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a}‘ Storm Constantine

As the Yuletide holly bared its bloody poppets in the lane, she had been married only a four—month. Thomas Gifford was o gentleman
farmer, only 10 years older than she. “He had wed her in the simmering high summer, taken her tiny, sun-gilded hand in his among the corn,
where the regal poppies had shed their crimson gowns like fragile brides. "Her parents had been pleased. Jt was a good match, and they'd feared
their Jeyy Melusine would never catch the eye of a man — she being what she was.

Tt was in the old gray church hidden by yess, that the priest had bound their union. The sun had pressed itsel through the high coloured
windows, and the blood of Christus had flushed her skin, and her pale- linen gowon. “Red: that was the colour she saw most of all in this land
of green and earth. : 7

She hardly ever spoke, which was one of the reasons her father had feared for her future. ZHis oven mother had sometimes whispered that
Melusine, with her fey, faintly inhuman beauty, might be a changeling child. * She's no changeling,” _Melusine's mother woould declare. " Put
the holy cross on her fongue and see -ﬂtE truth of it. She'll make a good wife for a man.”

“True, Melusine was a strong girl and had a way with the beasts of the field. She would work from sunrise till the twilight, yet there
was a strangeness about her., She was not simple, but rather, o stranger among herkind. Poor little CMelusine: she was fair enough and obedient
enough not fo invile fiercer censure.

A first, as _Mistress Gifford, Melusine had resigned to her fate. Thomas was not a cruel man, and i imagined that life with him
would be good for her, She tried to be personable, and murmur words appropriate for a wife. In private, she chattered to the animals, unaware
that sometimes others heard her and puzzled about her behaviour.

She had her ovwn room at the top of a narrow, bwisting staircase Each niﬂh!, she would listen for the creak of the boards that would advise
her of her hushand's approach. "This foo she bore in patient silence. Before Vule, she ran away. :

Al ber life,  Melusing had been haunted. Jt was as if the world was a jar larger place than it seemed, and something immense and
unimaginable would one day be revealed to her. At titmes, the landscape became still, almost unreal. ZHer lungs would squeeze shut and the

air would shimmer before her scalding eyes. She would have to sit down where she stood, afraid et full of a strange desire







On the night she saw the angel, four months afler her marriage, she knew her strangeness had slipped over into something more terrible.
“This was no holy creature like the statues with sad faces and drooping wings that stood quard in the churchyard. “This was a being of five and
storm, whose ¢ijes were smoking flames of madness, whose voice was a howl that broke men’s hearts. Jt manifested from the shadows in her
high, narrow reom i the farmhouse. _Melusine awoke from a dreans she could not recall, and her eyes searched the darkness. Thomas could

be heard snoring in his chamber below. She felt afraid — and almost certain that she was not alone. Then she saw a blu glow in the corner

nﬂhc room, and a .‘il.‘ing sicppuj ’m’fﬁ as Eftuming Lhruugﬁ adoor. Behind the Minﬂ. it seemed, was another world Uffr'qur!. The .:ingd, however,

cast shadows of radiance that eclipsed everything but the immensity of itself. It hissed to ier in a language she could not fathom, then raised
its right hand and pointed at her heart. Al the while, sitver tongues of fire fell from its lips, its hair. Ot was beautiful, but terrible. :—lr could
not be an angel of God.

AMelusine scrabbled her way backward in the bed, until her body pressed against the rough headboard. She uttered little grunts of horror,
her breath puffing on the cold air. Outside, the stars shone like unwinking eyes as God beheld their unholy transaction. M her life, when the
episodes had overtaken her, she had sensed a far—off presence in the fields. Now it had manifested itself bejore her in all its dark glory. Jt had
come for her soul, which all these years had been leading a stolen life in the world of men. “Thomas knew not what he had married. She would
bring a blight and the wrath of the Clurcl upon his house. Vihat could she do but run?

"Thomas, waking from a libidinous dream, stumbled up the stairs to his wife's room and found the door hanging open. “Whinter had invaded
the room with its cold breath, and frost had formed over the furniture. She was not lyingawake with her wide brovon stare, as he was accustomed.
Through the open window, he saw a slight black shadow rippling over his fields and knew that it was she. Something cold, hard and hungry
stole into "Thomas’ heart, “{e was a good man, but a man denied. 221e sensed the “otherness™ in _Melusine and wanted (o laste it, yet lacked

the words to frame this desire.




“She is out among the sheep.” they told him as he ran out into the yard, pulling on his coat. “His people had been awakened by the
“crashing of the great front door, the babbling of the disturbed hens, and the alarmed honking of the geese. She had left chacs in her vake,
and a sense of hersel| lingering on the chill air.

They chased her across the seven~acre field, and over the spreading downs where the heather bunched [ibrous and -flf!_ll'ffflﬁllg. She
flew like a hare before their flaming brands, her feet bare and pale against the crackling, frost-rimed soil. She ran all the way to the village,
and there, they cornered her in the churchyard. Jt was Old _Mag who found her crouched behind a crumbling tomb, her hair hanging over
her wild eyes. “They brought her home. Thomas, u silent presence behind the company, watched his girl-wife struggle in the hold of the
w;mm!. heard her strange mutterings. “What had possessed her? e shuddered. Jn the house, they dragged her up to her room, closed
the window tight, and turned the lock upon her, fast.

Trembling on her bed, Melusine heard them leave the house. She saw the yellowo lights wink ont one by one in the cottages around
the fieldls. She heard Thomas' heavy movements in the kitchen below, and then the more subtle sounds of beetles crawling over the hearth,
of the eracking of the last embers in the fire, and finally, Thomas breath, his weeping.

She was marked, and her fate was inescapable. Jn this colourless world of midnight, even her blood would be black. She leaned her

face against the cold window, and whined beneath her breath.

/I 4 4 7/

Down the wilafing road, on the other side of the r.ﬂ”agr, sat a modest castle of three stories. There, Sir Renaud wqum]s. Tord of
the district, lived. Renaud had inherited his estate at a young age; his father had died only a few months before in a hunting accident, and
his mother had succurmbed to a mysterious palsy three years previously. Renaud was regarded as a handsome, yet insular man. Books

meant more fo him than social gulht:ririqs.

On the lrigjl‘ Melusine ﬂi‘d across the ,‘EEJ(!S, “Renaud sat fufurt a rmr'fug hearth in his hall, rfr'inhilrg mellow ,ﬁu'cr'f;u fhjum’ with the

priest, Eathn' “Rathford. "The i Heard the yelping of the Juy_\ as Thomas’ com pany 5ruu§hf Melusine to earth in the nearb W chu rch_x_m rd,
but paid it Tittle heed. Father Ratheford was holding forth on the superstitious nature of the villagers, and Renand, only hal[-listening,
. odded and smiled at appropriate moments. “ 7 despair of them,” Rathford said. “They are little more than barbarians. The pagan creed

lies in a shallow grave in these parts. i takes little jor them fo go scrabbling at the mould to dig it up again.”

“You have a hard task,” Renavd said politely

After the priest had gone, red-checked and reluctant back to his parsonage, Renaud climbed to the highest room of his castle. The
hour was late, yet he felt languid and at peace. Tu the great hall, his servants snuffed out the candles one by one and the old stones of the
walls cooled themselves to sleep. In one of the circular turrets, Renaud had his workroom. J1 was approached by a precarious, winding
staircase, where ancient dust, fragments of neglected birds' nests, and bat droppings made the climb more perilous. Only one other person
apart from Renaid possessed a ke o the thick, iron-studded door that garrisoned the botlom of the stair. To the servants, it was closed
to one and all.

“The workroom was decorated it a fashion quite different to the rest of Renaud's domain. Colourful rugs from Persia hung upon the
walls and adorned the floors. "The air itself smelled of perfume, a sceut that partially eclipsed a certain sulfurous aroma. Artifacts gathered
by hisancestors from every hidden corer ofthe world reposed in dusty alcoves or crowded upon saqging shelves. (s the young lord entered,

J‘rfiuf; firelight glimmered off yellow brass and iridescent jewels.




steeds wreathed in the smoke of brimstone. “ Face the shadow of chaos in all its repugnance,” Kalid had said. * For within lies the
gold of yjour soul” Renaud could not imagifie ever finding it

Now he rubbed his aching forehead. Zle wanted to work, yet did not. “The anima resists me,” he protested. *J will not find her.”

“Onee the erflr:Jr of the initial chaos recedes, she will be there,” Kalid said. e rubbed his [ingers qufin'm' quic F\‘l“l'{, wm‘.’m{_r
a papery sound. ;

Tt occurred to Renaud that the Arab enjoyed the effects of the vinum nostrum on more than one level. Perhaps one day, when
Renaud himself could control the experience, he would find joy in it too. The elixir was said to be composed of the mercurial waters
of the prima materss — the virgin's milk, the jountain's vinegar and the water of life - yet Renaud had helped prepare it and knew
it comprised the less spiritual ingredients of henbane, belladonma, thorn apple and mandragora — tidbits more suifed to witches'
ointments than to spiritual elixirs

Kalid offered ‘Renaud a pewter goblet, in which the bitter brew shivered. Lord CAquinas raised the philtre to bis lips; the cup
seemed fu.” ufrfr'srrnf‘mn'mrf Toices, a,‘dlshrr.‘lirr_[; Jjwir‘ajhrs. Cfosiilg his cyes, he drank, and drank again Presences waited in the corners
of the rovrn, and the candles bent their flames to the spirits” breath. :

A sparkling mist stole across Renaud's vision, ZHe collapsed backwards into  chair, blinking at the ceiling where an astral
doorway seemed to churn and writhe. “They were waiting for kim; he knew it. CAlready he could hear their gleeful howls and the

thunder of their infernal horses” hooves.
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Thormas told _Melusine she must not run away again. Jt was not safe for a girl out there in the darkness. Some strange beast might come
out of the forest and take her life. v.z’lfdusine. Fenew she wos safe from ay such attack, but bowed her head, with her hair over her erjes She
could ot explain about the ange! and the cold rfr'zap' of its presence.

As soon as Thomas would let her out of the house, she went dovwn to the church with Old _Mag Here the syews, beaded with blood,
Hr’fppcd dew onto the lichened mulch around their roots. Crows shook the branches, flewo rasping info the cold white sfcﬁ. * Snow nnyfrrmm:,"
said Old Mag, lfting a finger to the wind. :

Melusine pulled her cloak: around her. "The world seemed a drab place that day. Ot was too damp, and everything seemed colourless
save the poisonous yew berries and the bloody careass of a slaughtered rabbit that lay half-devoured upon one of the graves. Jnside the church,
Melusine slipped into one of the mist-wetted pews. “Her breath was a heavy cloud bejore her eyjes. She clasped her hands and tried to pray,
but her mind was confused. Jt was not an angel of Christus who had come to her; was she welcome now in this Zouse? “ZHoly Father,
cleanse me of all evil. Protect me...." “Che prayer Seemed hollow, powerless. Melusine kept her exes tightly shut; her forehead wrinkled in
a frowon. She could hear Old _Mag moving nhm:rr the church, arranging the holly brauches and the late-blooming roses in a vase. But someone
else was here. She could sense it, someone sitting right behind her. She could almost feel his breath, a phime of warmih, reaching out to her
through the frigid air. She had not heard the great ook door open, nor footsteps upon the flagged floor. Whoever sat there...

“Mistress Gifford, young (Mistress Gifford, isn't it?”

Melusine's eyes flicked open, “The stooped, dark shape of the priest stood before her; his small, yet piercing eyes fixed upon her like a

bird of prey. * Father...” she managed to whisper.

“The priest smiled, although she sensed a predator edge to the gleam in his eyes. “2 heard you had a bad scare the other night; ended up

here in the churchyard.”

e paused as if waiting for an answer. Melusine could not speak. Helplessly, she twisted her mouth and rolled her eyes, quite aware
of how she must appear to him. ;

“The priest loomed closer. “What frightened you, my child? Vohat chased you through the night?”

She drew awayj from him, clouds of breath puffing in between them. She was terrified that he knew what she was, that he saw her
black core. "Now he was trying to urge confession, which would be followed by accusation, pain, even the flame. Jn her panic, Melusine
still sensed someone behind her, pressing closer, eager and alert. It was almost as if they wished to speak jnr her. The priest leaned forward,
frovoning, perhaps concerned. ZHe must not touch her; if he did, she would scream profanations or spew flies. Then came a sound, like
silver knives clashing. Jt might be laughter, out of place in the church. Jt was certainly not holy. She was aware of a radiant flash in
the corner of her vision, ar;d the metallic clatter of monstrous wings. She carried it with her, around her. The priest could not see it, but
a certain knowing distaste crept into his eyes....

Melusine scrambled from the pews and pushed past the priest. Out, out, into the winter thf, where a murderous coven of crows lifted
from the yews, rasping hysterically. "The sky was full of wings, moving too slow, too fast. And it was there before her on the path — a tall,
shadowy figure; its light closed in against the day, yet still inhuman. Behind her and bejore her. Was there no escape?

She found herself out in the meadows, stumbling past the cows in their shaggy winter coats, skidding in their frost- rimed dung. Bare
trees clawed the colourless sky and the birds wheeled across it in a shape like a crown. Once the ereature touched her, she would be lost.
She would belong to it and whatever tenuous hold she had on being a normal girl would disappear forever. PHer grandriother had been

right. She was a changeling child, born of euil.




“The forest was ahead of her now, its forb r'ddfng branches a puzzle of darkness that would either hide her, or s:'mp[_r.f hold her asa prisoner
until the angel came for her. She had no choice but fo run. The air grew opaque around her. She felt so cold. Stumbling, arms flapping, she
hurled herself into the shadows of the naked trees

Renaud saw the girl from his high vindow. She ran across the fields along the edge olj the forest as if demons from the SAbyss rode behind
her. ZHer terror drew his gaze. What could she be fleeing from? “High overhead, a tangle of crows lifted and fell in a tattered curtain. "Then
the sk was full of falling stars. "The birds scemed to be flickering in and out of reality. The snow had come.

“Behind him, "Kalid stirved in his chair: ™ You are close now, very close.”

