speak of true magic to
the unenlightened or to openly practice it before their eyes.
While the latter brings its own punishment — the lash of a
Paradox — the former also has its consequences. The Quies-
cence curses everything it touches, dampening the spark of
the Supernal. To speak of magic to Sleepers is to risk tainting
it, making it banal through their disbelief. This is an ex-
tremely subtle process, one that mages became aware of over
the course of many years. Some believe that certain magical
powers that can be claimed only by modern archmages were
once in the reach of masters or even adepts. As the secrets of
the Arcana are revealed to the unworthy, they become
increasingly unattainable by even the Awakened. There are
many theories about why this is so, but they are unimportant.
It is simply an ironclad law by which all mages must live.

The Consilium expects each cabal to police its own
membership and levy punishments for those who reveal
magical secrets. Truly grand betrayals might bring the judg-
ment of a Consilium, especially if other mages or cabals are

directly harmed by the offense. Am excessively vulgar dis-
play of spellcraft might anger a rival cabal, especially if it was
performed in their territory, and they might lobby the
Consilium for justice.

The degree of punishment depends on the offense.

e Casting vulgar magic witnessed by more than one
Sleeper: A mild reprimand, accompanied by a form of
penance, such as a night of watch duty or reorganizing the
sanctum library.

e Casting vulgar magic witnessed by one or more Sleep-
ers who then tell other Sleepers about the incident: A
severe reprimand, with more extreme penance, perhaps
including making good on one of the cabal’s debts.

e Casting vulgar magic that leaves behind enduring
evidence of magic, even if Sleeper Disbelief eventually
destroys such evidence: The Consilium council might be
convened (if someone files an official complaint) to decide
the punishment, which might include a term of incarcera-
tion if the mage shows no remorse or regard for consequences.

® Speaking about the Mysteries within earshot of Sleep-
ers: A mild reprimand, as above.

¢ Teaching uninitiated Sleepers about the Mysteries: A
severe reprimand. This does not include intentionally di-
verting Sleepers from the truth, such as the Guardians of the
Veils’ fake cults and covens, used to baffle Sleeper attempts
to discover the truth.

e Publishing secrets that Sleepers might read, including
dissemination on the Internet: A Consilium might convene
to decide the punishment. (Articles written in Atlantean do
not count. It is considered a “safe” language, impossible for
Sleepers to read.)

Note that repeated infractions within a short time period
often lead to incarceration until the cabal or Consilium feels
the mage has learned her lesson.
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Although the-8upernal Realms are beyond the reach of
Sleepers and even mages (except during their Awakenings),
that doesn’t mean that the Fallen World is without its own
enchantments. Certain places in the world attract super-
natural creatures or cause supernatural events, and some
even collect Supernal energy — what mages call Mana —
like grass collects the morning dew. Even a mage’s own home
— his sanctum — can serve as a nexus for mystical activities.
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A sanctum is any place used as a headquarters, living
quarters or work space by one or more mages. Sanctums can
take a variety of forms and serve a range of functions,
depending on the needs of the resident cabal (or cabals).
They typically boast magical fortifications, but that’s not
always the case. The common image of a sanctum is that of
a moderately sized Victorian house, but that paints a very
limited picture. A sanctum can be anywhere: a monastery, a
cave, an underground tunnel system, an industrial park. Any
place a cabal of mages resides is, by definition, a sanctum.

In practice, however, that definition is somewhat simplis-
tic. Most sanctums have been modified with magic to make



them safer and more conducive to the magic of those who
live there. A small sanctum may house only a single cabal.
The largest may provide a base of operation for many times
that number.

Protection is only one of the advantages associated with
living in a sanctum. Residents often have access to arcane
libraries, laboratories, potential mentors and possibly even
stores of tass.

Ideally, a sanctum is located on a Hallow in order to
provide Mana for the resident mages, as well as to fuel any
long-term spells on the structure itself. In the modern day,
the increasing rarity of Hallows makes it difficult to construct
new sanctums atop them, although masters of the Prime
Arcanum have been known to use powerful magic to move
an existing Hallow to a newly built sanctum.

Sanctums vary depending on their function. Not all serve
the same purpose. The oldest of such places are generally
ancestral, sacred sites that have been under the control of
one family, order or cabal for generations. Ancestral sanc-
tums are almost always the heart of a Demesne (see below).
Many of the most sacred oak groves of the druids, for
example, are still in the hands of mages who guard them with
terrifying ferocity. Other ancestral sanctums are located in
Asian monasteries, Turkish opiumdens or even on Polynesian
islands. Ancestral sanctums tend to be intensely conserva-
tive places, and the residents can be overprotective of their
territory. Qutsiders may be allowed in, but are rarely wel-
comed.

Some sanctums serve as common safe houses or defenses.
Any city with asignificant Awakened community is likely to
have at least one. These places are essentially outposts in
enemy territory. As one reflection of this fact, the outside of
a defensive sanctum is as unremarkable as skill or magic can
make it. Stealth spells are often used to minimize the safe
house’s visual or psychological impact. In small towns, the
sanctum may capitalize on the superstition of the less sophis-
ticated and appear “haunted” (although in some cases the
haunting may be real). The entrance to an urban defensive
sanctum may be located in a dark alley whose foreboding
ambiance may have been enhanced through magic. Some
sanctums find it best to stay out of sight completely, possibly
even in tunnels under street level.
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Cabals claim territory. Most often, they’re not defined by
land so much as affinity. Local art museums might be claimed
by one cabal, while universities are the territory of another.
Each cabal’s sanctum is defined by where it sits and its
relation to the land. Mages perceive the magical resonance
of their environment and work to adjust it to their benefit.

If the city plans to build a new freeway right across a ley
line, it’s the cabal’s job to halt that project. Ley lines can’t
simply be rerouted, while freeways can be. If the project goes
through and severs the line, local Hallows might be affected
and regional resonance will change.

Mages often defend a locale’s magical integrity to prevent
alterations from affecting spells and goals. Some Paths are
more tied to the land than others. Acanthus and Thyrsus
revere it, while Moros might ignore it.

In addition to the physical features of the land, there are
also spiritual features. The Shadow Realm looms on the
other side of the Gauntlet, and the actions of its denizens
often affect the resonance — if not the physical features —
of the material world.
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Mages are willful individuals. They are often quite certain
that their way of performing magic (or doing anything else,
for that matter) is the one and only proper way. Putting
several such individuals to a single location can be trying for
all involved. Most mages recognize the advantages of sanc-
tum life, but that only goes so far in alleviating the tensions
that arise between them.

Shared Sanctums

There is safety in numbers, and in the World of Darkness
safety is a rare blessing. In large cities, more than one cabal
canreside in asingle sanctum. The protocols of the cabals are
usually designed to maintain order between the groups.
While one or two members of a particular cabal might
actually own the property, that cabal as a whole is considered
the authority with regards to outside mages.

Building a decent sanctum can be difficult, particularly for
a young or recently formed cabal with no track record. The
irony, of course, is that young mages are the least capable of
establishing their own sanctums and in the greatest need of
the security they provide. Hence, initiates are the prime
targets of established cabal recruiters.
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If a cabal establishes a sanctum on its own, it has only to
keep the place up, maintain the structure’s defenses (magical
or otherwise) and repel those who might be inclined to take
the place. Most of these tasks are handled by designated
group members (or more likely retainers), but non-members
can pay for the privilege of living there through the duties
they perform for the group. In most instances, these duties are
directly related to upkeep and defense — maintaining the
wards on the sanctum’s doors and windows, dealing with the
thing that keeps trying to dig its way up from the sewers,
repelling a cabal trying to access the Hallow. But under some
circumstances, the resident cabal may ask its guests to per-
form some more significant deed or quest to earn room and
board. Quests that could potentially fall under this rubric
might include (but aren’t limited to): bringing back a large
amount of tass with a particular resonance, investigating the
disappearance of another mage living in the sanctum, or
obtaining an important magical text for the library. The
larger, more prestigious or luxurious the sanctum, the more
difficult the request could be. High-end magical lodgings are
hard to come by, after all.
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Few items or substances are regarded by a mage strictly for
their material components. Everything has a subtle side, an
esoteric spiritual or magical nature that defines it just as
much as its physical aspect does. In the case of places, this
ethereal element is called resonance.



Resonance is marked by certain qualities, most often char-
acterized by emotions (hate, anger, joy, sorrow), or more
rarely by concepts (logic, chaos, fascism, democracy). In
other words, places resonate with emotions or concepts,
influencing creatures that live within the place or who come
into contact with it regularly. An asylum for the mentally
troubled, for example, might resonate with a quality of
insanity, ensuring that patients rarely get better. Meanwhile,
an asylum across town might have resonance characterized
by love, in which case patients tend to become empathic and
happy.

Spirits in the Shadow Realm are attracted to resonance
whose qualities are similar to their own natures. They tend
to cluster on the other side of the Gauntlet from such places,
influencing them with spirit powers.

Mages who seek to influence the world through Sleepers
tend to pay a lot of attention to resonance, since it can go a
long way to strengthening the sorts of qualities they want to
foster. Magic cannot directly affect the resonance of a place
(at least not for long), so sorcerers must work to indirectly
alter it over time to achieve the qualities they want. A mage
who seeks others to suffer as he has might torture and murder
people in his basement, turning the place into a well of
despair that attracts spirits of pain and suffering, who in turn
work to influence the area to foster more of the nourishing
pain. On the other side of the spectrum, a mage who seeks
world peace might work to ensure that the resonance around
the United Nations headquarters is calm and peaceful. (It’s
doubtful, however, that a place as prominent as the United
Nations headquarters isn’t watched over by a number of
competing supernatural conspirators, each of which seeks to
inject its own favored qualities into the place.)
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Where the pure force of magic filters down from the
Supernal World (or where pre-existing Supernal energy,
trapped since the Fall, is regularly recycled), it saturates the
local area, supercharging it with enchantment and turning
otherwise natural locales into places where strange things
happen. For those who know how to harness them, such
places are invaluable.

Hallows frequently possess a strong enough flow of magic
that even Sleepers can sense the power of the areas. Hallows
often have a strong allure for both Awakened and Sleeper,
although the latter don’t really understand why. More im-
portantly (from a mage’s perspective) Sleepers are more
likely to Awaken in these sacred places. Not all spots that
evoke powerful sensations are currently Hallows, although
many are, and many more have been in the past and have the
potential to be again if they are properly reopened.

The sensation caused by a Hallow varies depending on the
resonance of its energy. A religious shrine may instill a visitor
with a sense of spiritual awe. A sacred grove might fill her
with adeep reverence for nature. A site where the energy has
been tainted might nauseate people or cause the hairs on the
back of the neck to bristle. Hallows vary a great deal, but they
all share a single tendency: they don’t feel like mundane
space. Fertile or fetid, holy or hellish, there’s no mistaking a
Hallow for any mundane place.
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The strongest Hallows tend to be situated in high places,
such as on mountaintops or the tips of towers. Other Hallows
can occur anywhere, even in the dark between two clefts, or
downadeep pit. There is no predicting where they will occur,
although mages know that high places often host powerful
ones, and so tend to search there.
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The Mana flowing from Hallows is usually pure, though
that is not always the case. Some Hallows have a unique
resonance the moment they begin to flow. In such cases, the
resonance is usually relatively weak, wild or vital. Hallows
can take on another resonance, however, if strong magic is
routinely performed in or near the vicinity. A non-resonant
Hallow might quickly take on a serene or focused resonance
if a mystic monastery is built atop it.

Hallows that gain resonance in this way can lose it as well
if long stretches of time pass without some outside force
reinforcing that resonance. A hundred years is usually enough
time for a Hallow to lose any resonance it may have gained.
If diametrically opposed magic is regularly performed near a
Hallow with the express intent of changing the resonance,
recovery time can be truncated significantly.
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Hallows can be tainted, either through unconscious or
accidental desecration, or deliberately. Strong infusions of
negative emotions, toxic waste or even bad geomantic con-
figurations (what certain eastern mages call bad feng shui)
can result in a Hallow’s primal essence taking on a charge
that makes its energy unpleasant to work with, and that
might even cause spells powered with that energy to manifest
in a twisted fashion.

Tainted Hallows radiate poisonous magic into the sur-
rounding countryside, curdling milk, blighting crops,
sickening animals and children, attracting ghosts and cor-
rupt spirits, and ruining television reception. Misfortune of
all types is more likely to befall those in the vicinity of a
tainted Hallow. Spontaneous fires destroy houses, pregnant
women miscarry, and it’s easier for malevolent spirits to enter
the world.
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While Sleepers have achieved some degree of mastery over
electricity, there remains at least one type of energy that
modern man has yet tounderstand, let alone recognize. Earth
energies, called leys, run in lines and channels throughout
the landscape and even under the sea. The orders claim that
the Atlanteans harnessed this free-flowing energy to power
their ancient machines and build wonders like the Sphinx
and the pyramids.

Ley lines are often linked to Hallows, in that a strong
Hallow is more likely to occur when two or more leys
intersect (although this isn’t always the case). Leys can be
redirected or blocked by altering the geography in a region
(this is often done inadvertently by Sleepers), which can in
turn lower the strength of associated Hallows.

Mages knowledgeable in the Prime Arcanum can channel
the flow of energy from ley lines (sometimes called “dragon
lines”) to facilitate its flow from one place to another. Leys



are important for those mages who practice geomancy or who
need free energy, because they often influence the “tides” of
resonance in a region.

Every mage aspires to live in a Demesne. Demesnes repre-
sent the very pinnacle of what a sanctum can be: A place
beyond the ordinary, free from Paradoxes, where all magic is
covert. Through amage’s own soul sympathy with a Supernal
Realm, a Demesne can itself become sympathetic with that
realm, and so allow the working of magic more freely.

Demesnes are built on the foundation of one or more soul
stones. A soul stone is created when a mage intentionally
distills a piece of his soul into matter. By doing so, the mage
hinders his own ultimate Supernal potential, but gains worldly
power here and now. He erects a Demense with magic (or
convinces a master to cast the spell for him with his stone as
the basis). Mages usually combine their stones to create large
Demesnes.

A soul stone exists as a physical object, placed somewhere
within a Demesne (usually in the most defensible position).
If another mage were to gain hold of a soul stone, he could use
it to siphon Mana from its owner, and he would gain an
astonishing degree of magical sympathy with the victim. No
mage wants to be another mage’s thrall, so soul stones are
usually hidden and heavily guarded. They aren’t always
“stones.” Some take the form of animal parts (such asa bear
claw), books, paintings, jewelry or even children’s toys.
Each stone is unique to its owner.

On the grounds of a Demesne (an area determined by the
number of soul stones in place), magic triggers no Paradoxes.
Sleeper witnesses, however, can still cause a Paradox to strike
if they witness the magic. Demesnes are usually heavily
guarded from Sleeper intrusion.

A Demesne might take the form of a sprawling mansion,
surrounded by a high wall to keep interlopers out, a pent-
house suite reachable only with a special elevator code, a
hidden warehouse, an underground tunnel system, or even a
gated community where all residents are mages or Sleep-
walkers.

Outside of well-traveled or civilized areas, there are many
strange wonders to draw the curious willworker from his
sanctum in search of power, knowledge or mystery.
Although Sleepers like to think they’ve mapped the
world and put everything in its place, they’re unaware
of just how much eludes them. Creatures never
cataloged scuttle through the shadows of jungles,
and even in modern suburbs. Ruins buried under
millennia of silt or sea still await discovery,
hoarding ancient items of power undreamt of
by even modern mages.

During the dispersion from the Fall of
Atlantis, survivors traveled in many direc-
tions, establishing colonies in different
parts of the globe. Signs of their work
appear in some accounts of the past,
and are hinted at in ancient edifices
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whose architecture baffles scientists today. They were seen as
progenitors and fire-bringers to many, carrying the light of
civilization long denied to the rest of the world. In some
places, though, they were reviled as invaders and conquerors,
usurpers of native power.

In every place they went, colonists left behind signs of
their presence, although signs that could not always be
recognized as such by Sleepers. Temples and libraries were
hidden in deep caves and labyrinths, their existence un-
known to those who lived above. Only the Mage Sight could
reveal their entrances, and only the most clever could disarm
all the mystical and mundane traps set to prevent intruders
from gaining access. Some truly amazing places could even
move — teleporting through elaborate Space Arcanum
spells — if thieves ever penetrated their wards, and some
existed (and are said to still exist) in bubbles of frozen time.

Mages, of course, would trade nearly anything to get into
these lost places. The knowledge and treasures hidden there
could promise enough answers to exalt any soul to higher
understanding. Those who could attain the Final Key to the
Mysteries would no longer be bound by the laws of the Earth,
and could stride into heaven in their own bodies. Who
wouldn’t risk the legends of horrible, soul-severing traps or
mind-altering runes to find these vaults of mystical plenty?
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" The physical world is not the only world. Existing within
its same spaces, occupying the same geography, is a state of
existence that is invisible and intangible to physical senses
and bodies. This state is called Twilight. It refers to any
ephemeral being or thing that exists on the same side of the
Gauntlet as physical beings. Twilight ghosts hover over,
beside and even in the same spots as Sleepers who carelessly
tread upon spectral anchors, the places to which ghosts cling.
Spirits that cross the Gauntlet and latch onto a fetter also
exist in Twilight. While the occasional Sleeper might sense
spirit presence as a chill or the hairs on the nape of his neck
rising, he otherwise goes ignorant. Mages have akeener sense
for these things. They know immediately when something
strange is amiss, and can then cast Mage Sight upon them-
selves to identify and scrutinize the threat.

The state of Twilight, the spiritual barrier between the
realms of matter and spirit called the Gauntlet, and the
Shadow Realm of pure ephemera (the twisted reflection of
the material realm) are all part of what mages call the Realms
Invisible. Perceivingand interacting with these states and/or
places, depending on how one wants to define them, requires
magic. All Arcana provide some degree of Mage Sight,
opening a mage’s senses to the supernatural, but the Spirit
Arcanum is the best for examining these phenomena.

Many mages don’t concern themselves with the Realms
Invisible, much as many urban Sleepers give little thought or
care to rural or wilderness places. They simply aren’t part of
the city experience, and so do not justify any attention or
time. The problem is, unlike animals in the wilderness, the
beings of the Realms Invisible often come looking for mages,
and not always in a friendly fashion. Some spirits sense
Awakened souls and seek to be near them, like moths to a
flame. Indeed, ghosts are often drawn to the “warmth” of an
Awakened soul, hoping that it will help warm their chilled

aspect. They might not even know why they come, or might
intentionally haunt mages for their help in destroying an-
chors. Some might even have influence over mages’ souls or
be able to drain energy from them.

Because the unseen world is dangerous, mages need to be
wary at all times. While not all mages can be experts in the
Spirit Arcanum, it certainly helps to have at least one
member in a cabal who is.
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) Sometimes, the strength of the Gauntlet can become so
weak, the barrier so thin, that it fades completely, creating a
Verge, a place where the material realm and the Shadow
connect with no barrier. Material beings can freely enter the
Shadow, and spirits can freely enter the material world
(although the latter become Twilight, unless they have
powers that allow them to materialize into bodies).

Verges are almost always temporary phenomena, opening
foran evening or even an hour and then sealing again. Those
beings that wander across into the neighboring realm can be
trapped on the other side.

No one can truly say what causes a Verge to occur,
although they seem to be connected to certain times of the
year, such as All Hallows Eve or the anniversary of a powerful
spiritual event that occurred in the same place years ago.
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Loci (singular: locus) are places of spiritual power, where
Essence — the food and fuel of spirits — is generated. They
are sort of like watering holes for any spiritual fauna (both
Twilight and on the other side of the Gauntlet). The spirits
are attracted to the quality of spots’ resonance, so they are
dangerous places to those unversed in the lore of the Spirit
Arcanum. Worse — werewolves often claim them as terri-
tory. Woe to the mage who inadvertently stumbles upon a
locus without knowledge of the means for showing proper
respect to a lycanthrope. Nonetheless, shamans often seek
out loci as prime places for summoning or calling spirits.

Hallows, Verges and Loci

A Hallow, a Verge and a Locus all are sepa-
rate, distinct phenomena. While it is possible for
all to occur in the same location, it is rare.
Hallows are places that collect or generate
Mana. Verges are places where the Gauntlet
between the material realm and the Shadow is
non-existent; they are usually temporary,
occurring only at certain times. Loci are similar
to Hallows in that they generate energy, but it is
Essence, spiritual energy, not Mana. Those loci
that occur in areas with a weak Gauntlet are
more prized by spirits and werewolves, but it is
uncommon for them to become Verges.
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Mages rarely focus solely on their localities. They keep
their eyes open to the big picture, to the metaphysical
“geography” of the cosmos. While they exist within the
Fallen World, they yearn for the Supernal World and spend
their days trying to escape the chains that bind them to a
darkening universe.

The Fallen World consists of two realms: the material and
the Shadow. The Shadow is said to be the mirror or reflection
of the material realm, but some say that this is revered, that
the material is the reflection of the Shadow. Others say that
the two realms are inter-causal. Each influences the other in
a continual exchange. The barrier known as the Gauntlet
separates the two realms.

“Above” the Fallen World, if such directions have any real
meaning (some would say “surrounding” or “enclosing” in-
stead), is the Abyss, the broken void of meaningless existence,
a mystical black hole that devours ever more of the Fallen
World with the passage of time.

“Above” (or “beyond”) the Abyss is the Supernal World,
the True World, the Way Things Are Supposed to Be. It is

untouched by the Abyss and holds power over the lower
world. Here is the true home of every soul, the light that
draws and promises to renew them. The Supernal World is
conceived of as endless and eternal. Five realms are known
(the Path realms, described above), but many more are
conjectured. These are known only by virtue of the Watch-
towers, the magical edifices or talismans built by the Atlantean
kings, the Oracles, to restore hope and power to mortal souls
trapped in the Fallen World.

Some mages believe there is another world below the
Fallen World, a place even further removed from the Super-
nal World. This place is called the Lower Depths. It is
theorized that creatures from the Lower Depths might occa-
sionally find their way to the Fallen World, where they
probably need a lot of Mana to survive — Mana best taken
from Awakened sources.

All of these worlds together comprise the Tapestry of
Creation, the total universe. The goal of the Awakened soul
is to ascend to the Supernal World and there struggle to free
all the souls of the Fallen World, and so restore the cosmic
balance that once existed before the hubris of Atlantis
shattered reality.
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CHAPTER TWO:
CHARACTER

“I.can’t GeT a bead on hem — they're moving o0 past!” Glorianna
cried, her automatic pistol outstretched as she Tried To Fmd a
TARGET.

“My sword’s useless,” Arctos said m prustration. “They’re
epheweral, but we can still see thew. Whar gives?”

“They’re only warnng us,” Morvran said, sTanding next 1o the
WO young aages on the stairs oy the ancient shrime. “Ir we keep
gomg, they'll materialize and demonstrate Their TrRue powers.”

“And Those are...?" Arctos said, nervously watching the plymg
snakelike spirits plit about thew m elaborate circles.

“I'm not sure,” Morvran Repllec), seeang unconcerned. “The
Temple guardians bound To these places could have any powers Their
Awakened creators 1bued nto them. There's only one way To pind
out....” Morvan lirred his root, readymg To place 11 on The next
STep.

“Hold on!” Gloriamma said. “Shouldn’t we vote on This or
something? We already have a nice chunk or tass 1o o homwe with.
Do we really need 1o push 11?”