There is some fault in me, Renavd thought, ignoring his mentor's remark. Lerhaps J am not destined to follow my parents” work

Perhaps T am boil Arwake and Aslecp, one foot in eack world, never fully in one nor the other. e blinked at the littering snow, his
hand wpon the heavy drapes, and watched the diminutive female figure spin and whirl like a rag on the wind as the weather closed around
her. For a bricf moment, ‘Renaud saw a spiraling column of silver light flicker in the place where he had last seen her, but he could not

be sure. “The winum nostrum sometimes coloured in the world with strange shapes of the mind. e let the drapes fall.

4 ¢4 4 4/

Father Rathford was present for dinner. “J have had a day to try the saints!” he informed “Renaud as they sat down to partake
ofasizzling haunch of beef. A servant heaped steaming scallions onto his platter, while another filled a tankard with fmmin_q ale. " Agues
and complaints, and two deaths in the parish. On top of that, young Gifford's bride taking another strange turn — in the church itself! 7'l
fancy he'llhave trouble with her. Shes touched —or worse.” “These last two words were delivered with a meaningjul scowl. * She’s always
had a strange way with her.”

Renaud tremored, but not on behal o] the unknowen woman. “Rathford's words scemed strangely portentous. “And now the snow has come.”

“More deaths in store, no doubt — sickly childven, doddering ancients and the like.” Rathford tucked into his meal with relish. “You
look tired, m'lord.”

Renaud could do no more than pick at the meat. Jn truth, he felf weary to his soul. "He shrugged.

“Too much peering,” Rathjord announced. ™ Bad for the eyes and the brain. “Put your books away. Vou should get out more. 7 do belicve
you rarely see another body but myself. “Perhaps a comely young wife sould bring joy to these halls. “Think on it. You'll not be short of offers,
'l wager. CA spring wedding, yes...” “The priest’s eyes took on a dreamy cast.

Fortunately, an interruption curtailed the priest’s advice: a heavy knocking at the outer door. Jt boormed throughout the castle. * Someone
in need!” Rathford declared, wiping grease from his chin.

Faie is at the door, Renavd thought, and his flesh turned momentarily hot, then cold. Ze stood up. Presently, o servant came info the
hall and addressed the priest. “There's some folk af the gate for you, Father.”

“Vhat, they come here? Disturb our dinner?” Rathjord's face had gone pink.

“UAnother death, perhaps,” Renavd said. e Jenew it woudd ot b that, “ Show them in,” he told the servant.

Thomas Gifford headed the crew, a landowner fuintly known by Renaud. e remembered the priest's earlier words concerning
SGifford's wife, and knew this must be no coincidence. ﬂft.er agroveling apology to the lord and his quest for interrupting their meal, Gifford

gave an anguished voice to his dilemma. “She's gone, Father, not come back this eve. Old (Mag took her to the church, but she had a




turn and fled into the fields. We have searched, but only
ﬁm‘r:d frve of Morton’s kine stiffand dead in the snow, with
no mark of mjuryy. Of her, there’s no sign. Father, J am
afeared. “What must be done?”

They believe she killed the cors, Renavd thought. Jr
often begins that way, with the death ofanimiats."Though he
had heard little of this story, in his r.n ind he saw the dmmmg
evidence that had been mounting against this unjortunate
Jermale. Ot would consist of small things, but together they
madzadark picture. He wondered, for a moment, whether
she was truly a witch or just some stripling moon-calf,
cursed for her difference. .

“"Thomas, J am aware of your problem,” Rathford
said, sighing heavily. “ Tt occurred fo me this very day that
all vwoas not well with the child. “We must find her, of course,
before more ill befalls man or beast.”

“But what is wrong with her?” Gifford asked, his
words constricted in his throat. “Can it be remedied?”

“The priest got to his feet. * 7 will doall ) can. Sometimes
cuil can be cast out, sometimes not.” “He turned to Renaud

“You must excuse me, ni'lord. “This is urgent business.”

“7 understand. Of course, this poor maid must be ﬂ.mrul. J will na.!umr:f_q lend iy aid to the venture”

T should ot be goiag ont, he thought, as his steward laced up his stoutest boots and brought out his heauy wirter cloak. The effects of
the mostrim seep back into the brain in the hours of darkuess. 7 should speak to Kalid But he had fo see this girl. He thought back to what
he'd witnessed from his high window that afternoon, and knew that he'd seen her vanish inta the forest, and more: (A light seemed to follow
her, an incandescent spirit light, like the “Daemon of a mage.

Outside, the world was hushed and shrouded. Already, the snow lay thick upon the meadows, and although the moon was eclipsed by
the snow-~bearing clouds, the landscape was lit by the ghostlight of the winter blanket. SRenaud's hounds leapt bejore him, yelping like puppies,
as gaunt as werebeasts in the unnatural radiance, "The priest tramped beside him, muttering. They had broken away from the main band to
skirt the forest that bordered the Aguinas estate. SRenaud knew the woods well, having spent most of his days there as a boy. Jjthe girl was
what they believed her to be, perlaps this maiden witch would be drawn to the place where his youthful imaginings had conjured spirits from
the trees. is mind hod enlivened the life force there, and it would perhaps give succour to the girl. Renaud glanced back at the castle, before
they entered the darkness of the trees. A dim light burned in the turret room; Kalid would be waiting for him. No matter. Privilege ofbirth
had protected him from the zeal of the Church, and it was perhaps his duty to offer aid to this wench, whether she had the way of wyrd or not.
Jf he had been born into peasant stock, pcrhaps he too would have been hunted across the land, flruu{jfrl to earth, bound and condemned.

Amid the trees, snowflakes hissed dovn through the canopy. A stag broke cover and thudded away dovon the brackened path

an omen. Renand would pffuw it.




“No night for this,” the priest declared. " fancy she'll be frozen to a stone by daybreak. Perhaps we should return....”

His righteous sanctimony was tempered by physical discomfort. Ze had o hand pressed to his bec[- fattened flank. Renaud paused a
moment, then said, * Father, fear not. Return to Aguinas. J will scour this area. I3 happen upon the maid, J will bring her to you. Jf
not, perhaps the others will find her.” )

The priest looked uncertain. “J should not leave you to sen veh alorie, mord. Jtism g duty to hunt this blighted soul jor the love of Christus
and PHis eternal Father.” :

Renand laughed sweetly. “J know this land better than any. (And J shall not meittion J tramped it alone. Ho back, “Father, seek the warmth
of ty hearth. “The cold does not &iscornM me. Please, J insist. Jf we go any further, you will not be able to find your way back alone in the snow.”

“The priest needed no further encouragement. “He offered a few perfunctory apologies, then turned his steps back fowards the castle. Renaud
watched his fiqure diminish amid the st;jt deluge of snow. “Then he dismissed the priest from his mind and began to jog dovon the forest path,
following the spoor of the stag.

s the forest claimed him, its spirit connected with his soul. e became one with all the Tunters of the past. ZHis sense of smell sharpened,
as did his hearing. On his tongue, he fasted a thousand subtle scents of beast and plant, even the distant taint of human sweat, which told him

n which direction the other men were headed. “is magicks might be weak, perhaps, buthis senses were far greater than those ofhis companions

4 ¢4 4 4/

Melusine thought she must soon dic. She could no longer fee! her toes and fingers, and it grew difficult to keep her eyes open. “The angel
had cornered her in a bower of briars. She had crawled through the thorns seeking a sanctuary, and now a shivering radiance hovered af the
entrance to the barbed turnel. “Perhaps it was waiting for her to come out, or else for her m.dic. What had she done to invite its presence?
She could hear it speaking to her, but its language was a mesh of elemental sounds. “The angel spoke like water running through the forest, the
Jpll of rain, the bustlz of leaves in the wind, and the call of a stag. Part of her wanted to go to i, jor she somehow sensed it would make her
warm again. Another part was afraid. Emerging from this bower of thorns would be like throwing herself over the edge ofa waterfall. CAnd
yet they were coming for her. She could hear their heavy movements through the forest, their hard voices. She could hear everything, even
the progress of the king stag that made its way towards her, jollowed by a hunter. ;

Strange. Melusine's peril seemed in no way connected to the stag, but the beast and its pursuer seemed as one with her all the same. “They
might be ghosts, she thought, or shades of the forest spirit, enacting timeless rituals of life.

Beyond the naked briars, the angel said her name: “_Melusine.” "The name was distinct and perfect, like a word from a song.

Melusine held her breath. Her head swam with the cacophony around her: men's clumsy feet, the breathing of the forest, the crash of
snowflakes against the high branches. She put her burning forehead against her raised knees. How could she be so cold, yet so hot?

“Melusine!” Jt said, more urgently now, as loud as the sky, yet quicter than the scamper of voles. This was the end of her life and she
had a choice. “What would take her? “Thi cold, the hands of men, or the voice ofarrﬁngei? Slowly, she lifted her head. “Her vision boiled with
light. The angel glowed so brightly that all the briars looked like fragile burned sticks before it. She could see the angel clearly now, a tall figure
fmudn’ug low, sitver hair spilling forward, its eyes like white coals Jts face reminded her of a serpent; Eung, with sfaﬂﬁng eijes T her mind,
she answered its summons. " Leave me! 7 dor’t swant to go to Hell”

“There is no “Hell, but in men's hearts,” it replied. “Come forth,  Melusine. Come.unto me. “Do not shut your mind to me, for we are

one, you and J."




Shie knew then, in an instant of blinding clarity, that this brilliance was indeed hers. Jf she reclaimed it — and she had no doubt it woould
be reclamation — the strangeness of the world would make sense to her. The ﬁ:eiings she had, the differences she possessed, would pbil‘ tagetfnzr
into a single, shiring whole. She could escape her fate, and if doing so was the Devil's work, then so be it. She did not want to die here in the
chilled dark, nor upon a witch's pyre. She mould.ﬁzﬂ backwards into the arms of Fate and see where she landed.

Numb as she was, Melusine found if hard to move. Gradually, she uncurled ferselfand crawled towards the angel. s hands reached out

to her through the taloned branches. When she took that shining hand in hers, she would rise up with: renewed strength. She would be reborm. So
close now... She could see the clearing beyond! the briars, und her head was full of a rushing sound. She lifted one hand, reached out.

A stay crashed through the frozen bracken into the clearing. Cven the angel hurned to see it: a magnificent beast, the primal archetype
of all stags. Jts flanks ran with stearming svweats its eyes rolled, and it bowed its regal head with exhaustion, its antlered crown Kissing the carth,
Behind it came thehunter. 2He worea long, flapping cloak, and his hair hung wild around his shoulders. ZHe could beno mortal lord. Melusine
ekt overwhelmed rather than afraid. Without thinking, she scrabbled her way through the final barrier of thorns and threw herself against the
angel. The breath: left her body and she was swept up into a place beyjond heat or cold. Sometimes, she had [elt this way when Thomas had
come to her bed and their urion had been eclipsed by dreams of a far=off, shadowy presence. Jt was all this and more. The angel was inside
her and she inside it. “When she stood, she would be eight fect tall and shining. "The man who pursued the stag was fer hunter, as much.as the
angel was her angel. s her mother had once told her, three herbs apart possess little strength, but grind them together and they betome
something beyond themselves, mach greater.

“Renand stood at the edge of the clearing. e was as the “Red Slave approaching the White Worman, the body of the alchemist approaching
all that is celestial and pure within his soul. She was queen of the snow, and above the trees, the sun glared alongside the moon, his light devoured
by ravens. 7 furve come horire, Renaud thought, and dropped to one knee. Al this time, he had searched jor the Daemon in a goblet of alchemical
potions, yet here she was, out in'the forest all along. Z21e had beer blind, lost, And so had she, attaching herselfto some strip ofa girl, some pathetic
wilchling pursued by all that was gross and imypure. The time had come for thern to conjoin. The Daemon would take him by the hand and lead
him into the reatms beyond fumman thought, where all the arcana of his CArt would be revealed to him — at last,

She canic towards him, drifting above the white~starred mulch. ZHe dared to look upon lier and was surprised to see she did not seern wholly
fernale, but certainly not male cither. HMis heart sjearnied for the bonding. “He stood up to face her, opening his arms to take that light iusto his bod ly.

144 4

Kalid sat alone in the high tower, listening to the sounds of the fat priest picking at the remains of his meal. “The magus pressed the fingers
of one hand against his ¢ yz.;. tristtering words jrom an ancient hermetic work: “J Hermes, cause to come out to thee, O Sm, the spirits of
thy brethren, the plancis, and J mabke thent for thee a crown, the like of witich was never seen; and 7 cause thee and ther to be within wre,
and T will make thy kingdom vigorous.” “He had foreseen what would happen. Sometimes he had wished to speak, to tell Renaud his
suspicions. But the journey ofa mage o his or her Drumwﬂ was personal, and no man or worman should intrude upon its course. Jthad rh”eu
to the Hermit with his lantern to quide the young magc back to himself.

I the snow outside, the soul reclaimed both man and wornan.

Downstairs, the priest licked his ﬁugzrs, oblivious to miracles.
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Tt was nearly davon when the door at the bottom of the tower stairs creaked oyen. Kalid heard footsteps rising higher towards him.
At their peak, o drenched creature appeared. TThe warmth of the castle had melted all the snow upon its hair and cloak, and its jace was
full of bewildered questions. Kalid stood, his vision dimmed by tears. “He gestured to summon it: “_As a shadow continuously follows the
body of one whe walks in the sun,” he said, “so the rebss, tﬁuuq.h he appears masculing in form, carries hidden within him his feminine part.”

“The being collapsed into a chair before the fire, blinking at the flames. Jt was Renaud, gst it was  Melusine, yet it was neither. Kalid
gave it wine and it took the goblet with quivering fingers.

“You have a crown of planets about your head,” said Kalid, “it is the symbol of the metals and the astrological temperaments. You
are the star of perfection. Drink, my friend” :

“What am J7" it whispered hoarsely.

“The rebis is u hermaphrodite, the divine marriage of male and fernale, of the sun and the moon. Your separate physical parts shared,
and were joined by a single Daermon, and Fate swiiled kindly upon you, for you found one another quickly in a life that can be long.”