Morvran smirked at his wo charges. “This 1sn’T a democracy —
[ outrank Arctos m our order. And you, Glorianna, were mvited
along under ay leadership. Yes, we really do need To press on.
Quite desperartely.”

Arctos and Glorianna exchanged glances.

“Ub... why?” Arctos sa1d. “Is There something you're not telling
us?”

“Remember The door we entered To Reach This chamber?” Morvran
askeo.

“Yeah,” Glorianna said. “The one with all Those runes?”

“That wasn't a doorway, 1T was a Space porTal. IT closed behind
us. I can’t open 11.”

“What? You mean we can’t o Back?” Arctos demanded.

“Only porward,” Morvran said as he placed his oot down on The
next step, 1o The resultant hiss or a Thousand snakes.



The ordeal of this penetration, comprising an experience of death and annihilation,
is for man alone to attempt, and marks his hour of greatest peril. Either he will be
swallowed up in dementia or he will rise again from it, initiated in the

meaning of theophanies and revelations. ‘
— Henry Corbin, The Man of Light in lranian Sufism

Thischapterintroduces the characters themselves, the mages
who populate the occult underworld of the Awakened. The
process of creating a character is presented, along with the traits
and systems used to conjure him into being. The five Paths that
mages walk in their Awakening are detailed, as well as the tools
modern sorcerers use to work their Art.
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" You are building a character to act as your persona in a
Storytelling game, where the emphasis is on story, drama
and, well, character. It is more important to craft the charac-
ter around your vision of his personality, background and
quirks — from his strange habits to his all-too-human flaws
— rather than putting together the perfect wizard based on
some tactical scheme on how to build the best flame-
throwing witch or demon-conjuring sorcerer.

Your character’s allocation of traits should illustrate who she
is and where she’s been in life — not just after the Awakening,
but from before she knew she could make her imagination real.
What were her hopes and dreams when she was a mere mortal,
subject to the slings and arrows of misfortune? How has she
changed since the Awakening? Does she use magic to fulfill her
lifelong dream, or has she given up those goals to pursue new
ones? The Storyteller can help you form your character by
acting as a sounding board for ideas and questions.

Character Creation Process

Use the character creation rules from the
World of Darkness Rulebook, and add the
following mage template to Awakened charac-
ters during Step Five.

Choose a Path (see pp. 92-106).
Choose an order (see pp. 38<52).

For beginning Arcana, allocate 2 dots in one
Arcanum, 2 dots in a second Arcanum, and 1 dot
in a third Arcanum. Two of these Arcana must
be from your character’s Ruling Arcana (based
on his Path). Finally, allocate 1 additional dot in
any Arcanum.

The character leams six dots of rofes. A rofe’s
rating is equal to the highest Arcanum dots needed to
cast it. The character can choose rotes from any of his
Arcang, although no rote can be rated higher than the

character’s dots in that Arcanum.

Mages can have additional Merits from a

special list (see pp. 80-89).

Morality is called Wisdom in Mage (see pp. 79-80).
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" The concept that describes the character is the bedrock
upon which he is built. No matter how complex or confusing
his choices become over his career, you the player always
have a guiding concept to fall back upon. The concept is a
general idea that tells everyone just what your character is
about.

A concept is generally an adjective and a noun — intrepid
explorer, deviant librarian, callous detective, haunted survi-
vor. [t can be more detailed, if you so choose: “My character
is an ex-cop who was discharged from the force for his anger
management issues. He just couldn’t stand to see crooks
game the system and get off scot-free. He’s got a real vigilante
streak, and now that he can call upon magic, he’s got some
payback to dish out.”

Your character’s concept might include his Path and order,
or you might decide she’s too new to the Awakened world to
have changed her basic foundation to incorporate those
elements. If you're creating a prelude character who has not
yet Awakened, you should devise a concept for a mortal who
has no awareness of magic as a real force she can wield.
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"Now you can transform your decision about character
personality and background into quantitative rules by select-
ing her Attributes. These describe the character’s natural
capabilities. Is she strong? Smart? Charismatic? Stubborn?
Characters have nine Attributes, divided into three catego-
ries: Mental (Intelligence, Wits, Resolve), Physical (Strength,
Dexterity, Stamina), and Social (Presence, Manipulation,
Composure).

The first step is to decide which of these three categories
is primary, the category in which the character most excels.
Then decide which is secondary, the category in which she
is fairly average. The remaining category is the character’s
weakest; it’s tertiary. One character might be a natural
athlete, with Physical as her primary, but who is shy and
naive in social situations — a tertiary Social category. Feel
free to stymie expectations and play against stereotypes —
your athlete might be strong (high Strength), but she’s got no
staying power (low Stamina), and although her Presence and
Manipulation might be low, she could still have a decent
Composure, meaning that she isn’t too good at making
friends but she’s no dupe, either.

All characters begin with one dot in each Attribute, the
basic human capabilities. Five dots are allocated in the
character’s primary category, four dots in her secondary
category, and three dots in her tertiary category. For in-
stance, the athlete has five dots to place among Physical
Attributes, four dots among Mental, and three dots among
Social.



The fifth dot in any Attribute costs two dots to purchase.
If you wanted your athlete to have a Strength of 5, you need
tospendfive dots. (Remember, the first is free, the next three
dots cost one dot each, and the final fifth dot costs two dots.)
\_>‘L /Ll/;\t/{/

" Skills are divided into the same three categories as At-
tributes: Mental, Physical and Social. Mental Skills tend to
represent knowledge and study of the world and are im-
proved through further study and/or practical application.
Physical Skills tend to represent training, improved through
practice and repetition. Finally, Social Skills rely heavily on
interpersonal experience and improve through interaction
with others or through trial and error.

Like Attributes, Skill categories are prioritized into pri-
mary, secondary and tertiary choices. The primary category
receives 11 dots, the secondary category gets seven dots, and
the tertiary category gets four dots. Note that, unlike At-
tributes, characters do not begin with one dot in each Skill
— it is possible to have no dots in a Skill, representing a
complete lack of training in that area. Indeed, this is not
uncommon, since mere mortals cannot learn everything. As
with any trait, the fifth dot in any Skill costs two dots to
purchase.

SeendTree:

e /"4“/'/‘\5&""'//;5//1 ’ ."1[//:"5/

" While characters might'have considerable training in
some field or activity, such as driving vehicles or the study of
the occult, they excel in certain aspects of these. For in-
stance, Jack “Snake” Turner might have a special proficiency
with motorcycles, but not big rigs. He might be able to drive
most vehicles, but most of his experience is with his Harley.
Represented in game terms, such a character may have three
dots in Drive, with a Specialty in motorcycles.

Choose three Skill Specialties for your character during
creation. These should be very specific, though you may
choose more than one Specialty for the same Skill. Using the
previous example, Jack “Snake” Turner might have Special-
ties in both motorcycles and off-road vehicles.
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When a character Awakens, her world changes and she
cannever be the same. She sees things no one else sees, senses
unseen ripples in the currents of reality, and knows of a
higher world closed to most mortals. Her Will is made
manifest in the world — she is magic.

Note that a character cannot possess multiple supernatu-
ral templates, and some Merits are unavailable to supernatural
characters. A vampire or werewolf cannot Awaken, and they
cannot possess many of the magical Merits presented on pp.
80-89.

Path

A mage’s Path represents his innate magical connection to
a higher reality. It is a result of his Awakening. His soul has
journeyed to one of the five Supernal Realms and his name
has been written on the Watchtower there. By means of this
sympathetic connection the mage can draw down the laws of
that Supernal Realm, performing magic.
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A character’s Path colors the aura of his magic, and it often
seeps into his dreams, influencing his imagination and even
behavior at times. His Supernal Realm calls to him and he
feels most at home amidst places or imagery that evoke its
strange lands. Symbology and myths that hint at the places
and presences of his realm are also important and vital to his
method of practicing his Art.

Mages argue over theories about whether one’s Path is
predestined or is chosen by the soul’s own free will. There is
strong evidence for both sides, leaving most to shrug and say
that all things are possible in the Supernal World.

Examine the five Path descriptions presented (see pp. 92-
106) and determine to which Path you want your character
to belong.

Orders

An order is a social organization for the furthering and
betterment of mages, aiding them in honing their practice of
the Art for the purposes and goals to which the order strives.
Most orders claim a truly ancient pedigree stretching back to
fabled Atlantis, although one of them is much more modern
and seeks to unite the scientific and magical worldviews.
While the orders often work together, each espouses its own
goals and practices. These often cause conflict, especially
where ownership of valuable magical resources is concerned.

Although a character can be initiated into an order during
character creation, he can later leave that order and join
another (or go it alone as an “apostate”). Mages who leave
their orders, however, are often reviled by their previous
order and might even be distrusted by members of a new
order. If a mage cannot demonstrate the discipline to stay
with those who first nurtured and tutored him after his
Awakening, perhaps he lacks the necessary resolve to attain
mastery of the Art. Such mages can endanger others, espe-
cially if they are so fickle as to accept any alliance offered to
them. Mages do not make easy friendships; they rely on the
wisdom of their orders to weed out those unworthy of their
attention and time.

Orders teach special magical secrets to their members.
These are similar to Skill Specialties except that they con-
cern only the casting of rote spells, those spells that have
been codified by a master and practiced diligently by a caster.
When casting a rote that uses one of his order’s Rote
Specialties, a +1 dice bonus is gained on the spellcasting dice
pool rolled for the character. Unlike Skill Specialties, Rote
Specialties denote an entire Skill rather than asingle special-
ized function of that Skill. Their benefits pertain only during
the casting of a rote that utilizes the Skill. The Rote Special-
ties are:

¢ The Adamantine Arrow: Athletics, Intimidation,
Medicine

e The Free Council: Crafts, Persuasion, Science

e The Guardians of the Veil: Investigation, Stealth,
Subterfuge

¢ The Mysterium: Investigation, Occult, Survival

e The Silver Ladder: Expression, Persuasion, Subterfuge

Favored Resistance Attribute

The Awakening hones a mage’s mind to razor sharpness,
making him better focused at concentration or rendering
him nearly unflappable by surprises. Mages gain a +1 bonus



to either their Resolve or Composure dots, depending on

their Path.

Path Favored Resistance Attribute
Acanthus Composure
Mastigos Resolve
Moros Composure
Obrimos Resolve
Thyrsus Composure
Arcana

All the phenomena of the universe can be described by the
actions of 10 different principles or elements — the Arcana,
the secrets of Creation. The practice of the Arcana is the
study of the Mysteries, the truth behind the illusions of the
world.

A mage’s understanding of the Arcana and their interre-
lationships is the mechanism he uses to alter reality in
accordance with his imagination. The raw power to do so
comes from his Gnosis (see below); the knowledge of how to
work magic comes from his grasp of the Arcana.

Magic is the drawing down of the laws of a mage’s Path
realm, by virtue of that realm’s Watchtower, and imposing
them onto normal reality. Those laws differ among the five
Supernal Realms. Each realm has a pair of Ruling Arcana,
two poles of the same theme in its material and subtle
manifestations. Each realm also hasasingle Inferior Arcanum,
a principle that is especially weak in that realm. Mages
cannot improve their understanding of their Path’s Inferior
Arcanum beyond the basics (two dots) without aid from a
mage from another Path.

Path Ruling Arcana Inferior Arcanum
Acanthus Time/Fate Forces
Mastigos Space/Mind Matter

Moros Matter/Death Spirit

Obrimos Forces/Prime Death

Thyrsus Life/Spirit Mind

A mage can learn up to the fifth dot in a Ruling Arcana,
or the first two dots in his Inferior Arcanum. To learn the
fifth dot in any but his Ruling Arcana, he must seek instruc-
tion from a mage whose Path provides the Ruling Arcana.
Likewise, to learn more than two dots in his Inferior Arcanum,
a mage must seek instruction from another for whom that
Arcanum is not Inferior. For complete information, see “The
Laws of Higher Realities,” p. 132. If, once a character’s
creation is complete, his Arcana dots exceed those allowed
by his Path, it’s assumed that he received instruction from a
mage of another Path.