“The rebis put its head info its hands, letting the goblet fall upon the floor Thidigo wine soaked into the rugs, and flowed between the
Jloorboards. :

‘ *Fear not,” Kalid murmured. "D shall take you fram this place, lo the Casl, to your parents' Covenand. “There, you will learn what
you have become, anal its potential. Vou will advance beyond the conflict of opposites. Your advent will be welcomed by your brothers and
sisters.” “He reached down and pressed a hand upon the red hair-of the rebis. ‘Bone- white, flawless skin showed at its neck where the hair

parted. Jts frame was at once delicate and robust, Ot was the dark hunter and the white hart in one body. Slowly, it raised its head and stared

at Kalid with wide eyes.

“Jdid not realise... did not know. The forest... J should have stayed here... stayed in the church... . gone home, stayed home...” Jt shoak
its head, as if warting personalities fought to c.);prc.iﬂ themselues.

“Be calin, my friend,” murmured Kalid. “You are at one now, and have made contact with the “Divine Spark. Jt is only jorward now.”

TForward yes, but the Path was littered with thorns, dark stones and twists. Monsters lay concealed there, but also light and
kowledge. Kalid sighed. “He had been right to come here. e had not realised how much he would be needed.

144144

There were no heirs to Aquinas., The king gave the lands as o gift toanother duke, who in due course, took u[-J residence with his family,
“Thomas gijfurd took another wife, an older woman who chattered all the time. "No sign was ever jound of _Melusine and ‘Renaud, other
than a strange, scorched area in the heart of the forest, circled by the neat spoor of a stag. “The locals presumed that  Melnsine had indeed
been a witch and had killed the young lord brﬁ)rc‘ spiriting herself away. “Father Rathford declared she must be thought of as dead, because
she'd been no child of God. “Thomas was pitied, though.few liked to talk to him about his vanished bride. :

At night, Thomas would lie beside lis sarm, ordinary wife and think about the small room at the top of the house. “He thought about
the way she had slept there all alone. W there evil in her? There had only ever been a staircase betyixt them.

Sometimes, he would weep.
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INTRODUCTION

CheWeaver's Daughter

Agnesa Gewebetochter did not pause in the market to pluck
a luscious fed apple from the farmer's pile, nor did she stop to
W stroke the huntsman's exquisite furs, as she had done as a child.
i Today, her sapphire eyes strayed beyond the bickering and bustle
of the town square to fix upon six condemned women receiving
last rites before nooses tightened about their necks.

"God's mercy and justice be done," she whispered softly.
For God's Word had been not to suffer witches to live. Satan's
doomed ones twitched as they strangled slowly and painfully. She
watched until the last one, a girl not much older than Agnesa's
own 15 years, finally stopped moving. The bodies hung in the
autumn morning sunshine, still and warm. Agnesa crossed

=~ — A N
RE S S

Now entertain conjecture of a time
When creeping murmur and the pouring dark
Fills the wide vessel of the universe.

- William Shakespeare, Henry V

herself and turned to leave; her father's finely dyed yarn must
fetch a good price today, or she would hear of it.

"Pity about that last girl," said a voice behind her. Agnesa If«'
I\

turned and gaped at the most handsome man she'd ever seen. He ||

stood tall and clean-shaven, with shoulder-length black hair. &&\h‘j

Rich garments graced his form.: a linen shirt with fine embroi-
dery, cinched by a green velvet doublet, which he wore under a
burgundy jerkin trimmed with white fox. Around his neck shone
the fine chain of a knight.

"Permit an introduction,” he said with a shun bow. "I am
Ritter Manfred von Ulm, late of the province of Bavaria. And
you are Agnesa, daughter of the finest weaver in Heidelberg."

)
o)
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The tongue-tied girl nodded and dropped into a deep curtsey.
"Good!" replied the knight, "for you are the very lady I've been
seeking." He looked towards the bodies. "Giveall your compas-
sion to those poor souls, my dear. Some knew not what they did.
One was as gifted as your father, in her own way."

Agnesa finally found her voice: "My lord knight, they
conspired with demond' Surely it is better for them tofind mercy
in the presence oj our Creator than to commit more evil in this
world."

The knight's gaze met hers. "Oh, realty?" he asked coldly.
"Well then, girl, we shall see about that. Come along. Your
| father will not miss you, for we struck a bargain scarce an hour
ago. Now you belong to me,"

Agnesa clutched her basket, unsure, and afraid. Ritter von
Ulmwasa nobleand a peer of therealm. To disobey himwould
be folly. Yet something about his voice terrified Agnesa. The
wings of a dark bird fluttered in her heart, even as she felt an
irresistible draw to the knight'swealth and intellect.

"Come," von Ulm repeated. "You have my word as a
knight that no harm will befall you." He held out a hand.
Agnesa did what any woman of common means would do;
she took his hand and trotted obediently along beside him.
Towards what, she did not know.

AWorld Aflame

The world is on fire. The light of the artist, the vision
of the scholar and the pyre of the heretic burn with an
intensity never before seen. This is the Renaissance, the
battleground of theearly Ascension War and the beginning

W, of the modern world.

Bladesclash and spellsblazeforth asthe Council of Nine
Mystick Traditions gather to preserve the ways of magick.
Against it, aunited Order of scholars, visionaries and mon-
ster-slayers struggles to illumine the world with Reason. In
the shadows, antichristsand mad fanaticskindlethe flames
of hatred and feed them with souls. Magick has gone mad,
and aterribl e Scourge punishesthosewho pursueitsMyster-
ies. AcrosstheEarth, magi cometogether, and theiradventures
lay the foundations — or the graves— of the future.

Thisis, in many ways, the Ageof High Magick. Mighty
. enchantments summon demons. Storms rise at a wizard's
' command. Love charms seduce the unwary, and faeries
dance in forbidden rings. Y et the wonder is ever undercut
by the spectre of death. Plagues, wars, conspiracies and
InquisitionsturnthisageintoaDark Fantasticwonderland.
To drive the shadows away, men and women of science
create grand machines — airships, cannons, medicines —
and take up the banner of the common folk. Other vision-
aries pray for God or the Pit to deliver the world into their
hands— one way or another. Fate places M agick, Faith and
Reason at odds, and the contest is far from decided.

You are the magus — the wizard, the scientist, the
miracle-worker. Thisageisyour age; thisworld, yourworld.

o R—

A Magusls...

A prophet. A heretic. A sell-soul. A genius. Heisal | these
things and more. But above al else, the magusis... himsdif.

This is not a simple thing. For millennia, churches and
kings have crashed the lite from mortal men. "Individual"
isaforeign concept. Bound to service, the human soul has
slept. No longer.

Magick isalive, and it Awakens the human soul.

Guided by ancient secrets and mystic tools, the Arts of
Creation well up in man's imagination. To embrace them
is to Awaken, to throw off the mantle of sleep and stride
into the night with a Mazing torch. That fire burns, hut it
purifiesaswell. Every magus, whetherheisawarlock, priest
or artisan, leaves seep behind.

Nor is the magus necessarily a man; indeed, tales say
women possess magicks beyond any man's comprehension.
Such women refuse the chains of a common life; instead,
they dance with devils or bathe in Divine glory. Disguised
asmen, they take up armsor master the forge. Magick isthe
spirit of freedom, and freedom wears no man's yoke.

Such passion hasits price. Each magusduncesal ong a Path
of Thorns, daring the Abyss of pride and damnation. Even the
grandest magi cians hide themselvesfromjeal ous peasants and
hungry night-folk. Even so, magick cannot bedenied. Clandes-
tine sodetiesbum candies against the gloom; arcanefellowships
school their apprentices; universities and lodges shelter the
architectsof anew day, and hillshlazewiththelight of Old Gods.
The price is great, hut the magus pays it gladly.

The stage is set. The players stand ready. Take up your
blade, your books, your poisoned cup, and join the crusade,

Let the play begin.

Allthe Croupe’s a Stage

If you're reading this book, chances are you're aready '

familiar with storytelling games or roleplaying games
(RPGs). If nor, we'll offer you a quick description;

Most forms of entertainment are passive. Y ou sit down
and someone else tellsyou astory. In storytelling games, you
make your own rule. The characters become the game
pieces, imagination becomes your game board, and a tew

simple die rolls resolve matters of chance. It's sort of likea /A"

cross between chess and improvisational theatre.

Therulesgiven later in this book offer the coreframe-
work for those dierolls, but the maj ority of the game occurs
between the players (who assume the roles of various char-
acters) and the Storyteller (who sets the scene, portrays the
supporting cast and plays the Hand of Fate when needed).
Working together, thistroupeweavesastory; that story may
be an orgy of slaughter, aromantic rale, a swashbuckling
adventure, or athousand other possibilities. Thekey to the
game is imagination, coupled with forethought and asense
of wonder. To win, you only need to play.
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Later in the book, well make a lot of distinctions
betweengametermsandstoryterms; simply put, whenwesay,
"in game terms, this means..." it'sreferring to an objective,
rules-based fact—anumber, arule, whatever. Whenwesay,
"in story terms.,," we'rereferring to the world of the imagi-
nation — a world where things are rarely what they seem.

Because storytelling games are interactive, you get out
what you put in. When a troupe works together, the game, or
chronicle, comes alive; if the troupe members try to top one
another, the game degenerates and everyone gets annoyed.
ChaptersVI1 and V111 cover the rulesof the Soryteller System,
aloose collection of dice rolls and modifiers. The heart of the
game, however, comes from the troupe and its collective
imagination. Remember: Roleplayingisn'treal ly aboutrolling
huge handfuls of dice; at itsbest, it'sachallenge to takepartin
animaginary world wbere diceand rulesfade away.

Storytelling games are a combination of entertainment
and modem mythology. By enteringan i maginary world, we
leave our mundane world behind for a while and literally
move mountains with our imaginations. It's important to
remember that our shared myths arejust that — myths; with
that fact in mind, however, we can go on and have a good
time. Set in this context, "winning" and "losing" are petty
considerations. As Shakespeare said, the play's the thing.

Enjoy!

Why the Renaissance?

Magick is the Art of change, and until the Industrial
Revolution, no human era heral ds greater changes than the
Renaissance. Literally "The Rebirth," thisera unlocks [he

L/

feudal cage and sets imagination free.

In many ways, that age is alot like our own.
Think about it. Thefirst mass media— printed works

— spreadslikewildfire; old conceptstumble and new ideas §&=2:3 €

spark romance and debate. The best and worst in humanity ¥,

runsriot, and no amount of threats or prayers can put them [

back in their old prisons. From this point on, things are
different. Man, once seen as a thrall of God and State, is
exalted. Artifacts of past glories are resurrected, and people
see themselvesin a new light. Questions are asked, and the
old answers no longer suffice. Cultures meet —

sometimes

in commerce, often in blood — and those meetings change ¥/

the world, Art, trade, philosophy and knowledge prosper,

and the shackles of the Dark Ages fall away.

Notthat thiseradoesn't haveitsshareof darkness. Farfrom E
it! The Rebirth spreads slowly; when it does, it's tainted with
greed, prejudice and outright fear. Some swear theworld stands
onthevergeof Judgment Day, and theportentsall seemtoagree.
The cracking of the Dark Age ice sts free the plunder of three

continents, war technology andawitch-crazethat lastsover 200 if 4 3
years. " Rebirth" maybethewatchword of theday, buteachnight |
the shadows lengthen and even the wisest of men grasps his ( o

charms and crucifix and prays for the return of dawn.

Itisagrand and terrible time to be alive.




MAGE: \ —
THE SORCERERS | \
CRUSADE

| Using Chis Book
It isabig book true. At its core, however, it's pretty
simple,organizedwithaneyetowardbothutility andgrace-
Book I: Magick unveils the setting. In three chapters,
' we see theworldsof magus, mortal and spirit. Book I1: Faith
%!/ introducesyouto character creation, the societies of the Art,
1 and the secrets of the Storyteller. Book I11: Science takes
care of the basic rules and magick systems that transform the
setting into a game. Finally, the Appendix overflows with
adversaries, treasures and resources for your troupe,
Speaking of resources. The Sor cerers Crusade is part of &
muchlarger world. Itsfoundationgame, Mage: TheAscension,
otters dozens of sourcebooks for various details; while those
books are geared toward the 20th-century setting, some of them,
particularly The Fragile Path, Horizon: Stronghold of Hope,
The Book of Mirrors and the various Tradition supplements,
are especially useful to a Sorcerers Crusade troupe. Asfor this
~4 setting, several hooks, including Crusade Lore and World of
Darkness: TheBygoneBestiary, areavailable (or soon will be).
¢/ Finally, Vampire: TheDark Agesanditsvarioussupplements

Many sections throughout this book have head-
ings called "Future Fates." Since Mage is based in the
World of Darkness, certain events occur in the com-
ingyears, eventsthat will transformtheDark Fantastic
world of The Sorcerers Crusade into the Gothic-
Punk world of the 20th century. If these events were
set in stone, the result might be a depressing, no-win
seriesof adventurescul minatinginthedeath of magick
and the rise of the Order of Reason.

These events are not set in stone unless you want
them to be.

The "Future Fates' headings foretell events on
thehorizon. Y ou, asthe Storyteller, may decide one of
three things for your own chronicle:

* These things will happen. They are preor-
dained. Fate has spoken. No matter what happens in
your chronicle, these events will comes to pass. In
several centuries, they'll result in the modern World
of Darkness. Players might make some difference, but
the greater events are beyond their control. Thisis the
Theme of Fate, and a helpful way to bring prophecy
(and modern supplements) into the game.

» These things might happen. They're probably
going to occur, but events in your chronicle may stir
things up enough to cause some changes. Certain
details — like the painting of the Sistine Chapel or
the burning of Joan of Arc — might be altered by the
course of your chronicle, and may result in adifferent
world down the road. This is the Theme of Fortune;

Suture Sates

Chree Important Notes

There are certain rules. We cannot fly t.o the moon. We |
cannot defy death. We must face the facts, not follies of |
fantasists like you, who do not live in the real world.... |

— The Honorable Mr. Jackson, The Adventures of
Baron Munchausen

» One: Mageisagame. It'sfun. Itisnotalifestyle, anoccult
handbook, a canticle of enlightenment or a lure for Satanic
indoctrination. If you can't tell the difference between fantasy
andreality, getalife. If youcan't tell thedifference betweenthe
real world and trash TV exposes, then again, get alife.

» Two: By necessity, this core rulebonk concentrates on
Renaissance Europe. Other culturesaretouched onbriefly, but
abook that described the entire world in detail would be larger
than we could produce (and costlier than you could afford). '
Future supplementswill treat the Orient, the New World, the
Middle East and Africa with the attention and perspective
they deserve, but for now, we concentrate on Europe.

» Three Mage: The Sorcerers Crusade is afantasy game,
not a historical simulation. If anything, it's about rewiring
history. Some liberties— some pretty major liberties! — have

while your course is plotted, things might change
somewhat. It will be up to you to decide where the
winds Mow from there.

* These things might never happen. Everything
is subject to change. Theworld's entirefuture history
could be altered by the events inyour story. The Nine
might never fall. The Craftmasons mightrally against
the Cabal of Pure Thought. The fragile unity of the
Traditions might be reinforced by some victory, re-
sulting inanew age of magick (with itsown attendant
problems). This is the Theme of Free Will: Your
players can change history — radically. A Storyteller
who chooses this option had better be prepared to do
some serious improvising,

I1f you, the Storyteller, have the imagination, the
historical knowledge and the sheer balls to throw the
future out the window, we say aye! If, on the other
hand, thisisyour first gaming experience, we recom-
mend you choose a less challenging path.

Naturally,yourtroupeshouldneverknowwhich
option you've chosen. It's far too tempting, if you
know you can change history, to go off to assassinate
the Pope or make a passionate warning to the Nine.
These kinds of actions, especially coming from care-
less players, can send your chronicle spinning into
directions you can't even imagine, and can make it
run less effectively. Therefore, the truth behind the
"Future Fates' notes rests in the Storyteller's hands.
The Future has been suggested. The Fate is up to you.
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;Jf;f taken with various aspects of the era. This artistic license
=fl isintentional ;inaworldwherehistoryitselfischanging,itwoul d
| beinappropriateto dwell on exact details. If Joan of Arc escapes
|| the flames, the date of her exeaition becomes a moot point.
We also have the element of secret history. In the Dark
Ilf#  Fantasticworld, many wheel sarespinningbehindthescenes.
/" Five hundred years from that time, those wheels may have
beenforgotten, deliberately concealed, or annihilated. There
are many secrets in the night, and most of them will not
survivethecomingdawn, muchlesshalt amillennia. In other

words, forgerwhatyouknow. Enrer thisworld and heamazed.

£exicon

Custom, that unwritten law,
By which the people keep even kings in awe.
— Charles Davenant, Circe

Common Cerms

Each magickal culturehasitsown namesand terminology
for various things. Trying to list them all would be an exercise

. in futility. The following terms, however, find their way into

conversations between magi across the known world.

Acolyte: A servant who follows a magus out of reli-
gious devotion or sacred duty; in thisperiod, many servants
are acolytes. (See Consor, Grog.)

Aethyrs: Realms of higher consciousness, surrounding
the Earth and radiating outward into ever-more esoteric
states. (See Earth, Realms.)

Apprentice: Anaspiringmagusor craftsman servinga
greater master in return for training and accreditation.

Artisans: When capitalized, thisterm refersto magi who
work their magicks through mechanical devices or sacred
)" - geometry. Also ageneral termfor craftsmen (uncapitalized).

Ascension: A higher state of being, one beyond power,
beyond limit, beyond care. (See Path of Gold.)

Astral Flight: Leavingyour body behind and traveling
into the spirit worlds or across the mortal one.

Awakening: Opening your eyes to the mystick Tapes-
try. Awakened One refers to a magus, and occasionally to
other night-folk, too. (See Mist, Enlightenment.)

Common World: A casual term for the mortal, mate-
rial reality that most people live their lives within.

? Consor: Anun-Awakened associateof amagus. Though
he lacks magickal ability, a censor has some other extraor-
dinary talent that setshim apart from meregrogs or servants.

Contrarium, the: Heaven's dark mirror. This Under-
world lies below the Earth's crust, housing Purgatory, the true
Hells and the ghostly Shadowlands. Lesser Purgatories and
Hells spin in the Umbra, dimly connected to the Contrarium.

Council of the Nine Mystick Traditions: Also called
the Council or the Traditions. A newly formingfellowship
of mysticks who seek to preserve the ways of magick while

Covenant: Although itformally appliesto aHermetic
stronghold, "Covenant" canrefer to any established magickal
community.

Cray: A wcllspring of mystickal power, where the
energies of Creation surge into pools.

Creation: Everything made by the hand of God (or the
gods) — the mortal world, the Otherworlds and the Void.

Daedalean: A catch-all termfor membersof theOrder
of Reason. The name comes from the Greek scientist
Daedalus, one of the "patron saints" of the Order.

Daemon: A common term (or the Mystick Self, which
comesto”life" duringthe Awakening. L ater called the Avatar.

Disparate: An insultfor magi who refuse to takes sides,
Also a group (or a member of a group) that attended the
Council but never joined.

Dreaming, the: Also known as Faerie or the Faerie
Dreaming; a half-world that mirrors the mortal one, but
with a vivid, distorted edge.

Earth, the: Capitalized, Earth refers to the material world.

Ephemera: Spirit-flesh — not quite matter but still #
"solid" to the proper Arts.

Ethiope: Archaic term for black Africans (as opposed
to Arabs). Also Moor.

Fall, the: The lossof ideals and vision. Usually wrapped
in Infernalism, Hubris or both, the Fall often ends in death,
slavery or corruption.

Familiar: A spirit that inhabits an animal form and
assists a magus with her work.

Fate, Fortuneor FreeWill: Oneof thegreat Renaissance
debates; ishumanity governed by predestination (personified J}J
as Lady Fate); blind luck (personified by Dame Fortuna); or 4%/
man's own decisions (often epitomized as virtues and vices)? [ /;
Either way, the principles play active roles in magick.

Fragmentum: (plural Fragmenti) AnOtherworldly Realm
thatmirrorsanaspect of magick. Later calledaShard Realm.

Gauntlet: A common name for the chilly threshold
between the worlds of Matter and Spirit.

Ghod: A restless humansoul. Alsoknownasawraith or spirit.

Grog: A (fairly derogatory) term for asorcerer's servant.

Horizon: The border of God's Earth and the threshold
of Heaven; aso the name of a colossd Realm in which the s
Traditions meet. ‘."f i

Hubris The fatal pride that drives most sorcerers to |y (C‘
destroy themselves and those around them. i‘i\l{\ W

Humours: Bodily fluids, thought to influence tem- -
perament and health.

Infernalist: A sorcerer who bargainswith unholy pow-
ers, turns his back on everything be considered sacred and
follows the Path of Screams.

Lilith: By some accounts, the original wife of Adam-
Refusing his dominion, she stole fruit from the Trees of Life
and Knowledge, then ran off to learn the Black Arts. Seen
as a Divinefigure by some Pagans.
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Mage: Also magus, sorcerer, wizard and a host of other

' names. A person who transcends mortal vision, Awakensto

the truth of magick and learns to use it.

Maraud: A demented magus (or Mad One) who twists
Creation into knots simply by existing, (See Path of
Screams,) Marauds embody chaos in human form.

Microcosm/Macrocosm: The concept that asmaller thing
(microcosm) reflectsalarger thing (macrocosm). Often expressed
as"Asabove, sobelow." A fundament of magickal thought.

Mist, the: The tog of blindness most mortals spend
their whole lives wandering through. (See Awakening,
Sleepers) Also, the eternal fog that shrouds the spirit
worlds; to travel, one walks into the Mists.

Moonpaths: Shining bridgesthrough the Mists, guarded

Y
‘{ by moon-spiritsand leading to Otherworldly Realms.

Mysticks: A general name for magi. Usually refersto

'_§§ those who practice obvious magick, rather than science-

fé magick.

(See Philosopher-scientist.)

Naturae: Nature spirits (see spirits), as opposed to
demons and angels.

Night-folk: Vampires, werewolves, faeries and other
magical creatures.

Old Gods: The pre-Christian deities worshipped by
Pagans and shamans but displaced by the Word of God.
Seen by Christian magi as spirits, these deities still com-
mand respect in rural places.

Order of Reason, the An internationa affiliation of
philosopher-scientists dedicated to helping humanity. Reject-
ingmagick infavor of scienceand reason, the Order seeksitsown
Path of Gold in theformof Enlightenment for all. (See below.)

Otherworlds: Spirit lands outside the borders of the

® Common World — the Heavens, Hells, elemental courts

and other, more esoteric Realms. (See Umbra.)

Pagan: One who believes in the many gods of the Old
Ways, as opposed to the one God of Christianity, Judaism
or Islam. In thisworld, an endangered but defiant creed.

Path of Gold, the: The road to Ascension, idealized by
many but followed by few.

Path of Screams, the: The road of the Infernalist and
the Maraud. Instead ot a higher state, the wizard seeks a
debased or demented one. While this road hasa valid place
in Creation, those who follow it cause misery and sorrow.

Path of Thorns, the: The wizard'sdestiny —tofollow

| awinding, upward, dangerousroadthroughthornsof temp-
tation and blindness. Hopefully, the sorcerer will eventually

reach the Zenith or pursue the greater Path of Gold.

Paths of the Wyck: Weird passages between the
mortal world and the spirit one, supposedly left by elder
sorcerers. (See Wyck.)

Pattern: Theshapeof any giventhing, fromaflameto
aspirit toabrick toadrop of water. Filled with Quintessence,
a Pattern comes into being. (See True Form.)

Penumbra, the: A twilit spirit-shadow of the mortal
world, resting on the other side of the Gauntlet.

Philosopher -scientist: A maguswhoexploresthenatu- i3
ral and esoteric worlds. Weaving his magick from formulae X
andscience, rather thanfrommysticism, herarely considers !
what he does to he "magick." (See Ars Praeclarus.) }

Quintessence: The "fifth essence” that permeates and
flows through all Creation. Also called Prima, Vis, Earth's
Blood and Odyllic Force. (See Toss.)

Regio: An area shimmering with mystick power, usu-
ally aligned with a certain kind of Resonance.

Resonance: The lingering essence of a person's deeds or
emotions. Resonance flows through magick, "coloring” it with
hatred, greed, kindness, love, etc. The stronger the spell, the
more Resonance it carries. Through this essence, a magician's
actsandintentionsfollow him, ormark theplaceshehaspassed.

Scour ge: The priceof magick; beneficial or baneful fortune A :

surroundsal | sorcerers, and occasionally risestostrikethemdown.
Some believe this whipping (scourging) isfrom God, and isa
punishment for presuming to alter His Cregtion; othersseeit as
thesnapping of mystick threads, or thewhimsof angry Pagangods.

Shadow-walking: Entering the spirit world (the
“shadow") and traveling through it in bodily form (as
opposed to astral flight).

Shallowing: A time when the mortal world and
Otherworlds overlap; or a place where a normal person
couldcrossoverwithoutdifficulty.

Sleeper: Also Sleepwalker, Caudex; a person who can-
not see Creation the way it truly is. One who has not
Awakened, and probably never will. (See Awakening, Mist.)

Solitary: A sorcerer who chooses to be left alone. A
solitary might join agroup for awhile, but she avoids long-
term alliances or indoctrination.

Spheres, the: Nine elementsof Creation spinning inorbits
aroundtheEarth. Accordingtolegend, they chimelikecrystals,
givingforththe"Music of the Spheres” Also anamesometimes
given to the nine Arts associated with those Spheres.

Spirit: A creature from the Otherworlds, formed of
ephemera, rather than matter. Also called Iwa, Umbrood
and many other names. (See I msginis, Umbrood.)

Tapestry, the: A symbol of Creation.

Tass: Quintessence refined into solid form.

Trinity, the: The interplay of change (mutatio), order
(stasis) and decay (entropy)that keeps Creation moving.

True Form: The original Pattern or name given to a "

person or thing. Magick can change this Form, but doing so
places the wizard above the Creator — not a wise move!
Sometimes called the Holy Form by deeply religious magi.

Umbra: An uncommon name for the vast spirit world
(or more properly, worlds) surrounding the mortal one. (See
Otherworlds,) Also called L'Umbra Haute.

Vadum: (plural Vada) An Otherworldy Realm in
which principles of magick keep the place in an endless
state of flux. Later called a Shade Realm.

Void, the: Also called the Abyss; the endless space that
surrounds God's Creation. Known inl ater daysasthe Degp Umbra.
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Weavery: Spellcasting. The term comes from the idea
1|/ of reweaving Creation.

| Witchwalk: Eerie phenomenathat betray amage's pres-
jience. Souredmilk, strangesounds, rustlingwindsandhundreds
of other portents can follow "when awitch walks by."

Word, the: A great Truth, often seen indifferent lights
(the Holy Word, the Word of Reason, the Word of Insight,
etc.). Sadly, most people consider their chosen Word to be
the only truth, and will kill in its name.

Wyck, the: According to Pagan legends, the first race
of magi.

Zenith, the: The paragon of magickal power. Not true
enlightenment, bur mastery of great and terrible forces.
(See Ascension, Path of Thorns.)

Zodiac: The celestial bodies (often viewed as legendary
heroesand creatures) that Influencehumours, Fateand Fortune.

The Council of Nine
It takesa ot to create acommon "language”; neverthe-
less, the diplomats and visionaries of the Council have
coined the following terms and titles to make inter-Tradi-
tion conversations easier. Within its own ranks, each
Traditionstill employsitsfavored termsand names, some of
which can be found in Chapter V.
Adeptus: A magus of some skill and insight.

{if

Bani: An honorific meaning " Of the House of...":for
example: Cygnus Moro, bani Euthanatos.

Cabal: A group of magi working together.

Certamen: A magickal duel between two parties, with
formal rulesandobservers. Tosaf eguard bystanders, acertamen
occursinside acircle prepared for its use. On pain of death,
the combatants agree to limit their attacks to each other.
Although rarely fought to the death, some duels prove fatal.

Compact of Callias: Declaration of cooperation, sug-
gesting the formation of inter-Tradition cabals.

Deaconus: One of the founders of a Covenant.

Discipulus: A magus recently graduated from appren-
tice status. Female form is Discipula.

Gilgul: A magickal punishmentinwhichtheoffender's
soul isripped apart and scattered. It isreserved for the most
horrible crimes.