Gnosis

Once a character Awakens, he begins to understand real-
ity in terms of its Supernal truths, seeing past the lie of Fallen
World assumptions and paradigms. Gnosis represents his
degree of Supernal understanding, his connection to the
higher world and ability to channel its energies in the lower
world. Gnosis allows a mage to work magic, although how he
works magic depends on his Arcana lore.

A character’s Awakening gives him one dot of Gnosis.
Merit dots may be spent to increase it. The rate is three Merit
dots per one additional Gnosis. In other words, you may
spend three of your seven Merit dots for Gnosis 2, or six of
your seven for Gnosis 3.
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" A beginning character has seven dots worth of Merits,
which may be distributed at your discretion. These traits
should fit the character’s concept. A Thyrsus wilderness
recluse is unlikely to have dots in the Fame Merit, unless it’s
part of his background. A Storyteller may encourage or
disallow certain Merits or even provide a dot for free (perhaps
representing a political contact crucial to the chronicle).
The fifth dot in any Merit costs two dots to purchase.

High Speech

All orders teach their initiates the rudiments of the
Atlantean High Speech. Each member gains the High Speech
Merit (p. 84) at-no cost. Apostates do not gain this Merit
unless one of their initial seven Merit dots is allocated or
experience points are spent to learn it.

See pp. 80-89 for additional Merits available to only mages.
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“Rulesregarding Advantages cafibefoundon pages 90-105
of the World of Darkness Rulebook. What follows is
concerned less with game mechanics and more with the
importance of certain Advantages to mage characters.

Willpower

Spellcasting can be a tricky practice, and mages need all
the focus they can bring to bear to make their imaginations
intoreal things or events. Willpower is a boon to mages when
situations reduce their spellcasting dice pools and they need
aburst of concentration to boost them. As per the usual rules,
spending a point of Willpower gives a mage +3 dice bonus to
aroll.

Masters of an Arcanum can sacrifice a Willpower dot to
create a rote, a tried-and-true spell formulation. Mages’
experience points can be spent to recoup lost Willpower dots
at a cost of 8 experience points per dot. See “Designing
Rotes,” p. 291.

You may spend Mana in the same turn in which you spend
apoint of Willpower. For more on spending Mana, see p. 77.

Wisdom

Onceaperson becomes Awakened, he risks losing equilib-
rium with the real world. His ability to literally make his
dreams come true, to wield raw power over others, isa terrible
temptation. Many succumb to the allure of power and use
their magic for the most petty and banal of activities —
telekinetically lifting the morning paper while magically
brewing coffee — or for their own aggrandizement or wealth,
casually controlling others’ minds or turning lead to gold.
Those who do not earn their way in the world, tempering
hardship with lessons learned, risk falling from the path of
Wisdom.

A mage’s morality is not just a yardstick of his ethics or
psychological stability before adversity. It’s a measure of his
ability to withstand the allure of his own magic, to use it
wisely and only when necessary, and to avoid inflicting harm
on others, especially those who have no awareness of or
defense against magic.

As an optional rule, Storytellers may allow those players
applying the mage template during character creation to
trade dots of Wisdom for experience points. This trade-in
reflects some hubristic behavior the mage engaged in and



learned from (accounting for the added experience points),
but which also scarred her deeply (explaining the loss in
Wisdom). Players may sacrifice one dot of Wisdom for five
experience points, dropping their characters’ Wisdom scores
to as low as five (for a maximum of 10 extra experience
points).

Note that reducing Wisdom in this way also reduces
starting Mana points at character creation.

Virtues and Vices

For all his raw power and Supernal understanding, a mage
is still human. He has all the same triumphs and foibles of a
mortal. Mages have the same Virtues and Vices with which
they began. They rarely change during Awakening, although
the Storyteller might allow you to alter your character’s
Virtue and/or Vice depending on what happened during his
Awakening. Although the essential nature of the Virtues
and Vices does not change for mages, the stakes for engaging
in them are higher. A mage who professes to spread Hope has
an easier time doing so when he can spread wonder with a
word or gesture, but his Vice of Envy s all the harder to
dismiss when he has the power to cause a rival’s downfall.

In addition, whenever a mage engages his Virtue or Vice,
his nimbus — the expression of his magical aura — might

turn visible to others, even Sleepers. See “Nimbus,” pp. 90-
91, for details.

Trial by Fire
Storytellers may choose to allow players a
certain number of experience points to spend

before play begins to represent a portion of their

lives between Awakening and initiation and-the

beginning of the chronicle.
Amateur 0 experience points

Established mage 35 experience points

Veteran mage 75 experience points

Mover and shaker

120 + experience points
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’ Ac'this point your (cﬁaracterk is well delineated, at least in
a rules sense. Now you need to flesh out just what the traits
and dots mean. The essential part of your character isn’t the
rules terminology that describes him, but the dramatic de-
tails that bring him to life. What color is his hair? How would
you describe his features? What mannerisms does he affect?
Do strangers like him when he comes into a room, or does he
go unnoticed?

All these elements can be answered with the support of the
traits you've assigned. Does he have a high Presence? Then
he attracts attention even when he’s not doing anything
particularly notable. Does he have a low Wits? Then he
might take longer to decide what kind of coffee he wants to
order, typically annoying customers in line behind him. Is his
Composure remarkable? Then he’s unflappable, letting in-

sultsslide off him or taking even shocking developments, like
a nearby car wreck, in stride.

Beyond the traits and dots, however, there are quirks and
habits everybody has that go a long way toward illustrating
their uniqueness. Does your character smoke only clove
cigarettes? Does he have a tattoo or body piercing; or is his
grooming impeccable?[she into the latest fashions ordoes he
get his clothes from the Salvation Army?

Finally, how has his Awakening changed any of these
elements? Has he given up smoking, or does he now smoke
a pipe thinking it makes him look wise? Does he walk with a
newfound confidence, or is he still the same old stuttering
wreck? These sorts of questions can be asked in infinite
varieties, and the answers you choose are unique to your
character.
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““A mage’s practice of magic isn’t bland or without affecta-
tion. Each mage adopts a style, either one that is uniquely his
own, one that is colored by his culture, or one that is
representative of his Path or order. Most modern mages mix
and match these influences, although some seek the “purity”
of a single, focused style.

A magical style consists mainly of a symbol set, a group of
signs, seals and symbols the mage likes to use as aids to his
magic, in a similar way to how mudras are used to activate
rotes: as mnemonics for the imagination. In the modern
West, this usually means a hodgepodge of various occult
symbols, from pentagrams to Tarot to Egyptian hieroglyphs
— whatever the mage feels most comfortable with. These
symbols are used to activate the imagination and help
strengthen the mage’s sympathy to his Watchtower. Sym-
bols— even Sleeper created signs — are believed to resonate
with certain Supernal Realms, as are certain belief structures
and myth cycles. (See “Supernal Symbology,” pp. 34-35.)

In some cultures, mages choose to work within the spiri-
tual or supernatural traditions known to Sleepers of that
culture. Mages were once Sleepers, too, and the meaning
these roles and images still have for them was not erased with
the Awakening — it was actually deepened. Hence, it is not
unusual to encounter Christian mages who employ the more
esoteric techniques of their religion, Amazonian shaman
mages who speak with the same spiritual vocabulary as
Sleeper curanderos, or even European mages who immerse
themselves in Nordic runelore. What makes these mages
different from their Sleeper counterparts (besides the fact
that they’re Awakened and can practice real magic) is their
knowledge of the Supernal World and the Atlantean system
of the Ars Mysteriorum — the truth behind the surface.

Your mage character will adopt his own magical style —
even if it’s just an eclectic mixing of all sorts of inspirations.
He can choose symbols. of personal importance to him
(perhaps from before his Awakening), of significance to his
Path’s Supernal Realm (animal totem imagery for the Primal
Wild, for instance), or symbols that exemplify his order (such
as symbols associated with spiritual warfare for the Adaman-
tine Arrow). The choice for your character is yours; no mage
can tell another what style he should use (although that
doesn’t keep many of them from trying anyway...).



Mage Template Quick Reference

For the beginning steps of character creation,
see the World of Darkness Rulebook, pp. 34—45.
The Mage Template summarizes the changes
made to an' Awakened character.

Path

Choose a Path, representing the Supemal
Realm from which the character draws his
magic. This also determines the character’s

ruling Arcana.

Acanthus: The Path of Thistle, Watchtower of
the Lunargent Thom, the Realm of Arcadiq,
Kingdom of Enchantment, abode of the Fae,
ruled by the Arcana of Fate and Time. Enchant-
ers epitomize the tarot trump of “The Fool,”
relying on luck and intuition to guide their way.

Mastigos: The Path of Scourging, Watchtower
of the lron Gauntlet, the Realm of Pandemo-
nium, Kingdom of Nightmares, abode of de-
mons, ruled by the Arcana of Mind and Space.
Warlocks epitomize the tarot trump of “The
Devil,” exulting in unfettered will.

Moros: The Path of Doom, Watchtower of the
Lead Coin, the Realm of Stygia, Kingdom of
Crypts, abode of shades, ruled by the Arcana of
Death and Matter. Necromancers epitomize the
tarot trump of "Death,” remaining steadfast
during change.

Obrimos: The Path of the Mighty, Watchtower
of the Golden Key, the Realm of Aether, Kingdom
of the Celestial Spheres, abode of angels, ruled
by the Arcana of Forces and Prime. Theurgists
epitomize the tarot trump of “Strength,” pursuing
a divine mandate.

Thyrsus: The Path of Ecstasy, Watchtower of
the Stone Book, the Realm of the Primal Wild,
Kingdom of Totems, abode of beasts, ruled by

the Arcana of Life and Spirit. Shamans epitomize
the tarot trump of "The Moon,” following the
allure of passion and impulsive action.

Order

Choose an order, a mystical society of which
your character is a member. If you don’t want
him to join an order, write “Apostate” on your
character sheet. Orders teach their members to
cast rotes more efficiently when using certain
Rote Specialties. See "Rote Specialties,” pp. 75.

The Adamantine Arrow defends sanctums and
cabals with its combat magic. Rote Specialties:
Athletics, Intimidation, Medicine

The Free Council seeks to escape the strictures
of the past and modernize the craft of magic.
Rote Specialties: Crafts, Persuasion, Science

The Guardians of the Veil protects the Myster-
ies from any who would despoil them or dare
reveal them to the unenlightened. Rote Special-
ties: Investigation, Stealth, Subterfuge

The Mysterium searches for valuable lore
hidden throughout the material and invisible
worlds. Rofe Specialties: Investigation,
Occult, Survival

The Silver Ladder desires to establish a proper
hierarchy of the Awakened — with its members
at the top. Rofe Specialties: Expression,
Persuasion, Subterfuge

Favored Resistance Attribute
Based on your choice of Path, give your
character an additional dot in the
Path’s favored Resistance Attribute.

Acanthus Composure
Mastigos Resolve
Moros Composure
Obrimos Resolve
Thyrsus Composure



Mage Template Quick Reference

Arcana
A character gains 2 dots in one Arcanum, 2 dots
in a second Arcanum, and 1 dot in a third
Arcanum. Two of these Arcana must be his Path’s
Ruling Arcana (see above). Finally, the character
gains 1 additional to be placed anywhere. He can
use this dot to learm a fourth Arcanum or to
improve one of his three existing Arcana.

Death: Ghosts, decay and the Underworld.
Fate: Luck, chance, oaths and curses.

Forces: Fire, gravity, storm — energy in all its
material forms.

Life: Power over the organic world of plants,
animals and even humans.