Icari: Aninsultingplay onwordsreferringtotheDaeduleans.
Daedalus was the successful inventor; |caruswas his jealous son,
who flew too close to the sun, was burned, and fell. 3

Legatus: A Council diplomat, skilled inboth magickal ‘\
and mundane politics. —

Magister: A Master-rank magus. The variant title
Magister Mundi, denotes a wizard of great power and
reputation. Magistra refers to a female Master, but many
Traditionwizardssimply useMagister asacatchall term.

0
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Mastiga: A foolish apprentice, a young and stupid
magus or an errant censor.

Primi: "The First"; the 10 founders of the Tradition
Council, and the spokesmen for each group.

Promethian: A left-handed compliment, this term
refers to a member of the Order of Reason. Taken from
Prometheus, the titan who stole fire from the gods and gave
it to humanity. While most Tradition mages use the term
{1 scornfully, many of them still respect those who bear the
d title. (See Icari, Squama.)

Squama: An insulting name for Daedaleans; refers to
1| the metal plates used in armor (with the idea that their
* heads and hearts are made of the same material).

Tradition: A large sect composed of like-minded magi
and operating within certain protocols. These are: The
Ahl-i-Batin (Batini); Akashic Brotherhood; Chakravanti/
Euthanatoi;Choeur Celeste (Celestial Chorus); Dream-speak-
7 ers, Order of Hermes; Seers of Chronos (Sahajiya); and

Umbrood: Literally means "shadow-children"; a Her-
54 metic term for spirits of all kinds.

The Order of Reason

Like the Council, the Order employs a number
common terms. Few magi outside the Order know these
words, or understand what they mean.

Ars Praeclarus: "The Brilliant Art"; magick with a
scientific basis, as opposed to a mystical one. The craft of
the Order of Reason, named for the sun that illuminates
everything in ablinding light, and for the ingenuity of the
W, men and women who wield the Art.

Brethren: Un-Enlightened companions, servants or
acolytes of the Order. Singularly, Brother or Sister.
Convention: A fellowship within the Order of Reason.
| At this time, the Conventions are: the Artificers (or
Dalou'lanshi), the Cabal of Pure Thought (Gabrielites), Celes-
tial Masters(later, Coper nicans), Craftmasons(LionBrothers,
or smply Masons), High Guild (Grand Financiers or Guilds-
men), Hippocratic Circle (Cosians) and Void Seekers
(Explorators). Another group, theK sirafai, isnot listed among
the Conventions. Influential as they are, these so-called
"Razors' remain unknown, even among their own kind.

Dolores. "Griefs, pains'; a name for night-folk and
rival magi.

Enlightenment: The Order's term for Awakening.
Theoretically, all people can be Enlightened when the
plagues, monsters and oppressions that weigh them down
are eliminated and the Word of Reason is clearly heard.

Guildhall: The main lodge of a Convention.

Inner Circle: The governing council within the Order
of Reason.

In Profundum Expeditio: "A journey into the end-
less’; the name Celestial Masters give their expeditions
into the Void.

Lodge: A Daedalean Covenant, used as a gathering T
place and workshop for Resplendants and Brethren alike. ||*

Machina: A powerful item of Enlightened technology, I'.
i.e, a magickal Device.

Magistrate: A ranking member of the Order, often
(hut not always) a skilled Resplendent.

Mediator: A magus-in-training who has achived En-
lightenment hut has yet to master Ars Praeclants.

Resplendent: A philosopher-sci enti stwho usesadvanced
principles to work a craft others would call magick. (See
Ars Praeclarus.)

Resplendent Honestus: (plural Honori) A high-rank-
ing, highborn Daedal ean.

Resplendant Maximi: A Convention leader; each
group hastwo Maximi (one man, one woman) who repre-
sent their group on the Inner Circle. Also the highest rank
in the Order of Reason.

Sacred Artisans: The original fellowship of Artisan-
magi, founded in ancient Egypt.

Skyrigger: A ship designed to fly into the Heavens;
adso atermfor those who fly those ships.

Super stitionists: Aninsultingtermfor mysticks, espe-
cially those of the Nine Traditions.
of Viasilicos: Magickal crystalsthat facilitate communi-
cations hetween distant lodges.

Game Cerms

Mages do not use these terms; the rules, however, do. The
following phrases really shouldn't he coming out of your
characters' mouths, hut they'll show up alot during the course
of thegame. (See Books|!1 and |11 for detailed explanations.)

Ability: A Trait that reflectswhat amage knowsor has
learned, as opposed to what she is. Intimidation, Stealth
and Moneylending are Ability Traits.

Action: One given task, sometimesachieved with adie 4
roll, often roleplayed.

Advantage: An unusual Trait, something Jew mortals
possess Backgrounds, magickal Spheres, Willpower and
Otherworldly thingslike hornsor wingsare good examples.

Affinity Sphere: A magickal element linked to a
sorcerer's personality and Awakening. (See Sphere)

Arete: A Trait you roll when your mage casts aspell. In
Story terms, Aretemeasuresamage'sforceof enlightenedwill.

Attribute: A Physical, Socia or Mental characteristic
that reflects a character's natural aptitudes.

Automatic Success: An action that, under normal
circumstances, does not require a roll.

Bane: A nasty Scourge backlash (see Boon, Scourge).
Also aterm for an evil Nature-spirit.

Boon: A mystickal "reward" for virtuous magick; the
opposite of a Bane.

Botch: A catastrophe; anegative success "earned” when
aplayer rolls more "ones' than successes during an action.
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Casual Magick: Spells that come through a mage's

t|| contact with the Divine or spiritual. Workings called up

with the help of God (or the gods), or through the rituals
given to humanity. In other words, the Dark Fantastic
equivalent of "coincidental Effects." (See Mage: The As-
cension.) Witchcraft, Church miracles and many forms of
HighRitual magick areconsidered "casual" becausepeople
believe they are possible. (See Vain Magick.)

Character: A fictional being, represented by Traits, a
backgroundand roleplaying.

Dice Pool: A handful of dice used to determine an
action's success or failure, Usually determined by adding an
Attribute and an Ability together. A Dice Podl can be split
between different actions, but cannot exceed its original
amount unless some circumstance adds more dice to the Pool.

Difficulty: A target number between 2 and 10, used to
determine an action's success or failure. For clarity's sake,
difficulty numbersaregivenasnumerals(7) rather thanas
words (seven).

Effect: A gameterm for a magickal spell; more often
referred to as a spell, enchantment, casting or working.

Extended Action: An activity that requires acertain
amount of time and successes to accomplish.

Health Level: Themeasureofacharacter'sinjuries, or
lack thereof.

Player: A troupe member who assumes the role of a
magus; his character is, naturally enough, called a player
character.

Points: A measure of Traits that go up or down (asin
"lose one Willpower point"), the cost of a Trait (asin"each
. dot of Strength costs five points"), or areflection of expe-
" rience (as in "you receive five experience points"). Points
arefluid; unlikeratings, they often change during asingle
gamesession.

Rating: The permanent dotsin agiven Trait. Most ratings

remain intact throughout the game; it takes some monumental !

circumstance to ater a Trait rating oneway or the other.

Refresh: The rate at which a Trait returns to its
original rating. When points are lost from a Trait like
Willpower or Health, they come back at the refresh rate.

Resisted Action: When two characters oppose each
other, thematter isresolved through aresisted action, Both
players roll and compare their successes; the one with the
most successes wins.

i

Simple Action: Something that can he achieved with '

asingle success.

Sphere: An element of reality controlled by magick.
Spheres measure what your character knows and what she
can do with it.

Storyteller: The player who "sets the stage" and por-
trays the background characters (or Storyteller characters).
It's important to remember that the Storyteller is a player,
not an adversary. This distinction sometimes gets lost.

Success: A die number that equals or exceeds a task's; (

difficulty.

Trait: Any characteristic that can be described as a

number or as dots (Strength, Willpower, Health, etc.).
Troupe: Y ourgroup; theplayersand Storytellerunited
Vain Magick: Also known as vulgar magick, vain
magi ck oversteps the boundaries of belief. Without Divine
aid, vainmagick defiesthenatural order and callsdown The
Scourge. Shamanism, Do and many forms of "science
magick" areconsidered "vain" in Europe becausefew Euro-
peans believe they are possible. (See " Casual Magick.")

Virtues and Vices: Defined by the Cardinal Virtues, J¢f
Pagan Virtues, Theological Virtues, Pagan Vicesand Sever #7 /
Deadly Sins, these behaviors measure a sorcerer's inten- _' I

tions — and suggest the effects of Scourging.
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CHAPTER I:
THE PATH
OF THORNS

And God said, Let us make man in our image, after our
likeness: and let them have dominion over the fish of the sea,
and over thefowl of the air, and over the cattle, and over all the
earth, and over every creeping thing that creepeth on the earth.

— Genesis |: 26-27

WE Cight and Shadow

. Agnesarode in silence behind the knight, still numbed by her

father's willingness to sif her. True, even a wealthy craftsman's
¢ daughter had little in the way of a dowry, but being sold to a
stranger was beyond her worst imaginings. Agnesa said a prater
of thanks that the handsome ritter had not raped her. Courage
umbered, though, as twilight deepened into dusk. The forest
closed around them, dark and tangled. Finally, the knight reined
in his steed, dismounted and gentry set Agnesa down.

"St there" He pointed to a stump. Agnesa sat cold and
hungry as von Ulm built afire. Fear prickled her spine. A wolf
¥ housed in the distance and owls hooted close by. A thousand eyes
I watched from the shadows, Agnesa nearly screamed as von Ulm
| drew a dagger from his belt. All was clear: This knight practiced
witchcraft, and she was to be his virgin sacrifice! When von Ulm
dliced his own palm, Agnesa whimpered. Blood welled up, sticky
and black. Horror paralysed the girl's tongue as the knight
approached, but she prepared herself to bolt. Better to be eaten
alive by forest beasts than to be ravaged by demons after death.

Von Ulm stopped short, bent down like a supplicant and
dipped hisfingers into the blood. Careful not to touch thegirl, he

So God created man in His own image, in the image, of
God created He him; male and female created He them.

used the gore to draw a line around the slump. Von Ulm spoke
in low, half-whispered words. Agnesa tensed. The knight sensed ||
it and looked up, fixing her in place with his eyes. "Agnesa" he Y
said in a parent's soothing voice, "hear me. You are alone in the
world, yet never alone. Within you rests the power to truly live,
to become a maker of dreams and a shaper of destinies. But you
must cast aside your childish shell. Listen to the voices of the
beasts. They summon you. Answer them and find yourself,"
Despair cut through her as she heard the forest songs. She
wanted none o/ them—Hell awaited her if she made such a bargain!  (jj;’
Cast out forever from Paradise... lonely, as she had been her whole /[

=
life... an unwanted girl, another mouth to feed.., she could be w\ \E il
greater... a maker, not chattel.... The calls beckoned but Agnesa "\\\)_ i |

e

resisted. What was loneliness compared to eternal damnation? But
then other voices echoed through her soul; soon, Agnesa listened.

In time, she heard her own dulcet tones gliding into har-
mony, singing, welcoming. Something tore inside her heart.
Pain, like frost beneath bare feet, burned through her. Tears
came, hot against the cold. The weaver's daughter left her shell.
When she finally opened her eyes, morning had come.
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\ Manfred von Ulm smiled upat her, hisface lit with saintly joy.
' Agnesa stood above him, though she could not remember rising. As
4| she opened her eyes, the knight spoke: "As she who died, you shall
7] becomelikeadaughter tome. Noharmshall cometoyouinmycare.
'.’ Follow me to my home and | will make good my promise.”
" r'-i‘l "Good sir knight," she answered with a forthrightness she
k| | had never known before, "pleaserise. No daughter should stand
] so before her father— nor afather kneel so before his daughter,"
The knight's laughter boomed like a cannon. He stood to
embrace her and hisjoints popped like a pinewoodfire. "So soon
Awakened," he mused, "and so sharp already. You shall be my
greatest labor — and your own!"

Am 1 god in mortal shell.

Yet shine no brighter than myself?

— Faith and the Muse, "Caesura’

tand before that silvered glass and ad-
mire your reflection. Be proud of what
you see, for you are The Magus and pride
is your birthright. Let the merchant
mumble, the lord conspire and the
- = churchman bow before God. You and 1
have tasted the fruit of the Tree of Knowledge, and we arc
meant for greater things.

Where did we come from? Better you should ask the
stars from whence they shine. Our kind has always been;
tales of why we exist are as plentiful as the shining Hosts of
Heaven and nearly as ephemeral. Truth, as any seeker
knows, lies not in cold facts hut in the hot breath of
mythology. Each word of a legend contains a thousand
truths; what matters is not the littera — the "written letter"
| —butthelitteratus—thecultureandlearning. Forwhatare
letters hut carriers of ideas? And what are we hut carriers of
the Great Art?

What are our ways? Again, look to the stars — they
would provide an even measure of the many cults and sects
of wizardry. This world is vast, and human imagination is
grander than any archive. By rough estimation, | would
divide our kind by magick, faith and science. It is a fool's
. distinction — every magus hearsfaith in his breast - - hut

| t'will serve. The mystick magician calls herself as much; her
[li Arts are plainly magickal and she commands them through
1 force of wit and will. The faithful magus shuns the name
"sorcerer”; to him, the Art is a manifestation of God's will,
not his own. The scientist questsfor Enlightenment through
observation and chronicle; he builds bridges of logic to
support the miracles he performs, but aso disdains the title
"magus.” Within thesedistinctions, sectsand lodgesrally like
ants. Sometimes they cooperate. Occasionally they fight.

Sowhat is the Great Art, and what are we that practice
it? Ah, those are questions of an epic scope. Our time is short,
though, so | shall be brief. We are Those Whose Eyes Have

Opened. Our Sleep has passed, and with it, mortal limita-
tions. The Great Art is our birthright, ceded by God and !

perfected with endless toil. It is the thread upon Creation's
Tapestry, and our hands hold the needles and guide the loom.
The stitching and weaving may take a hundred years to learn,
but the moment you Awaken, the needle pricksyour fingers.
Thenceforth, you shall never Sleep again.

Mists and the Awakening

What do | mean by this "Sleeping" and "Waking"? It's
very simple: Each man and woman wanders in the Mists of
Ignorance. Likethe fog that blankets the border between Earth
and the Orherworlds, the Mistsof Ignorance cloud perception.
When you Awaken, those Mists tall away, as they do when a
seeker passes through the fog and beginsa morningjourney.