Matter: Stone, metal, plastic — all the inor-
ganic material substances.

Mind: The power to read and control thoughts
and emotions.

Prime: Magic itself — Mana, illusions and
enchantment.

Spirit: Communication with and control of spirits.

Space: Command of distance and space:
teleportation and scrying.

Time: Clairvoyance of the past, divination of
the future, and control over the passage of time.

Rotes

Choose rotes. Spend 6 dots on rotes. A rote’s rating
is equal to the highest Arcanum dots needed to cast
it. The character can choose rotes from any of his
Arcana, although no rote can be rated higher than the
character’s dots in that Arcanum. For example, if he
has Mind 3, Space 2 and Forces 1, he could choose
one Mind 3 rote, one Space 2 rote, and one Forces 1
rote. Alternatively, he could choose three Mind 2
and/or Space 2 rotes, or two 2-dot rotes and two 1-
dot rotes, or six 1-dot rotes, from Mind, Space or
Forces in any combination.

Gnosis
A character’s Gnosis, his enlightened will,
begins at 1, but Merit points may be spent to
increase it. The rate is three Merit points per
extra Gnosis dot. In other words, you may spend
three of your seven Merit points for Gnosis 2, or
six of your seven for Gnosis 3.

Mana

A character’s starting Mana points equal
Wisdom.

Merits

Awakened characters who are members of an
order gain the High Speech Merit at no cost.
They may also purchase the following special
Merits: Artifact (- or higher), Destiny (¢ to +++*),
Dream (- to +===), Enhanced ltem (- or higher),
Familiar (++* or ++++), Hallow (: fo ++++), High
Speech (+), Imbued ltem (-+ or higher), Library (-
to +++++), Occultation (- to +++), Sanctum (+ 1o +++=+),
Sleepwalker Retainer (= to +==++), Status (+ to e=+=-;
Consilium or Order), Thrall (+++)

Experience Point Costs

Trait Experience point cost
Attribute New dots x 5
Skill New dots x 3

Skill Specialty 3
Ruling Arcana*  New dots x 6
Common Arcana* New dots x 7

Inferior Arcanum* New dots x 8

Rote 2 points per dot**
Merit New dots x 2

Gnosis New dots x 8

Wisdom New dots x 3
Willpower 8 experience points***

* The categories of Ruling, Common and
Inferior are determined by the character’s Path.
See "The Laws of Higher Realities,” p. 132.

** Rotes are rated by the highest Arcanum dot
used, so a Forces 3 rote would cost six experi-
ence points to learn.

*** Experience points can be spent on
Willpower only to restore dots lost through
sacrifice (such as when a mage creates a new
rote, p. 291, or performs some other feat that
requires such a sacrifice).
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~" An optional method of play that allows you to get to know
your character better, the prelude depicts the scene leading
up to your character’s Awakening, when his life changes
forever. It's commonly a one-on-one gaming session be-
tween you and the Storyteller, and has the advantage of
allowing both of you to gain a better understanding of the
character and how he’ll be played.

You build the character normally, but leave out Step Five

— he’s not a mage yet. You can even, with the Storyteller’s
permission, go ahead and allocate all your Merit dots, with
the expectation that you can rearrange them after the
Awakening— any old Allies, Contacts or even Resources he
has might evaporate along with his old life once he enters the
occult underworld.

Sters tellng the (,‘71 //;//

Your alarm wakes you, but by the time you groggily turn it off
you realize it's been beeping for over 10 minutes. If you don’t
hurry, you're going to be late for work. Yourush through a shower
and grab a stale donut as you walk out the door, digging the keys
to your car out of your pocket. As you get to the car, you stop in
your tracks and can’t help cursing out loud as you see spray-
painted graffiti scrawled all over the hood, doors and roof. Your
Beemer looks like something you'd see in a ghetto — except that
the graffiti doesn’t look like gang signs. It's weird — skulls and
pentagrams, with odd letters from an alphabet you've never seen.

Preludes bring verisimilitude to your character’s begin-
ning, immersing him in the mundane world in which we all
live. He isn’t even aware of the existence of true magic yet.
While some characters might have a familiarity with the
occult, it’s the sort of stuff anyone can learn from the New
Age section of abookstore. It's of little direct consequence to
the world he’s about to enter.

The important thing at the beginning of a prelude is to
bring your character and his environment to life, to give him
many chances to display his unique quirks. The Storyteller
can impose decisions to force the prelude along, but he
should let you make choices about your character in reaction
to the events presented. You might find out that the charac-
ter likes burgers over chicken. Although this seems trivial, it
determines his choice of lunch venues, adding atmosphere to
what might become the scene of a crime or the place where
an antagonist first singles your character out for trouble.

Once you get into the office and turn on your computer, you
realize that you can’t get the strange graffiti images out of your
head. You decide to ignore the report you're supposed to complete
and start surfing the web, looking for anything like what’s been
painted onto your car. After nearly two hours of fruitless effort,
you come across a page with the familiar skull and pentagram,
depicted exactly as on the hood of your BMW. “The Lodge of
Luminous Night.” What they hell kind of cult is this? To your
surprise, there’s an address — three blocks from your house.

Mage preludes should provide a hint at the sorts of activi-
ties your character can be expected to pursue during the
course of the chronicle. In a sorcerer’s case, he has to track
down mysterious clues and suggestive images, trying to find
their meaning or connection to something of importance to
him. Fights and combat might also play a part, but they’re not

the main focus of Mage — magic is. The prelude should
foreshadow the secretive world of ciphers into which the
Awakening flings your character.

As the moon rises, you wish you'd stayed home to watch
Seinfeld reruns. But then you see someone enter the lodge — the
door is clearly unlocked. It's a woman, dressed pretty well. Not
the sort of cultist you'd expect. You climb from the bushes and
walk casually up the stairs and through the unlocked door, asif you
belong there. There’s a big hall inside, lined with pews. At the far
end is an altar of sorts. The woman, half way up the aisle, turns
to look at you, smiles, and then turns back and keeps walking
toward the altar. You move forward, faster. You feel sweat on
your forehead, but you have no idea why — the temperature is
normal. Your heart’s beating fast, as if you're anticipating an
assault, but nobody is there except the woman. She reaches the
altar and steps behind it raising a silver cup. She smiles at you, not
a friendly smile but a smirk. She’s been expecting you. You stop
and start to back away, hair standing on end for no rational
reason. You feel like an animal backed into a trap. She tilts the cup
and water spills out. As it hits the altar, your entire world is torn
away, leaving you falling into a gulf of nothingness. In the
distance, you hear sounds of laughter. You scream out in anger
and rage — and find yourself standing at the foot of a tall tower
made of iron....

[t sometimes takes but a simple gesture or whispered word
to vaulta Sleeper’s consciousness across the Abyss and to the
Supernal Realm of his Awakening. But even that gesture and
word is steeped in an atmosphere of meaning — even if its
exact significance is unclear to your character. A mood of
numinousness — deep spirituality — prevails, even in the
most infernal Awakenings.

The Storyteller decides, based partly on your character’s
choices, whether the Awakening is a true soul journey (the
mage’s consciousness leaves his body for an eternal moment
to stand in the Supernal Realm to which he will be bound),
or if his Awakening is a mystery play (his consciousness
remains in his body, but the world around him is altered
according to his Supernal perceptions). Both types are equally
valid, and the choice depends more on mood than anything
else.

The culmination of the prelude is the character’s Awaken-
ing and the very first steps he makes with his eyes fully open.
[t is the most meaningful moment in his life, and it provides
tantalizing glimpses at the themes, images and destinies he
will pursue for the rest of his magical career.
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Following your character’s prelude, you’ll want to finish
out the whole process by answering a few questions about
your character, to firm up choices that have been made and
to clear up areas that haven’t yet been decided.

¢ How old are you?

What year were you born and how old were you when you
Awakened? Did your Awakening make you old beyond your
years or are you emotionally a child? Do you look your years?

® What was unique about your childhood?

What were your early years like? Did you get along well with
your family or were your relations troubled? Did you like school,
and if so, why? Did it challenge you or insult your intelligence?
Did you fit in the high school pecking order or were you ostra-



cized? Or did you create a clique of your own, foreshadowing the
members-only world into which you've stumbled? What about
life after school? Was there college or did you go straight into the
work force? Are or were you married? Do you have any long-
term friendships or just acquaintances?

® What kind of person were you?

What were you like before Awakening? A chivalrous example
to all, or a cad? Are you likable to strangers or do people have to
get to know you? Are you rude to those who disrespect you or do
you turn the other cheek?

e What experiences of the supernatural have you had?

When did you first feel the brush of magic? Was it an unlimited
sense of wonder or a nightmare you're still trying to forget? Have
you seen a spirit or a ghost, or witnessed someone do something
that can’t be explained away by the normal laws of physics? Do
you believe the occult to be synonymous with Satan, or are you
more open minded?

® What was your Awakening like?

If there’s no prelude to illustrate it, was your Awakening a
journey of the soul to a Supernal Realm, or a waking dream in
which the world seemed to turn upside down and become unreal?
Was it enlightening or scary (or both)?

® Who was your first mentor?

Who was the first mage to find you upon your Awakening?
Was he helpful or abusive? Did he offer his aid or did you have to
beg him for it? Or did you refuse his offers? Does he hold political
power among the Awakened, or is he a pariah? Are you still loyal
to him or do you prefer to forget him?

* How was your cabal formed?

Were you brought together by chance, design or destiny? Do
you follow a symbolic theme, or have an alliance of mere
convenience? Are you friends or cautious acquaintances? Is there
a rival in your cabal (for power, affection or leadership)? How
loyal are you to your fellow cabal members? How loyal do you
think they are to you?

¢ Do you maintain a sanctum?

Do you have your own sanctum? If not, where do you live and
work your magic? Or do you share a sanctum with others, such
as your cabal or your mentor? Where is it and how obwvious is it?
Are you attached to it or are you looking to move the first chance
you get?

¢ Do you retain any connections to your Sleeper life?

Do your parents and friends still know you? Do you visit them
frequently? What about talking to them over the phone? How do
explain your strange absences .and new obsessions? Do you
involve them in your new work? Do other mages know about
them?

e What motivates you?

What are your goals? Revenge for a past slight? Mastery of an
Arcanum or Arcana? To become Hierarch of the Consilium? Or
do you spurn power for wisdom and spiritual awareness, prefer-
ring knowledge to conflict and wealth? Do you desire to mentor
other mages? Do you want others to Awaken? If you could have
anything you wanted (whichisn’t beyond possibility foramage!)
what would it be?

Adopting a Shadow Name
Mages rarely use their given names among
other willworkers.. It presents a means of

magical sympathy to enemies (it's harder to
work magic at a range against mages whose
names you don’t know), and a means for them
to track down family or bank records. If identity
theft is a potential problem for most Sleepers,
it's a dire problem for mages. For these reasons,
sorcerers adopt a "shadow name,” a moniker or
call name by which others address them and
which they use in their magical work.

The variety of shadow names and the
schemes for devising them are endless. Gener-
ally, a mage takes a name (or accepts one from
his mentor) that is important to him, represent-
ing a concept, person, place or event that gives
him strength, hope and resolve — “Aurora” for
the dawn, "Gray Fox” for an animal totem, “Ten
Thunders” for strength.-lt might be an endearing

term used by a mentor, representing an achieve-
ment of note or a failure from which your
character learned a lot — “"Grasshopper” (of
course), “Arctos” the little bear, “Glorianna” the
little princess. The shadow name is often a
foreign word in Latin, Greek, Egyptian, Persian or
some otherancient tongue — "Avesta” the
eternal flame, “Valetudo” the healthy. Mages
are not above naming themselves after great
philosophers, gods, heroes or even monsters —
“Zeno” the Greek philosopher renowned for his
paradox, “Hecate” the witch, "Tlaloc” Aztec lord
of the waters. Some even create “fantasy”
names like those in novels.