Our bodies are shells of Divinest sense, but our minds
arc fragile things. Full rightly, the Creator forbade Adam
and Eve from the Tree, knowing that their minds would
snap with the taste of itsfruit. In His mercy, God created the
Mists of Ignorance tor the children of the Garden; and, like
ablanket, they wrapped the mists about their shoulders as
they fled. In time, the Mists shielded their eyes as well as
their bodies, and they fell into a Sleep. And so they remain
— made in God's image, aye, and still possessed of Divine
favor — but walking in afog.

We arc, magus and mortal, each a miracle incarnate —
yet the Sleep blinds men to such awareness. They plod from
Jay to day like shadows, cringing in the wake of kings and
heroes, bent at the altar and the plow until Death comes,
sweeping their promise away with aswing of his scythe. This
has been the sorry state of man since time immemorid, but
the current age sees it riding like a lord.

You and | are virtuosos, men and women of such genius,
privilege and perception that we rise above the common
folk. Nothing is beyond our grasp, nothing outside our sight
so long aswe desire it and make it so. Simply put, we are the
Awakened Ones. With our opened eyes, we see further and
more clearly than the mortals, and we hold Creation's
threads in our trembling hands,

Each magus remembers the moment the needle hits
the skin. Thisjolt throws his senses into such turmoil that
from that day forward, the sky shines with a different hue.
Some men go mad from this prick and plunge the needles
into their eyes. People born to magick, like the Pagans,
Ethiopes and strangers from afar, can grasp the tools with
more confidence than we, but Awakening is always danger-
ous. The designs we craft can turn on us like vipers.

Yet we persevere, With our opened eyes we seek out
those like ourselves. Some of those folk teach us; others
walk beside us; still others wave and walk away; there are
also the wolves, magi who, out of jeal ousy, bend or break us.
When you Awaken, the world transforms; like a traveling
player's wagon, it unfolds into a stage and becomes a
tumbling world of characters painted in bright, shiny hues.

Dl
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Onesuch livesinside you even now. | refer to the Daemon,
| that inner genius that goads every sorcerer to greater things.
Driven by an Essence that the stars themselves decree, this
Daemon wears aplayer'smask and takesthe role of teacher. His
lessons are not subtle. He'll spring from shadows like a hound,
bitingyouwith mockeries; he'll guideyou through anightmare
or up the rungs of Jacob's ladder; he'll flirt and whisper and
torment you till you're sure to lose your mind, hut his ministra-
tions are sincere. He's a teacher, and a part of you.

What defines his mask?Why, what do you believein? Toa
Christian, he's a messenger of God; to the philosopher, an inner
geniusfeeding the hunger of themind; tothewitch, she'sagoddess

or Green Man; to die animist, a beast of uncommon power. Each

Daemon suits himself to the magus he attends. His voice seems
like gospel to some and Infernal bribesto others, but hiswords
arefull of wisdom. Unlikeahuman mentor, he'll never leaveyou
(much asyou mightwish hewould!), and his lessonstakeyou on
a hunt through imaginary woods — the Forests of Seeking.

Secking

Awakening is only the beginning of a magus' journey.
To advance in understanding, each sorcerer must embark on
many trips to an Otherworld where only the magus, his
Daemon and a host of holy horrors may go. To find your way
through the Forests of Seeking, you must be prepared to
admityour failures, face your deepest terrorsand return with
some prize that marks a new insight. Without such Seekings,
a magus sees but can only see so much.

To enter those woods, you must tall into a deep slum-
ber. Soon, you are alone in the Forests. The Daemon
appears and, like a hound, drives you through the woods,
forcing you to confront ghosts of your past, phantoms of
your failures, and crossroads where each path leads to
| agony. These woods are filled with serpents and crows, with
caves of doubt and flames of purification. The deeper into
the Forests you go, the harder it becomes to press onward.

The appearance of the Seeking, like the Daemon that
guidesiit, relies on the culture of the magus; you see what you
expect to see. | call them "Forests' as a common definition;
some sorcerers wander endless deserts; others climb titanic
peaks or dive beneath the sea

By my reckoning, 10 crossroads (sometimes called "sta-
tions" or "chambers") await the traveler; each marks A degree
of Enlightenment. To achieve that degree, you must pass the
test at the crossroads. The Daemon sits in judgment, and he
is not an easy spirit to please.

€ssence

By the will of Heaven, each Daemon contains an Essence
—hishumour, ifyouwill. Some arerigid like stonefortresses,
some pliant aswater, some burn like infernos, and still others
swirl like tempests. The elements and stars guide each
Essence-nature, and the Essence, in turn, guides you.

ez il
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Their names and natures? Of course:

« Castellum the Earth-worker, Shaper of Patterns

* Furo the Fire-queen, Herald of Change

* Mare, Lady of the Watery Depthsand Primal Secrets

« Susurro, Wind-lord of the Questing Spirit

Each Essence shapes the masks of its Daemons, and
moves them tikeknightson a chessboard. Y ou may not feel
itshand on your shoulder, but its commands set goalsforyou
in ways even the wisest spirit-masters cannot fathom. Can
youdisobey theirdictates?Of course, youcan. Youare, after
al, Awakened, and possess freewill of amost unusual kind.

Sree Will, Sortune and Sate

| must digress for a moment to address the greatest
question of our aye: Arewe creatures with Free Will, prison-
ersof Dame Fortunaor slaves chained to apredestined Fate?
The greatest philosophers, artists and clergymen debate this
query night and day: Some point to the grand achievements
of humanity, claiming that such things could not he possible
without a free and open mind. Proponents of Fortune's
> whims simply shrug and indicate the randomness of human
existence. What role does mankind play in a thunderbolt or
atumble of dice?To rhe cause of predestination, one merely
reads the Revel ations or discerns the prophecies that mark
each age. Surely, all is foreordained!

What does this mean to the magus? Consider: Ityou are
an agent of Fortune, the dice compel a certain destiny that
isout of your hands. If predestined, your Awakeningisatoy
for higher (or lower) powers— the pawn to your Daemon's
knight. Ah, hut it Free Will reigns, you are your own man
v or woman. The Arts are expressions of your individuality,
and each design you weave with them is a new creation.

| like the last option best of all — but then | am not God,
merely a magus. | suppose you'll have to make your own
decisions—whichis, of course, part of Awakening'scharm: to
shape FreeWill, Fate and Fortune into adesign of your liking.

Che Path of Thorns

In Utopia... thereligion of all is not thesame, and yet all its
manifestations, though varied and manifold, by different roads
asitwere, tend to the same end, theworship of thedivine nature.

— Sir Thomas More, Utopia

Thar design is not as free as it appears. All too easily,
* the threads of Creation snag upon brambles: Power. Temp-
tation. Ignorance. Fear. Envy. As brambles will, those
tangles unravel the designs of even the greatest magicians.
No sorcerer escapes their sting; he who believes hisweaveries
are immune is often the next to see them fall to pieces.
Toopen your eyes is to embark upon a Path of Thorns,
a winding road that leads through Mists and Forests and
ascends the Mountain of Enlightenment. On either side lie
Pits of Pride, Despair, Damnation and Madness — to Fall into

and nimble magus. Off to one side, shrouded by legendsand ||
rising into clouds beyond the Zenith, the fabled Path of Gold
transcends al power, want and mortality, and leads to the
highest peak of all: Ascension.

Over the course of his lifetime, each magus makes a
four-part journey up this Mountain:

« Awareness, in which the Mists part and the magus
sees his new Path unveiled before him. These are the Hours
of Enlightenment, marked by both the Awakening and the
sorcerer's subsequent trips through the Forest of Seeking.

« Instruction, in which both the Daemon and human
teacherstake theinitiate along the roads they have already
traveled, teaching him the skills he'll need to follow their
course. These are the Hours of Apprenticeship — a magus
surrenders himself to the will of atutor and learns his Arts
and manners.

« Conflict, when beasts (both external and internal)
chase the magus up and down the Path. These are the Hours
of Reckoning — enemies and pride take their toll and
madness swoops 'round a wizard's head. Most magi Fall
during such times.

« Resolution, when the maguseither Falls, reaches the
Zenith, or scales the Path of Gold. The is the Hour of
Sovereignty, when the magus can go no further; Destruction,
when the Pit of Hell opens and the Adversary comes to
embrace his prize; or Ascension, when the Heavensdraw the
rnagus into the company of God. Unlike the other stages,
Resolution is once and final.

Faith is essential to navigating this road; vision and
experience are nearly asviral. Too often, asorcerer will run
toward the Zenith, cutting her soul to tatters on the thorns
before falling headlong into the Pit. The dangers of such a
course (which I'll discuss momentarily) beggar more than
the magus herself; a careless magus is a danger to all
Creation. For that reason alone, many of her compatriots
will strike her down if she cannot or will not check her
course. If nothing else, they will move to educate her of the
road she travels, preparing her for itstwists and pitfalls.

Each magus blazes her own Path; other sorcerers may
advise or hinder her, hut ultimately she Ascends or Falls by
her own choices. Every sect, he it Christian, Pagan,
Mohammadan, Jewish or any stranger faith, has tenets and
philosophies by which atraveler might find her way. Some
sects even propound roads of damnation and madness —
known collectively as the Path of Screams — which lead
straight into the Pits; these roads willfully debase the
magus, drawing power from the misery she breeds. In the
end, regardless of the advice she receives or the trials she
encounters, each magus stands before the Divinity and
accounts for her deeds in the Book of Life. Even the Pagans
and their ilk attest to this; they might deny the existence of
Our Fattier, bur they have their own names for damnation.
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Divine and Infernal Powers

QOursisaChristian world; nevertheless, therearethose
| among us who keep other gods. This is especialy true
among magi; some recall the gods of Greece or Babylon, or
dance the Horned One's revels; many follow Brigit
Brightflame orcavortwith Bacchusandhiskind; | havemet
wanderers who pray to the Wakin-tanka or bow their heads
togoldenidols, or lift their voicesto spirit-beasts, ghostsor
even Satan's armies. Be assured, however, that no magus
believesinnothing. Even scientistscansense Divinity.

There are those among us who say our powers come
from Above or Below. Many have pledged their souls to
some Divine or demonic patron and enact hiswill onEarth.
Personally, | would say that we are beneficiaries of God's
grace (and often pawns of Satan, too), but hold the reins to
our own Arts and actions. Still, no one can doubt that the
hand of the Otherworlds lies heavily upon us.

As any magus knows, the Otherworlds house a thou-
sand kingdoms. Each is home to magical beasts and
spirit-servants; thereare elemental kingdoms, Hell-cham-
bers and elysiums of all possible descriptions. Often, their
denizens come play upon the Earth, sometimes at our
request, other times of their own volition. The legends of
monsters, demonsand angelsaretrue, my friend and weare
privy totheir games.

Shall | name the gods? Do you have aday to spare? For
brevity's sake, | simply say this: Divinity dwells in each
magus' hand. Thegods hefollowsare of lessimportancethan
the holy power crackling through his deeds and misdeeds.
While mortalsspeak Latin they can scarce comprehend, our
Awakenedtonguesspeak inwordsof fire. Butevenwebelieve.

CheWord

To amaguswho follows hiscreed with deep conviction,
\ thosefiery wordsbecome asingle Word—an ethic that guides
his every thought, and often manifestsin hisweaveries (the
"Resonance," which I'll discuss anon). A devoted Christian
views everything in Scripture's light, and he glows with holy
radiance. A faithful Pagan seesOld Godsamong the trees, and
calls beasts to her side. A philosopher-scientist regards the
world in charts and formulae, and craftsgreat machinesto do
his bidding. None can be convinced to see things any other
way and each would defend his Word to the death.

In some cases, a Word might limit amagician's powers, the
scientist could no more fly a broomstick than the Pagan could
employ hiscannon. A wizard'sWordmight bestrong enoughto
affect the world around her; manifestations of True Faith can
driverivalsaway, while Echoes of the Word may weaken the
magus who violates its tenets. Fanatical creeds breed fanatical
magicians, and afanatic's Word burnshim like abrand.

Magick is like a mirror. It reflects what you are and
what you honor. We are creatures of our convictions, and
belief isthe foundation of the Arts.

11: Magick T

Theinquiry oftruth, whichisthelove-making or wooing of
it; the knowledge of truth, which is the presence of it; and the
beliefin truth, which is the enjoying ofit—is the sovereign good
of human nature.

— Francis Bacon I

Magick isaflame burningwithin all magi. It illuminates ’
the night and excites the soul. Channeled wisely, it grants @
great enlightenment; but fueled by ambitioninstead, it creates [V,
abonfire. Either choice confers great power upon the magus.

The Artscome asnaturally tousasflying doesto birds.
Even so, we must learn to use them properly, and there are
many Artsto master. Few magicians could presume to know }
themall —each Artisadifferent field of study withitsown
rules — but most magi of some experience understand at
least a smattering of their principles.

By rough reckoning, there are nine essential Arts:

« Connection, the Arts of Correspondences

« Entropy, the Arts of Turning, Fate and Fortune

* Forces, the Elemental Arts

« Life, the Arts of Fertility and Form

« Matter, the Arts of Shaping

* Mind, the Arts of Command and Intuition

* Prime, the Arts of the Divine Fifth Essence

« Spirit, the Otherworldly Arts

« Time, the Arts of Prophecy and Occasion

Each sect views them differently, of course— magi are
nothing if not contentious! — hut, like most generaliza- |
tions, t'will serve for simplicity's sake. Each sorcerer views 4
the Arts through different eyes and works them with a [/ |
slightly differenthand. Theprinciples, though, remainthe Iﬁ,,
same, whether worked by an Ethiope healer, a one-eyed || |
rune-warrior or a priest of the Holy Catholic Church. ‘] |/
Among all the varieties of magi, amost anything can be
done, so long as the principles are understood,

. |

Affinity j I
Thar understanding often begins with the Awakening. ﬁf,}/

When the needle pierces a Sleeper's finger, she cries out. ;fcﬁ).;f"

The circumstance that caused the Awakening often shapes

that cry, and the first Art — the affinity — listens. W A
Affinity often follows temperament — a melancholic W {:3 |

magus is more likely to follow the somber Arts of Turning \\\-j}

than the dynamic Arts of Force. As the magus grows, that

temperament often deepens: Our melancholy friend be-

comes ever more somber as time goes by. Even so, the

Awakening has away of stirring a person's humours, per-

haps even changing them completely: If our dour friend

were to Awaken during agreat romance, hislusty humour

might embrace the Artsof Liferather than Turning, and his

temperament become brighter than it once had been.
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does, and what he does often flows from what he is. A somber
man casts somber spells; a lusty one weaves lustily.

Weaveries, Cools and Vanity

Needles dance across the fabric of Creation, Magick's
loom weaves new cloth from old fibers. The hand of the
magusisat work, guiding her Arts; from the designsshecrafts,
we take the term weavery — ametaphor for magickal spells.

Any artist needs tools; ours are as diverse as the stars.
Some magi employ herbs, barks and other fruits of nature;
devout miracle-workers bow their heads and beseech Di--
vinity to guide their hands, and High Artisans aim their
machines and chart their formulae. The designs we make
and the tools we prefer come from our beliefs, but it is the
instruments of our Arts that connect our fingers to the
weave. While it is said that some weavers can shift the
patterns with only a word or thought, such craftsmen are
rare and deeply skilled.

When a magus weaves a spell, she employs her tools and
Enlightened will to reshape the Tapestry. Some designs are
simple, so quick and subtle that they appear to be casual tricks
of the light. Others are bold, so vain and vivid that the viewer
must either attribute them to Gal's band or to some overproud
witch. 1 will tell you that while vulgar designs are sometimes
desirable or necessary, it best to avoid them when you can.
Whileweliveinaproudtime, myfriend, it never paystoappear
too proud. Vanity tempts Fate and God to strike you down.

Consequences

... when gifts increase, greater responsibility is imposed.

— Isotta Nogarola, "Of the Equal or Unequal Sin of
Adam and Eve'

We do not act without consequence. An action as
small as the lighting of a candle may return in some
unforeseen way. Huge weaveries have huge repercussions;
like thunder from a distant storm, they may lake time to
reach us, but they will be heard! The greatest lesson a magus
must learn isto gauge her magicks so that the consequences
will not be more than she can hear.

Have you have heard the phrase "As Above, so Below"?
What it means is this: All things are related, the smaller to
the larger. To move one istoshift the other. This illustrates
the principle behind most magickal tools, but more ur-
gently it aso illustrates Resonance — the idea that our Arts
are shaped by our intentions, and that the results come back
to usanon—often magnified, And ifill fortuneresultsfrom
our activities, we are not blameless.

Magick's consequences are twofold: Resonance and the
Scourge....
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Resonance

The first principle shapes the world around you in small,
subtleways. Actionsand emotionsbecomelike dropsof wine
in water; the stronger the actions, the stronger the wine. Just
as wine alters the water's taste, your activities and tempera-
ment alter the "taste” of your magicks. Creation, "tasting" that
"water," will respond to you inkind: A gentle magus inspires
love in those she meets, and small strokes of Fortune (aray of
sunlight, an especially good meal) follow her. Now regard our
sullen friend: His melancholy affects everyone around him; his
spellsevokedarknessand lively thingsbegin tosulk.

Resonance colors places and items, too. The site of agreat
battle, the blood of atyrant, the fingerbone of asaint— all these
things carry Resonance from the person or event that birthed
them. They may not be magickal in and of themsdves, hut any
sorcerer can taste their "wine." If such an item were used in a
spell, the Resonance would well out of itsvessel and mix itsown
flavor with the sorcerer's intentions. This can be very helpful
when the flavors are compatible — like a saint's joint and a
healing spell — but disastrousif they are not — like that same
bone and aplague-casting. Creation spitssuch mixturesfrom its
mouth, often invoking deeper consequences....

Che Scourge

Magicks are like honey or poison. When the magician
is virtuous, his Arts are sweet and good things come. When
a proud wizard stirs poison into God's cup, God's Scourge
cracks down like a whip from Heaven. With a turn of His
hand, our Lord rewards the just and skins the guilty.

This whip leaves marks. Where Resonance flavors the

water, the Scourgespillsit. A maguswhoearnsaScourging (as
al of us do at some time) feels it for some time afterward.
Dependingon thewizard'svirtue—or lack of it— thesemarks
mightbebountiful orbaneful . Kind deedsinvoketheangel sor
. cause Fortune to fall the sorcerer'sway; dark intentionsyield
dark results— and oftimes a scorch from Hell's flames.
But thisisDivinefavor of amad sort; sometimesit skins
thejust and rewardsthe guilty! Inaworld run by the Divine
Plan, such things would not be, but we live in the shadow
of imperfection. Just as men are flawed, the Scourge is
occasionally unjust. So beware the lash of God!

Purification

A wise magus knows when to shed his sins. Like a
serpent, he occasionally doffs his pride, retires from view
and purifies himself. Thus cleansed, he may return to the
world with less fear of Scourging or Resonance.

Every magickal practicerecommendspurificationof mind,
body and soul. Whether it comes from the priest's confessions,
the shaman'sordeal sor the artisan's labors, each magusworth
the name takes time to clear hisvision. Without such relax-
ation, his sins pile upon him like stones. Sooner or later, the
Scourge will strike and crush him beneath its weight-

So employ your Arts with caution; let virtue and
wisdom guide your designs! Our needles work great won-
ders, hut their points are sharp and their threads uncertain.
Be careful not to break your hands in magick's loom!

111: Marvels

SOLOMON reflected, "If| askfor gold, silver, or jewels,
the Lord will give them to me; | will ask, however, for wisdom;
if that is granted me, all, other good things are included."

— The Greater Key of Solomon, Preface

Suchstemwarnings, aye?Why, you mi ghtwonder, should |
we toil under these ill tidings? Why not simply pur. down
Creation's needles, close our eyes and drift back into Sleep?

Well... For Enlightenment's sake. And power's. And
wisdom's. And even Creation's. | tell you this: Without
those such as we, mankind is doomed to wander in the
shadow of Eden, hungering for fruit it has eaten but cannot
taste. Without our visions, our Arts, even our wickedness,
Creation is a dull stage, peopled with sorry actors and L
draped in sackcloth. N

We do not lack for power, either. With proper skill and ¥
discretion, wemay cause cropstogrow, bonestoknit, spirits
to appear and machines to rise into the skies. A magus
stands one step between man and God, like unto the angels,
yet mortal. There are creatures — the night-folk — who
may be stronger or more vicious, but we are pinnacles of
mankind, mixing power with enlightened sense.

Nor iswisdom to be scorned; without it, manwould be
abrute. As much as the wizard, priest and scientist might
squabble, they are all necessary; without their vision, disci-
pline and innovations, we should till be poorer. And without
wisdom, no man or woman can truly be called "Awakened."

Other marvels attend Awakening, too....

Quintessence and Tass

As any alchemist can tell you, a Fifth Essence tops the
corners of Earth, Air, Fire and Water: Spirit, the Quinte
Essence from which all others come. This is the fiber of
Creation's threads, the grape of our mystick wines. Our
world is magickal in and of itself; this Essence, also called
Quintessence, is the lifeblood of all magick and Creation.

Quintessence gathers along the seams of our world, in .||'
the places where great events or tragedies have caused the\ ‘ QU
Tapestry to thin. It gathers in items, locations or people \\
that aredeeply attuned to magick. Called The Prime, Odyllic
Force, Dragon's Blood or a thousand other names, it flows
like humoursbeneath the Earth's skin. When you Awaken,
Quintessence fills you; the greater your connection to it,
the brighter it blazes inside. In dire need, you may pull this
fire from within yourself and add it to your weaveries,
making the threads stronger and allowing the needles to
dance more smoothly.
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Just as water freezes to ice, Quintessence freezes into
solid aform called Tass. A skilled magus can thaw that ice
and absorb the Quintessence into herself or employ it in
some great weavery. Tass takes many wondrous forms —
faerie mushrooms, demon hones, sun-crystals.... Although
its mystick glow remains hidden from mortal eyes, Tass has
a sheen that any perceptive man or woman might notice.
Magi with mystick sight can, of course, seethismarvel inall
itsglory, shimmering like frost on a winter's morn. Sadly,
that glow fades in time; if you take some Tass with you on
ajourney, use it quickly. When removed from its well-
spring, Tass fades, eventually crumbling to dust.
Quintessence and Tass both carry Resonance, a "taste”
flavored by the event or place that supplied it. Like spiceina
i stew, this flavor suits certain magicks and spoils others: vy
plucked in a Bacchus grove would benefit a lust charm bur
probably undo a devotional prayer! Should you choose to
employ Quintessence in aspell, be careful what you use. The
QuinceEssenceisspiritincarnate, andnoSpiritistruly neutral -

Asl said, our world is magickal, even after the Fall from
Eden. Despite the separation of Mutter and Spirit (our
legacy from the Fall), Divine attention keeps some places
— Crays— caught between both.

To some magicians, Matter and Spirit were never torn
apart. The Pagansand their ilk mai ntai n that each stone, blade
of grass, bird or creature is alive and aware— we have simply
forgotten how to see them thus. Some places are so alive and
aware, however, that even the dullest mortal can sense their
power. Skin prickles and hair stands on end as you enter such
" asite. ThisisaCray —the "Heart" of the magickal landscape.
Each Cray is awellspring of Quintessence, a garden of
. |1| | Tass, aplace of resting and a haven for magical beasts. Long
| iy ago, some mighty event shook the land — a battle, a
/" romance, a great feat of magick — and weakened the wall
between Matter and Spirit. If the Lord smiles upon that
place, it becomes a sacred site; if Satan or the Old Gods
favor it instead, the Cray takes on a more sinister aspect,
becoming a grove of terrors or a haunted moor.

Like Quintessence, aCray carries Resonancefrom theevents
that spawned it. TheWell of St. Michael radiatestranquillity; its
“I\y watersare pure and cool, and no man or beast may harm another
j there. Blood Lake, in contrast, isasea of horrors; its waters have
been reddened with unholy sacrifices, and its stench rouses the
worst passionsi magi nabl eby man. Youcansee | trust, wherethe
waters of the Well might have a different "taste”" than those of
Blood Lake! A maguswho would use either fluid in an enchant-
ment had best know what she is doing!

Sanctums, Covenants and Realms

Like any man, a magus needs a place to live and work.
Since he presses strange wines, his needs demand a Sanctum
or Covenant— a mystics shelter where he may be free from

intrusions and distractions. Surrounded by his tools and 3
books, the wizard becomes a lord; perhapshehasservantsto ||
attend him, too, and vassdls of the magical kind.

The distinction between shelters is simple: A Sanctum
isasmall, private dwelling — a rower, a grove, a forge —
lorded over by asingle magus. A Covenant is acommunity
— acastle, a village, a shipyard — where Awakened folk
work toward a common purpose. Although the name "Cov-
enant" comes from the Hermetic strongholds established
during bygone ages, all sects have their meeting places. Not
every magus is fortunate enough to own a Sanctum.

Such shelters are often built on Crays, or neat them;
truly powerful wizards go one step further and open gate-
ways into Otherworldly Realms, joining an earthly keep to a
distant domain. As the fabled towers of Horizon or the
refuge of ruined Doissetep display, a master of the Arts truly
stands outside the ken of man! In Otherworldly splendor,
fortunate sorcerers practice their weaveries infair security.
No mortal man could breach the walls of such a palace.

Ah, hut | did say "mortal man," did | not? Otherworldly
Realms have other hazards — angry spirits, mystick crea-
tures, rival magicians and internal quarrels. Locked away
from Earth, these places are likewise isolated from aid. When
a dragon or unearthly storm threatens the Otherworldly
Covenant, the magi there must survive with their own
resources — or perish. No help will be forthcoming.

Regardless of theformiit takes, amagickal strongholdisa
boon. Within itswallsor gardens, amagusisfreeto be herself.
Inmortal places, the jeal ous Sleepers make each day atest; in
mystick shelters, the greatest hazardscomefromwithin.

Companionship

Magick is a candle, drawing all manner of strange and
wonderful moths. While many of these "visitors" arerivalsand
trespassers, agood handful or so prove to be boon companions
— mortal servants, skilled associates, familiar spirits, even
magical beasts. If youwould pursuetheArts, prepareaplacefor
your companions. Every magus needs assi stance on occasion.

Sadly, some wizards despise their companions, or treat
them like serfs in a prince's war. 1 say to you: Respect your
companions! While they may not rival you for raw power or
awareness, these, so-called "consors' and "brethren” make skillful
stewards. Even more importantly, they guide us away from the
mirror every so often and force us to walk in the sun; without
such interruptions, we would surely lose ourselves in our own
reflections! Cousins, soldiers, lovers, families—un-Awakened
or not, they are worth every bit ot trouble they might cause.

Some spirits take material form and present themselves
at awizard'sfeet. While such "familiars" might seem lowly, |
caution any magus against treating one so! A spirit-beast has
insights no man can match; for respect and small consider-
aions, shell pass them on to you. Her demands may seem
strange — most are — but heed them. A disappointed
familiar will leave her master, often at the worst of times,
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Council Sites

Al-Khadima (Batini Covenant, Istanbul)
Alexandria(Batini/Hermetic Cray, Egypt)

Angelino Colligium (Chorus Covenant, Sicily)
Athioss (Euthanatoi Covenant, Greece)

Balador (Seers Covenant, Otherworlds)

Black Forest/Baerwald Ruins (VerbenaCray, Germany)
Celestial Temple of the Sun {Chorus Covenant, Rome)
Doissetep (Hermetic Covenant, moved to Otherworlds)
Eska (Verbena Covenant, submerged in North Sea)
Gediz Caves (Seers Cray, Turkey)

Glastonbury Tor (Verbena Cray, Wales)

Golden Lane Lodge (Solificati Covenant, Prague)
Grace Glen Collegium (Hermetic Covenant, France)
Horizon (Council Realm, Otherworlds)

Jerusalem (Batini/ChorusCray, Arabia)

Londinium Collegium (Hermetic Covenant, England)
Lough Neagh (Verbena Cray, Ireland)

Lyonesse (Hermetic Cray, submergednear French Coast)
Mistridge(ruins, France)

Stonehenge (V erbena/Hermetic Cray, England)

The Bull-maze (Euthanatoi Cray, Crete)

Valley of Kings (Batini Cray, Egypt)

Venus' Rest (Seers/Euthanatoi Cray, Greece)

Winter Castle (Verbena Realm, Otherworlds)

\.«, F\Wealth and Magickal Treasures

Material wealthisnosubstitutetor companionship, bura
magicianwhocravesitcan easily slakehisthirst. Gold flows from
thealchemist'stable; cropsrise at the witch'scommand; offer-
ings fill the coffers of the priest while the scholar councils
merchant princes. Even the landless gypsy finds comfort in her
skills; apurse iseasier to lift when your fingersknow the Arts.