As part of his initiation into an order, a mage
is expected to present his shadow name. Even
apostates adopt shadow names to protect
themselves from sympathetic magical assault.
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invites G§1t11n to play in his Mage chronicle. It’s set
in Boston and involves the fracturing of ancient alliances in
that city due to mysterious magical events. While the old
guard protects what’s theirs and works to foil rivals from
coming to power, somebody has to find out what’s really
going on. What is the whispered Secret Compact and why is
it fraying? Strange things occur across the countryside, and
unless mages unclouded by political concerns can find the
source, the city threatens to become a magical dead zone.
Sam gives Caitlin a blank character sheet, and she spends
some time thinking about what sort of character she wants to
play before she begins writing on the sheet.

CHAPTER TWO: CHARACTER 71



ics, and one into Brawl. Maculda knows how to live off the
land if she must, to move quietly through woods without
alerting man or beast, and can run for miles without stopping
to catch her breath. She can also defend herself if necessary.

Next, she distributes seven dots among her secondary
category, which she decides will be Mental. She places three
dots into Occult, two dots into Crafts and two dots into
Investigation. Maculda has read as much as she can about the
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" Caitlin decides she wants to play a character

who is obsessed with the “Old Ways,” earth
wisdom known to the indigenous cultures
that once lived in the area and which are
now left largely untended or unculti-
vated by modern mages. Caitlin decides
that her character believes that even
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those who profess sympathy with q N = (\‘z area’s supernatural ‘history, knows how to make what she
witcheraft- and -the religion of (// )/ needs to live without need of the modern consumer culture,
Wicca only touch the surface and can search for clues to secrets her occult studies have
of the sort of chthonic lore J not solved.
her character tries t6 un- Finally, she allocates four dots among her tertiary
cover. She calls herself a e L~ category of Social. She puts two dots into Animal
- o qesl (2 2% f  Kenand the final two dots into Expression. Maculda
true witch who speaks to ({ T L‘: ¢ 5 A . p
the ancient spirits of the - Uk /) I\l | /) —/\ canstare downgwdd animal or heel a tame one, and
land from before Euro- />\ Co) ‘/;\\ { — she likes to sing the old songs the land wants to
pean colonists arrived. — A jéﬁ-; E// -\ hear.
Caitlin decides that ‘\_/;, T Y d i Gy iy, ”;/\, BosilBor
her character’s birth /// = VN ? : /E e o~ [ U wur: QRO pectaliy .
name is Elizabeth Dar- 7 / NN /7 Caitlin now declares Maculda’s three Skill
ing but her shadow name '\, w\ S < Specialties, areas of notable expertise. She puts
is Maculda, a word she s o e N -\ one Specialty into Occult: Maculda knows a lot
made up, but which she de- \s\‘\“;\_‘ - // 8> about Witchcraft. Caitlin declares her second
cides is the name of a spirit who 3 BN Z Specialty in Survival: Maculda knows the tricks of
spoke to Elizabeth before her Awak- = ’/// Navigation in the wild, finding exactly the place
ening. == she’s looking for without need of compass or map.
\ - = Caitlin puts her final Specialty in Investigation:

Maculdaknows
something
about Arti-
facts of the
past.
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" Caitlin prioritizes and assigns
Maculda’s Attributes. She wants
her to be earthy and in touch with
her body, so she makes Physical
her primary category. That gives
her five dots to allocate. She puts three into
Stamina, giving Maculda four dots (she begins with one dot
in each Attribute); she is hardy and rarely gets sick. She puts
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one dot in Strength (for two dots total) and the other dot in
Dexterity (also for two dots total).

Caitlin then chooses Social as her secondary category,
figuring that Maculda prefers dealing with others — includ-
ing spirits and animals — over the sorts of analytical abilities
that Mental Attributes imply. She allocates four dots among
these Attributes: two into Presence (for three dots), one into
Manipulation (for two dots), and one into Composure (for
two dots). Maculda has a strong force of personality and a
well-rounded ability to interact with others or resist their
attempts to sway her through peer pressure.

Finally, she allocates three dots among her tertiary cat-
egory of Mental Attributes: one into Intelligence (two dots
total), one into Wits (two dots), and one into Resolve (two
dots). Maculda’s well rounded here, too, with no exceptional
talent or lack thereof.

Lilly

" Caitlin next prioritizes her Skills in a similar manner to her
Attributes. She again chooses Physical as her primary cat-
egory, distributing 11 dots among those Skills. She places
four dots into Survival, three into Stealth, three into Athlet-
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Caitlinnow deals with Maculda’s Awakened self — what
sort of mage she becomes. Her concept already leans heavily
toward the Path of Thyrsus, with its emphasis on spirit magic.
She declares that to be Maculda’s Path.

Since Maculda is obsessed with the past and its secrets,
Caitlin thinks she’d best excel in the Mysterium. She can use
that order’s resources to aid her search, and she already has
good scores in two of that order’s Rote Specialties (Investi-
gation and Survival).

The favored Resistance Attribute for Thyrsus is Compo-
sure, so she adds one dot to that, bringing Maculda up to
three dots in that trait.

Now she chooses Maculda’s Arcana, the heart of how
she’ll work magic. She places two dots in Spirit, the Arcanum
most representative of her character concept, and two more
dots in Life, an Arcanum with strong resonance to witch-
craft. She places one dot in the Space Arcanum. Since two
of these are her Path’s Ruling Arcana, she fulfills the mini-
mum Path requirement. For her final dot, she adds it to
Space, giving her two dots in that Arcanum — Caitlin wants
Maculda to be able to cast sympathetic magic from a dis-
tance.

Caitlin can now choose Maculda’s rotes, the spells she has
trained hard to learn. While she can cast any spell as an
improvised casting, her rotes are easier to cast and require less
exertion of magical power. She gets six dots of rotes. She is
limited to choosing rotes that use the first or second dots of
Life, Space and Spirit; she can’t have arote rated higher than
two dots (since she has only two dots in each Arcanum).

For her first rote, she chooses the “Second Sight” Spirit 1
spell, which gives her the Mage Sight, allowing her to see
supernatural phenomena and study them. Her second rote is
the “Spirit Tongue” Spirit 1 spell, which allows her to speak
with spirits (her order calls this the “Fleshless Speech” rote).
Her next rote is the “Gossamer Touch” Spirit 2 spell, allow-
ing her to touch ephemeral spirits and things.

She decides to turn to her other Arcana for her remaining
dots. She chooses the “Self Healing” Life 2 spell, a literal
lifesaver in times of danger. That’s all six dots allocated.

Maculda’s Gnosis begins at one dot. Although Caitlin
hasn’t yet reached the step where she chooses her Merits, she
decides now that she’s going to spend three of her seven
Merit dots to raise Gnosis to two dots.

Maculda’s Mana points begin at seven, equal to her Wis-
dom.

Caitlin has only
four dots left,
since she al-
ready spent
some on rais-
ing Gnosis.
She uses all four
on the Familiar
Merit to purchase an
embodied familiar. She de-
cides that it is a crow
(although badgers are
meaningful animals
for her, she thinks it
would be hard to
travel with one),
and she allo-
cates its traits
in a similar
manner to her
own. See“Famil-

iar,” pp. 82-83.




Now that all of Maculda’s other traits have been
allocated, Caitlin can figure out her Advantages. Add-
ing Maculda’s Resolve and Composure, she records a
Willpower score of five dots on the character sheet.
Maculda’s Wisdom begins with the standard seven dots,
and Caitlin decides that her Virtue is Fortitude (her
ability to stay the course against the pressures of the
modern world) and her Vice is Pride (she’s a bit full of
herself about being chosen by spirits).

Adding Maculda’s Size factor of 5 to her Stamina of
four dots gives her nine dots of Health. Combining
Dexterity and Composure, her Initiative is 5. Her
Defense is 2, the same as her Wits and Dexterity.
Finally, Caitlin adds Maculda’s Strength + Dexterity +
5 for a Speed of 9.

Caitlin now has a good idea of just who Maculda is —
at least, who she is at the moment. She thinks about her
past and what brought the character to her current
identity. She decides that Maculda was raised in an
upper-middle-class home in the country. Her parents
would commute into the city while she walked across
fields and woods to the local school, sometimes arriving
late and muddy after playing near ponds and streams,
and with a frog in her pocket. Just as she was entering
high school, her parents divorced and Elizabeth
(Maculda’s real name) went to live with her father in
the city. She hated it. The traffic, the lack of greenspace,
the horribly polluted harbor — it all left her yearning
for home in the country.

She began to dream about the meadows and woods,
and in her dreams a she-badger would come to her and
show her all manner of Native American crafts and

to see the she-bad-
ger from her
dreams, her nose

n twitching as
’\&) she took in
NZ= 7 Elizabeth’s

lifeways. She later researched these in books and found scent.

out that they were true — she had learned through Relieved to see
dreams a set of skills that most modern people had ‘ her childhood
forgotten. She became obsessed with these ways, and friend, but worried

that she had passed
out and was hallucinat-
ing, Elizabeth
nonetheless followed the
animal through a tiny
passageway. It was like a
womb and she began to
feelitclosingin upon her,
suffocating her. She cried
out in pain and anger —
and spread wide her arms.
She stood in a wide cave,
the air stirring from some
distant wind. Be-
fore her wasaflat
wall painted

entered college to study archaeology and anthropology.
But she was too much the nonconformist to remain for
long in the ivied halls. She quit school and moved out
near Salem, where some friends had gotten involved in
Wicca.

She found peace in the religion, but it seemed to
offer more than any of her teachers could deliver, a
promise that seemed impossible in the modern world.
She was contacted by a small coven that worked outside
of the local community, an elite group that practiced only
with those who had been invited, those who had shown
some of the serious potential they sought. They brought
her to an old mound they claimed had been used by the
indigenous people to mark the equinoxes. A tight passage
led underground to a small cave that supposedly caught
the moonlight perfectly upon a stone-carved pictogram.

She crawled inside to investigate — and screamed when =2 with ancient
the others sealed the passage shut behind her. Trapped pictograms —
in total darkness, weeping from anger and humiliation at her she knew these to
foolishness, she heard a scuffling sound nearby. Scared at be names. The badger poked a piece of fire-burned charcoal

what might be in there with her, she fumbled for a lighter and at her with its paw, waiting. She picked it up and began to



write her name on the wall, the book of stone, drawing her
name not with letters but with an image: a badger.

Elizabeth woke up in the woods near the mound, with a
vague memory of following a passage she now couldn’t find
anywhere. She scowled, looking for any sign of the coven
that had trapped her, but it was gone. By the entrance to the
mound was an envelope addressed to her with a strange sign
stamped upon it. The image was a bound and locked book
with a visible keyhole in the cover.

Elizabeth was soon initiated into the Mysterium and took
as her shadow name the name of her patron spirit, the she-
badger Maculda. She learned that there were other places
like the mound throughout New England, forgotten and
abandoned, some hidden under modern developments. She
knew that someone had to find them and uncover their
ancient secrets. It seemed like something she’d been prepar-
ing for all her life.

And so Caitlin’s character is ready to go, and Sam is ready
to begin the chronicle.
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Upon Awakening, mages gain new abilities unknown to

Sleepers. Some of these are supernatural while others repre-
sent learned abilities that only the Awakened can train.
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Orderscultivate certain Skills for rote-casting, bequeathed
by their founders. These Skills represent transcendental
knowledge about a mage’s relation to the Mysteries, the
intersection between his common expertise and cosmic
understanding. Just as a Zen master can see the divine in the
ordinary activities of everyday life, a mage sees the super-
natural in the natural.

Whenever a mage’s Rote Specialty is used in rote casting,
his player gains a +1 dice bonus to his casting dice pool. Each
of the orders has the following Rote Specialties.

e Adamantine Arrow: Athletics, Intimidation, Medicine

® Free Council: Crafts, Persuasion, Science

¢ Guardians of the Veil: Investigation, Stealth, Subter-
fuge

® Mysterium: Investigation, Occult, Survival

e Silver Ladder: Expression, Persuasion, Subterfuge

These Rote Specialties can be marked on your character
sheet by underlining the Skill title or by drawing an asterisk
next to it.

Rote Specialties are “coded” into rotes by the creators of
those rotes. Only someone trained in that order’s Rote
Specialties can activate that portion of the rote’s code when
casting the rote. See “Designing Rotes,” p. 291. If a mage
leaves his order, he still retains his Rote Specialties, but they
apply only to rotes created by masters of that order.
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Those who Awaken to the Mysteries can work their will on
the fabric of reality. This magical, empowered will is mea-
sured by Gnosis, the quality separating the Awakened from
Sleepers. Gnosis marks a mage’s connection to the Supernal

World and his Path’s Watchtower. It is the mechanism by
which he can contact a higher reality.

As part of the Mage Template, mages receive one dot of
Gnosis as a result of their Awakening. Additional dots may
be acquired with the expenditure of experience points, or
initial Merit dots can be spent to add extra Gnosis (see p. 66).

A Sleeper whose soul flickers is said to Awaken. He
receivesa blinding flash of insight, but does not gain a Gnosis
rating. This Awakening is temporary unless it is cemented by
the nascent mage’s successful attainment of a Watchtower.
If he fails its tests, his insight fades and he falls back to Sleep.
For those who do succeed and become mages, further in-
creases in Gnosis come with hard work and dedication (i.e.,
the expenditure of experience points).
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Gnosis is a trait rated from 1 to 10 dots. As the measure of
amage’s magical will, Gnosis has the following game effects.

e Players roll Gnosis + Arcanum when casting improvised
spells. Gnosis is the “raw ability” of this formula. While a
mage’s knowledge of a particular Arcanum may vary, her
Supernal power remains a constant. Mages with a high
Gnosis rating are more proficient and powerful improvisa-
tional spellcasters. See “Spellcasting,” pp. 110-129, for
complete details.

® The higher amage’s Gnosis, the more quickly he can cast
elaborate or powerful spells. See “Extended Casting,” p. 121,
for more details on how Gnosis affects the time per roll.

e Gnosis affects a mage’s ability to quickly muster his
innate magical energy, governing how many points of Mana
a player can spend in a single turn. Gnosis also limits how
much Mana a mage can hold within his Pattern. The higher
his Gnosis, the more Mana he can store. See the “Effects of
Gnosis” chart.

e Mages with Gnosis 6 or higher can increase their
Attributes and Skills past 5 dots. The potential of the mage’s
Pattern is increased beyond the mundane, allowing him to
bolster his Mental, Physical and Social capabilities to inhu-
man degrees.

® Mages can maintain only a certain number of active
spells simultaneously, equal to Gnosis +3. The more potent
their Supernal will, the more spells they can keep active. A
mage cannot exceed this limit. If he has already reached i,
he must cancel one of his active spells before he can cast a
new spell.

® Mages can combine spells into asingle casting. The total
number a mage can combine into one casting is limited by his
Gnosis. (He must also have a higher degree of Arcanum
competence than normally required.) See “Combined Spells,”
pp. 128-129, for complete rules.
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e Gnosis determines a character’s potential to gain mas-
tery of an Arcanum and even master successive Arcana. It
alsodetermineshis potential forarchmastery. See the “Arcana
Mastery” chart.

e The higher a mage’s Gnosis, the harder it is for him to
cloak or hide his personal or magical resonance from others.



Anyone scrutinizing the mage or his spells might ‘gain a
bonus to observation rolls; see the Gnosis chart.

® A mage’s odds of causing a Paradox with his magic
increase as his Gnosis rises. His very will is increasingly out
of synch with the Fallen World as his understanding of the
higher world grows. See “Invoking a Paradox,” pp. 123-125.

Effects of Gnosis

Attribute/Skill/ Max Mana/Max Base Paradox
Gnosis  Arcana Maximum Mana per Tum Aura* Dice Pool Time per roll**
1 5 1071 = 1die 3 hours
2 5 11/2 = 1 die 3 hours
3 5 12/3 = 2 dice 1 hour
4 5 1374 = 2 dice 1 hour
5 5 14/5 = 3 dice 30 minutes
6 6 15/6 +1 3 dice 30 minutes
7 7 20/7 +2 4 dice 10 minutes
8 8 30/8 +3 4 dice 10 minutes
9 9 50/10 +4 5 dice 1 minute
10 10 100/15 +5 5 dice 1 minute

* Bonuses apply to anyone who magically scrutinizes the mage or his spells.

** For extended-action spellcasting. See pp. 120-121.

Arcana Mastery
The chart below lists the maximum dots a character can have in an Arcanum per dot of Gnosis that he
possesses. Two of his first three Arcana must be from his Path’s Ruling Arcana.

Arcana
Gnosis  1st 2nd 3dd 4th 5th 6th 7th 8th 9th 10th
1 3 3 3 3 2 2 2 1 1 1
2 4 4 3 3 3 2 2 2 1 1
3 5 4 4 3 3 3 2 2 2 1
4 5 5 4 4 3 3 3 2 2 2
5 5 5 5 4 4 3 3 3 2 2
6 6* 5 5 5 4 4 3 3 3 2
7 e 6% 5 5 5 4 4 3 3 3
8 B B 6% 5 5 5 4 4 3 3
9 *% ** ** 6* 5 5 5 4 4 3
10 *k *k *k * % 6% 5 5 5 4 4

* Six dots represent archmastery of an Arcanum. See “Archmastery,” p. 290.

** 1ijttle is known among the orders about the potential of a mage with this degree of enlightenment.
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Mana is the fmid form of Prime, the prima materia,
Supernal energy filtered down into the Fallen World. Some
of it is residual energy left trapped when the Abyss formed,
recycled over the millennia into a thousand forms, but some
of it is fresh, brought into the world by a mysterious form of
grace from on high.

Mana is an Advantage trait for mages. A mage can hold up
to 10 points of Mana in his Pattern, and he can hold even
more with increasing dots of Gnosis, as illustrated on the
“Effects of Gnosis” chart, p. 76.

Mana itself is normally invisible and intangible, undetect-
able to those without Mage Sight. Any mage standing in a
Hallow can sense its ambient Mana with a successful Wits +
Occult roll. Mages perceive Mana in many different ways. It
is most often described as a fiery, fluid energy, either pure
white or prismatic, containing all the colors of the spectrum.
Some mages perceive Mana as another sort of power or force,
in accordance with their own Path. The particular Arcanum
a mage uses for his Mage Sight often colors the experience.

Mages study the Prime Arcanum to better understand
Mana and learn how to manipulate and use it in their magic.
Tosome degree, all mages wield the power of Mana, but some
are better at storing and using it than others.

The Mana Advantage is rated in points rather than dots.
Mana points measure the Mana resources currently available
to a mage. Players spend points of Mana to allow mages to
perform various feats of magic, including the following:

® Improvised Magic: Casting an improvised spell requires
the expenditure of a point of Mana, unless the primary
Arcanum used is one of the mage’s Path Arcana. See “Impro-
vised Casting,” p. 111.

e Sympathetic Spells: Casting a spell upon a target
beyond sensory range requires the expenditure of a point of
Mana. See “Sympathetic Magic,” pp. 114-115.

® Aggravated Damage: Mages must spend a point of Mana
for a spell to inflict aggravated damage. The mage must first
have the prerequisite Arcana dots to cast an aggravated
effect, as described in the spell descriptions.

¢ Power: Certain spells that significantly alter the laws of
nature or physics might require the expenditure of Mana, as
described in the spell descriptions.

¢ Pattern Restoration: Mages can infuse Mana into their
physical Patterns to heal wounds. The cost is three Mana
points per one bashing or lethal wound. This is an instant
action. Those mages unable to spend more than three Mana
per turn can take as many consecutive turns performing this
action as they need, until they’ve spent all three points. (It
will take at least three turns for a mage with Gnosis 1, two
turns with Gnosis 2, and one turn with Gnosis 3 or higher.)

This is a reverse effect to Pattern scouring (see below). The
number of times a mage can spend Mana to restore his
Pattern within the same 24-hour period depends on his
Gnosis. At Gnosis 1-4, he can do so only once. With Gnosis
5-6, he can perform two Pattern restorations per day. With
Gnosis 7-9, he can do three, and Gnosis 10 allows him to
perform up to four restorations per day.
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Mana is rarely neutral. It is most often stamped with the
tenor or character of a particular type of resonance — its
quality. The place where the Mana is found or wells up usually
determines its quality, but some Mana might be so strongly
stamped that it continues to bear its quality even amidst
conflicting aspects. Mages can attempt to change the reso-
nance of a place and so change the quality of Mana that wells
up there. See “Resonance,” pp. 277-280.

A character’sown Mana takes on the quality of his nimbus,
colored by his Path. See “Nimbus,” pp. 90-91.
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A (rr{age’s ability to spend stored Mana is measured by his
Gnosis: one point per turn per Gnosis dot that he has. A
mage with Gnosis 1 may spend one point of Mana per turn.
Therefore, the mage may cast an improvised spell, but it
cannot be a sympathetic spell or one that delivers aggravated
damage. All those additions would exceed the amount of
Mana that can be spent in the casting.

Mages who reach their spending limit cannot spend any
further points of Mana that turn. Any actions requiring
Mana spending are then impossible.
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( ’fhe r(né\jority of Mana in the world is bound up in existing
Patterns. “Free” Mana is rare. It is found in Hallows, places
that collect it like dew. This makes Hallows extremely
valuable to the Awakened. Mages have fought wars for
control of various Hallows, and still struggle to control the
precious Mana they offer.

® Mages who perform an oblation (a ritual function associ-
ated with Path) at a Hallow can gain Mana points. Doing so
requires an hour of uninterrupted ceremony and a Gnosis +
Composure roll. Each success provides one Mana. Mages
cannot gain more Mana per day, however, than the Hallow’s
rating. (See the “Hallow” Merit, pp. 83-84, for information
on Hallow ratings.) The ceremony should express the sym-
bology of the Path, such as a ritual to recognize the solstices
and equinoxes for Acanthus, or arite of remembrance for the
ancestors for Moros. See “Occult Correspondences,” p. 35,
for ideas on culturally specific myths or religions upon which
a mage could base his oblation.

® Mages can scour their own Patterns to free up Mana. A
mage elects to degrade one of his Physical Attributes by one
dot in return for three Mana points. The lost Attribute dot
is restored one day (24 hours) later. He might burn muscle
mass (Strength), transform nerve impulses (Dexterity), or
convert adrenaline (Stamina). It takes a full turn to perform
a Pattern scouring, during which time the mage can do
nothing but move his Speed.

This is a reverse effect to Pattern restoration (see above).
The number of times a mage can scour his Pattern within the
same 24-hour period depends on his Gnosis. At Gnosis 1 to
4, he can do so only once. With Gnosis 5 to 6, he can perform
two Pattern scourings per day. With Gnosis 7 to 9, he can do
three, and Gnosis 10 allows him to perform up to four
scourings per day.



A mage can elect to instead scour his Health. He suffers
one lethal wound of Resistant Damage and gains three Mana
points. Magic cannot protect against this Resistant Damage,
and it cannot be healed by Pattern restoration or any known
supernatural power, although it does heal naturally at the
normal rate (see “Healing,” p. 175, in the World of Darkness
Rulebook). See “Resistant Damage,” p. 124, for details about
how to mark such damage on the character sheet.

Unlike the scouring of Attributes, there is no limit to the
number of Health scourings a mage can perform in the same
day. The mage can even kill himself by scouring, inflicting a
lethal wound on his last Health box, although he can’t use
the Mana he gains unless he has some means of staying
conscious while he spends the next minutes dying (marking
his wounds as aggravated until he is dead; see “Incapacita-
tion,” pp. 173—174, of the World of Darkness Rulebook).

® Mages don’t like to talk about it, but there is an unsavory
practice that can also yield up Mana to a mage: the blood
sacrifice of a living creature. Animals of cat-size or larger
(Size 2 or more) provide one Mana each, although only one
such killing per day provides Mana. A human provides one
Mana per Health point (an already-wounded victim has less
Mana to yield than a healthy one), but the victim must die;
he cannot be bled until he is close to death. The mage must
inflict the killing blow to gain the Mana — he cannot
stumble across a freshly killed body and claim it as a sacrifice.
Nor can he claim Mana from an accidental death (such as if
he witnesses a fatal car wreck). Only the mage who delivers
the killing blow gains the Mana; other mages who participate
in wounding the victim gain nothing. The killing mage gains
the Mana in the subsequent turn, but it requires an instant
action during which he can move only up to his Speed as he
soaks in the escaping energies (he also loses his Defense). If
he does not perform this action, he does not gain the Mana
and it is lost.

This practice is sure to cause a Wisdom degeneration roll.
While a mage can go on a killing spree to reap Mana, he can
only reap a total amount of blood-sacrifice Mana points per
day equal to twice his Gnosis dots (Gnosis x2).

Example: Angrboda, with Gnosis 5, can gain a maximum
amount of 10 Mana points per day through blood sacrifice. Since
the average human has Health 7 (yielding one Mana per point)
he’d have to kill at least two people to gain his maximum
amount. Even though the second victim might have Health 7,
Angrboda would gain only three Mana from that murder,
since he can gain a maximum of 10 Mana per day in this
manner. The victims cannot be bled for partial Mana. They
must each be killed, and Angrboda must be the one to deliver
the killing blow.

e Mages with dots in the Prime Arcanum have some
additional options for regaining and tapping into Mana. .
See the description of the Prime Arcanumon pp. 219- ;
232 for more information. ey 4], /=

On occasion, Mana congeals or crystallizes into material <
form, known as tass, from the Arabic word for “cup” or although
“goblet.” Tass has no set form. Its shape is dictated by the sometimes tass
nature of where it forms and other unknown currents in is the remains of a

reality. Tass nearly always forms in or around a Hallow, Hallow gone dry and vanished from reality.



Tass might be found in mushrooms growing at the edges of
a magical glen, in the fruit of plants in the midst of a Hallow,
in crystals, or soil, or water from a sacred spring — any of an
endless array of forms. Whatever its apparent shape, all tass is
fundamentally the same: Prime made manifest in solid form,
convertible to Mana and usable by those who understand how.

Edible or drinkable forms of tass are the most prized, for a
mage can convert them to personal Mana points simply by
ingesting them. (It generally takes one hour after ingesting
solid tass before the points are available, or 10 minutes after
drinking liquid tass.) Some mages cultivate gardens near
Hallows or tass-prone spots to take advantage of their fruit or
vegetable yields, or they regularly collect the suffused spring
water in jars for later drinking. Like all growing things,
however, these manifestations of tass vary in potency. Some
are large and full of Mana, while others might be stunted or
bruised, lacking vital essence. The Storyteller judges how
much Mana any particular mushroom, apple or draught of
water yields. A general guideline is one Mana point per
pound of tass food or for every 16 ounces of tass drink.

Tass that can be ingested may be stored for later use,
although fruit must be dried and water sealed or else it rots
like normal fruit or becomes stagnant if left in the open. This
bounty does not last forever, though. It loses its potency at a
rate of one Mana per week after the first week of storage.

The ability to utilize tass in non-edible sources (such as tass
congealed into rocks or tree bark) comes from the Prime
Arcanum. A mage with Prime 2 can draw the Mana bound
up in tass for personal use, either replenishing his Mana
points or using the tass’s Mana directly for magic. Unlike
organic tass, object tass doesn’t lose its potency over time and
can be stored indefinitely until its Mana is tapped.

The Morality trait for mages is characterized as Wisdom,
the ability to balance the needs of this world with a yearning
for the higher world. For the Awakened, morality is the quest
to attain the Mysteries without perishing in their crucible.
Mages who are true to themselves and keep their pledge to
the Mysteries can free their souls from the trap of the Fallen
World. Those who betray themselves or the Mysteries fall
deeper into Endless Night, the maw of the Abyss.

The Awakened have seen a glimpse of the Invisible Truth,
which makes them what they are. Wisdom is the quality
keeping them from mistaking that glimpse as the whole
truth. In many ways, Wisdom is acknowledging how much a
mage doesn’t understand or know. It’s the drive to keep
searching, the ability to remain humble while wielding the
power of the gods. Mages failing to comprehend these lessons
fall victim to their own hubris.

When a mage acts against Wisdom, it’s called an “act of hubris,”
because the equilibrium of the Tapestry ismomentarily obscured by
the mage’s own ego. These are also called “acts of blindness,”
because amage is blinded to the repercussions of his desires. Acts of
hubris are sins against the Morality of Wisdom. See below for the
acts a mage must beware of. In addition, mages are still mortal and
must abide by the same moral tenets as any human, as outlined in

the various sins against Morality in the World of Darkness

Rulebook, p. 91. These sins are reproduced on the chart below, to

emphasize that they, too, are transgressions against Wisdom.

As with all transgressions against Morality, if a mage
commits an act of hubris, a degeneration roll must be made
for him to see if he loses a dot of Wisdom. Mages feel the tug
of their own conscience when they are about the commit an
act of hubris. Their arrogance may allow them to overlook it,
but the Storyteller should always inform a player when a
chosen course of action constitutes an act of hubris for the
character, allowing the player to change it if desired.

A failed degeneration roll means the mage’s player must
also make a Wisdom roll to resist acquiring a derangement.
See the World of Darkness Rulebook, pp. 96-100, for
information on derangements. The new derangement is
linked to the lost dot of Wisdom; it persists until the charac-
ter recovers the lost dot, regaining his moral center and
sufficient Wisdom to overcome the personal flaw.
Wisdom Acts of Hubris
10 Using magic to accomplish a task that

could be achieved just as well without it
(i.e., boiling tea with Forces instead
using the nearby stove). Selfish thoughts.
(Roll five dice.)

9 Magically coercing another so that he
acts against his own free will (he does
notwant to perform the actions the magic
makes him do). Minor selfish act (with
holding charity). (Roll five dice.)

8 Magically coercing another so that he
violates his own moral code (.e., he is
forced to make a degeneration roll).
Injury to another (accidental or other-
wise). (Roll four dice.)

7 Laying a curse on someone. Petty theft
(shoplifting). (Roll four dice.)
6 Forcibly binding an unwilling sentient

being or spirit fo a place (such as through
Mind or Spirit magic) or task (such as
casting a Fate geasupon a subject). Grand
theft (burglary). (Roll three dice.)

5 Magically transforming a person into a
lesser being (fuming a man into a pig)
against his will. Intentional, mass prop-
erty damage (arson). (Roll three dice.)

4 Using magic to harm someone. Draining
another’'s Mana against hiswill. Creating
a soul stone (and hence, Limiting one’s
Gnosis potential; see “Soul Stones,” p.
277). Impassioned crime (manslaughter).
(Roll three dice.)

3 Forcefully abducting and/or exiling
another person (mage or Sleeper) into
the Shadow Realm, or causing her to
become possessed by a spirit against her
will. Planned crime without using magic
(murder). (Roll two dice.)

2 Intentionally preventing an Awakening.
Using magic to murder someone. Casual/
callous crime (serial murder).

(Roll two dice.)

1 Stealing a soul. Utter perversion,

heinous act (mass murder). (Roll two dice.)
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o A mage with a high Wisdom radiates a certain trustwor-
thiness to spiritual beings. A mage with a Wisdom of 9 or 10
gains a +1 bonus on Social rolls when dealing with spirits.
Likewise, a mage with low Wisdom exudes perfidy and
selfishness. A mage with a Wisdom of 1 or 2 suffers a -1 dice
penalty on social rolls when dealing with spirits.

® A mage with a Wisdom of 9 or 10 gains a +1 dice bonus
when contesting or countering the supernatural powers of
Abyssal beings. Likewise, a mage with a Wisdom of 1 or 2
suffers a —1 dice penalty when contesting or countering
Abyssal powers.

e Wisdom helps a mage combat the effects of a Paradox.
The higher the Wisdom, the lower the Paradox’s duration
and the greater the odds that its effect won’t be worsened. See
“Paradoxes,” pp. 268-273.

® Mages with good Wisdom ratings have a better chance
of being accepted for apprenticeship by other mages. Most
mages spend time watching a prospective pupil before they
commit to teaching. They don’t want their power to be
misused, so the candidate must display a proper respect for
the Mysteries and their use. If a mage should suffer Wisdom
degeneration during this time of observation, the teacher
might levy a disciplinary practice or task for the pupil to
perform before he is allowed to begin his studies. If the pupil
had gained a derangement with his Wisdom degeneration,
the teacher is within rights to summarily deny apprentice-
ship.
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hen’ Wisdom is lost through degeneration, the mage
must struggle to regain his equilibrium. Experience points
must be spent to raise his Wisdom. He cannot be awarded a
dot for good behavior or moral acts of contrition, unlike
Sleepers.

Once the Inner Eye of Gnosis has been opened to the
Mpysteries, the repercussions for one’s actions can no longer
be excused through ignorance. The mage’s soul now weighs
heavily with the burden of his choices, and the scales of merit
— the principle of cosmic Judgment as depicted in the Tarot
— canno longer be balanced by naiveté and innocence. The
mage makes his own karma; it is no longer rewarded by luck
or grace.
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Mages are mortal, lacking the supernatural strengths that
inhuman monsters possess. Surrounded by shadows and
deception, they rely on Awakened insight to see forces that
the rest of humanity cannot comprehend or oppose. Modern
mages must rely on their own talents to survive in such a
world. In game terms, these talents are defined by a character’s
Merits, complete with game rules to aid and protect the mage
who has them.

Several of these Merits describe a mage’s connection to
time and the cosmos. Higher powers guide some; deeper
truths lead others. Great heroes answer the call of destiny, or
follow the guidance and wisdom of their dreams. For wizards
who pursue a higher cause, strength often lies in cosmic

forces beyond their ken, but not beyond their calling. Be-
cause they reflect the unique relationship mages have with
magic, the Merits in this section are available to only
willworkers.

Mages who employ their Merits have a greater chance of
surviving a world set against them. Dark and powerful
creatures roam the Earth by night; uncaring and unaware
Sleepers meddle in their affairs by day; rival orders contest
with them for power around the clock. Whatever a mage’s
opposition may be, the Merits listed here aid him in his
insights, actions, and defense... as well as in his journey into
deeper Mysteries.

New Traditions,

New Innovations
Many of the Merits described here are easiest to
understand when described in terms of classic
archetypes. The idea of a sorcerer sequestered in
his sanctum, consulting musty tomes of lore under
the guidance of his white-bearded mentor is an
easy stereotype to imagine. Part of the challenge
of playing a modern mage, however, is finding
new ways to interpret and envision these scenes.
In the modem age, old truths have assumed new
guises. As old methods of magic evolve, Merits
take on new and unusual forms — even while the
game rules behind them:remain the same.

For example, a Free Council mage’s Library
may defy all expectations of magical craft.
Instead of a cellar full of dusty tomes written in
dead languages, it might consist of files copied
onto networks accessed remotely and protected
by arcane firewalls, complete with encryption
routines, compressed archives, and high-
powered search engines. The Free Council mage
might never actually see his Mentor face-to-
face, relying instead on e-mail and chat rooms,
or he may dare to contact her through an
intensely secure webcam.

No matter what a mage's