Better still are the magickal treasures — enchanted
swords, elixirs, grand Devices and spirit-haunted fetishes—
spoken of in legend. Like tools of the Art, they gild our rites;
unlike chose coals, they possess powersof their own. Such items
arefarmorecommon infolklorethaninreality, of course, but
they do exist. A truly powerful magusmay create such things
himself; indeed, the High Artisans do so as a trade!

Such are the rewards of Awakening, the marvels of the
Art. In the Path of a greedy magus, they might become
brambles; a wise magician, on the other hand, can regard
such boons as profit from the trade. Magick is no easy
profession; thereisno sinin occasiona recompense.

Major Curopean Crays and Covenants

Daedalean Sites

Alcazar (GabrieliteCovenant, Spain)

Artisan Circle (Daedalean Covenant, Florence)
BrandenburgK rankenhaus (Cosian Covenant, Germany)
Castle Stovka { Gabrielite Covenant, Bohemia)

Locus Praesidii (Daedalean Covenant, Venice)

Krak de Leon (Gabrielite Covenant, France)
Montsalavar (Gabrielire Covenant, Genoa)

Mt. Olympus (Artificer Cray, Greece)

Portus Cruis (Master/Seeker Covenant, Portugal)
Rowan Castle { Gabrielite Covenant, England)

St. Peter's Catacombs { Gabrielite Covenant, Rome)
Subtle Dragon Lodge (Cosian Covenant, Prague)
Thorwald (Gabrielite/Artificer Covenant, Germany)
White Tower/Languedoc (Daedalean Covenant, France)
White Tower/Y oassmy (Daedalean Covenant, France)

Qther Sites

Blood Lake (Infernalist Cray, Poland)

Chateau de Rais (Infernalist Covenant, France)
Kupala Alka (Infernalist Covenant, Lithuania)
Oxford University (opposed Covenants, England)
<. Michad'sWell ("open" Cray, Naples)
Vatican (opposed Covenants, Rome)

Venice (opposed Covenants, Venice)

Conclusion

What remains to be done must be done by you.... God will
not do everything himself.

— Niccolo Machiavelli, "The Prince"

Our Church has caused us to fear awareness, to
drown it in apool of terror. The frightened ones see Hell
in each flickering candle, and they snuff those candles —
candles like ourselves — with the cold breath of exor- |
cism. We Awakened folk know better; magick is a [f
birthright, not acurse. All thesame, it can burnwith the {\ ‘a
intensity of alchemical flame, and its heat can blacken &S.\\ )
all our souls. \¥;}

So treasure your reflection. The mirror marksyou as
amagus. Be proud, but riot too proud; be imaginative in
your Arts, but recall their consequences. Your eyes are
open now. The Mistsdraw aside. Beware the Thorns and
stay true to the Path.
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A knight's hunting manor, rooms of her own, decent
clothes, hot bread, mulled wine — all these, von Vim had
promised and provided. Agnesa snuggled in her warm robe,
woven of the finest linen, and listened to her mentor's words as
embers glowed in the great room's hearth.

"One. clay," hesaid, "I heard your songs as you walked to market,
i and ] knew you had the talents to become a powerful wilworker.
‘_' Ancient power echoes through your soul, my dear, a melody most
precious. Asyour teacher, itismy duty tonurture and sustain that swig
until you arefully grown and ready to meke your own way."

"But what of the. Holy Church?" Agnesa replied, dubi-
ously. "I still believe in my faith."

Von Ulm smiled like a father, "And why should you not?
Child, | would not ask you to forsake that faith. Many are the
Paths of Gold; how can they all be right or wrong? Each man
must find his own way, his own road to stride. So how can | say
thai, your beliefs are any less sacred than my own!"

If you seek my monument, look around you.
— Epitaph of Michelangelo Buonarroti

The knight looked up as a young man entered. Like von
Ulm, he was tal and handsome, but his eyes were hard as
obsidian, and his dark hair recalled a raven'swings. "Ah,
Bartolomeo,” said von Ulm, rising. "You must meet Agnesa,
my newest pupil. Agnesa, | give you my adopted son and heir,
Bartolomeo Cavalcanti, late of the city of Padua." w

The girl curtsed. The young Italian kissed Agnesa's [if!.
hand, sendingshiversthrough her flesh. "Welcome, Agnesa," -'It _,Ff..}\
he purred. "I shall be delighted .to have such a Iovgy young Q () :.‘I
lady in my father's house" His cold eyes appraised her. “3*- -
"Perhaps 1 can teach you the Latin tongue, so you may share
my joy in the great work of Brunschwig | have recently
discovered."

Agnesa smiled sweetly, Chills brushed her heart. She tried
to ignore them, and failed. Bartnlomeo's warm hands held the
promise of winter. He sgqueezed her fingers once, more before
releasing them. The trials had begun.

e
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As Christians measure the years, it is 1450. Shadows
reach across Europe like grim gnarled trees looming
above agarden: the shadow from the past, the shadow of
the Turk, and the shadow from beyond.

The shadow from the past is the Plague. Less than a
century ago, it swept out of Asia. After a few dreadful
years, a third of Europe's people are gone. Forests have
grown where villages flourished. Fields go untilled for
lack of hands. Those with labor to sell can earn a better
price (or even their freedom) in return. With fewer
mouthstofeed, thefieldsprovideplentyforall. But even
the prosperous folk must live with the tales of the march
of Death, of priests abandoning stricken flocks, of par-
entsdesertingdyingchildren.

On the borders of God's land stand the Ottoman
Turks. With the finest army in the world, they have

/|4 reach out their hands, and Constantinople, the ancient
seat of Eastern Christianity, will be theirs. Will they halt
¥ there? In the heart of Iberia (Spain), Moorish infidels
still stake their claim. Can the armies of Castile and
Aragon unseat them? And if not, what does the future
hold for the I berian Church?

The Church itself reels in the grasp of greedy,
faithless priests. For each true man or woman of the
Lord, another abuses hisoffice, stuffing hiscofferswith
the peoples' bounty. Tithes — compulsory offerings —
grow more onerous every year, and so-called "pardon-
\ ers' sell relief from Purgatory. Tales of Papal excesses,
~ of orgies in Rome and gold-lined altars, reach the
common folk's ears. Who could doubt a man for losing
his faith?

Beyond the material world, Hell and Satan await the
sinner. Sometimes they do not wait, but reach out into
the living world. Witches, ghosts, evil spirits and other
menaces tempt the weak to damnation. The Church can
drive them back (for a price), or so the priests say, but
still the Black Masses thrive and the vampires feast-
Night holds achill, even in the warmest lands.

Y et folks are often too busy to think of these shad-
|| ows. When the last beans and turnips must suffice until
j harvest, whenit istwo dayson amuddy road to the town
market, when a harsh winter or adry summer kills half
* thebabesinavillage—whenthisistheway of theworld,
one has little time to sit and fret.

Nor are the shadows everywhere. It is everyone's
birthrighttorejoiceinahappy marriage, inchildrenwho
grow tall and wise, in good work sold for afair price, in
aprayer offered humbly and sincerely to God. Bright fires
drive back the shadows, too. Old philosophies are dusted
off, and new ideastake hold. Trade, invention, art — all
of them thrive, especially in the prosperous Tuscan

o

(North Italian) states. Architects, sculptors and painters s

employ Classical models and mathematical theorems; ||{
international bankerslet money travel whereit isneeded;
warriors have new ships, new cannons, and fine new |
armor to uphold causes both just and unjust. France and
England end a century-long war. An Italian scholar
assembles libraries in the Vatican. Far away, a German
craftsman named Johannes Gutenberg perfects move-
able type and a machine to use it. In less than 50 years,
printed books will be everywhere.

Patches of sunlight amid the shadows. Expanses of
shadow amid the sunlight. In later days, men will call this
"the Rebirth" — the Renaissance. For now, we'll just call
ithome. Let uspeerinto themirror of past and future. Let
us look beyond mortal sight and see theworld asiit is, as
it was, and as it shall be....

Historical Note

The Sorcerers Crusade takes place across a
100-year time span, from the early 1400sto the
early 1500s. Where and when you set your
chronicle depends on what your troupe wants to
do. You could choose the time before the Coun-
cil foundation, playing out the tumultuous days
of Joan of Arc, Wyndgarde's March and the
Decade of the Hunt — a time when the Middle
Ages still hold sway over the land. Or you could
adventure in the mid-to-late 1400s, when the
Council and High Renaissance have been estab-
lished. A late-Renai ssancetalecould begin after
France's invasion of Italy, the Reconquista of
Spain and the journeys to the New World; an
even later chronicle might trace the beginnings
of the Protestant Reformation, the subjugation
of the Americas, and the beginnings of the swash-
buckling era.

Naturally, the period you choosewill affect
the eventsin progress: An early chronicle would
focus on the fierce battles of the Convocation
period, while a later one might see the Council
in decline and trace the Daedaleans' war against
Tezghul, or the Seven Thunders war against
everyone. Location matters, too: A taleset in the
England of the early 1400s will be far more
medieval than one set in Florence at the same
time. The Rebirth spreads slowly; many areas,
especially rural ones, never see the glory of the
Tuscan Renaissance. Its changes wash up on
their doorsteps nearly 100 years later. Still, no
matter where or when you set your chronicle, the
world is changing — more rapidly than anyone
would like to admit.
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| Tmago Mundi:A
View of the World

An age will come after many years when the Ocean
will loose the chains of things, and a huge land lie revealed;
when Tethys will disclose new worlds and Thule no more
be the ultimate.

— Seneca, Medea

In 1453, the Turks finally take Constantinople, ending
the reign of Byzantium. With the fall of Constantinople,
Europe's front door slams shut. Over the next century,
Europeansfind new windows, open their Atlantic back door,
and break down their walls of geography and superstition in
an overwhelming attempt to bring Christendom overseas —
and foreign treasures home. From an imperiled Christian
outcropping in Moslem Asia, sailors, traders and conquista-
dorstransform Europeintotherichest, mostvibrant, expansive
and dangerous civilization on Earth. Soon, English noble-
men visit the courts of Persia and Muscovy; Portuguese
cannonsblazeoff coastsfromJapan to Brazil; Spanish priests
burn heretics in Mexico and Mindanao; Dutch bankers trade
slavesin Africaand emeraldsinVenezuela. Suddenly, Euro-
peans are everywhere. For most other people, this isnot good
news. Evenfor some Europeans, thetransitionfrom medieval
backwater to turbulent mainstream upsets the old order, with
occasionally devastating results.

The road to the future opens through the past — and
through the Italian city-states. By reviving the study of
Greek and Roman learning, Tuscan visionaries advance
scholarship and art beyond anything seen in the last 1,000
years. But no host of scholars, or library of manuscripts
could have given the world the New Learning without *
Italian wealth. The first bankers in Christendom are Ital- 4
ians; now merchants, princes and Popes finance the works
of art and science that propel this age. Without the patron-
age of the Medici, the Borgia, and their contemporaries, the
virtuosos would labor in obscurity... if at all.

Italy minglessunlightandshadow, wiseruleandbloody-
handed despotism like no other land- So let the mirror |
begin our journey in the heart of Italy.... i

Cuscany and ltaly

The smells are strong here — campfire smoke, ripe
olives, sweat, middens, manure, roastingmeat. Aroundthe
camp, soldiers prepare their guns. A luxury in this age,
cannons are no longer mysteries; although dangerous to
employ, the guns prove worth the effort to an army with Eg
skilled cannoneers. One such cannoneer examines an iron
bombard. Beneath his beard, a pepper of black betrays the
place where a gun once exploded, driving powder into his
skin. Still, he'sfortunateto bealive. Othersarenot solucky.
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The great bombard travels in two pieces, each on its

(' own stout wagon. Thegunnerswill load the breech piece

with powder and shot, screw it to the muzzle, and fire a

stone shot the size of a small wine barrel at a nearby

castle'swall. When the gun has cooled, the gunnerswill
| unscrew the breech, swab out both pieces, then reload.

% || Downhill, laborers work half-naked. Some dig a pit for

/"1 the bombard; others shape logs cut from olive trees into
timbers. These will make the frame that holds the bom-
bard in place in the pit.

A man lies by the stump of an olive tree, his head
bloodied. The olive tree was his, and he dared to corn-
* plain. He'll live, though, and he should thank the saints
v that Milan does not want awar with Florence; otherwise,
thefarmer would be dead, and hisvillage inflames. Asthe
sun creeps toward the horizon, the diggers and carpenters
'“% light torchesand continuetheirwork. Theflickeringglow

,‘/ reveals the farmer's family, coming to carry him away.

ﬁ Darkness ends aday well spent. The master gunner knows
that the bombard will befiringat dawn....

. Rome was the old center of Europe, in antiquity and

" # in medieval times. Even in this new era, the center of

Europehasn'ttravel edfar; astheRebirthbegins,Florentine
merchants, princes and artisans set the example for the
rest of Christendom. In the old days, the Church con-
trolledkingdomsthroughholythreatsandintrigues; while
that is still true in this age, the Papacy no longer makes
andunmakeskings. Rather, thedoges, dukesanddictators
of the Italian states share the Vatican anong Themselves.

Without asingle king to unite them, these lordswage tiny

l warswith one another — sometimeswith poisoned words

v and deadly favors, other times with cannons, mercenaries

and "reversals of fortune."

Real economic power in the mid-15th century rests

|| with Venice, Milan and Florence. Venice {and to alesser

Il extent, Genoa and Pisa) built its prosperity on itsfortu-

nate location at the European end of the trade routes to

and from the East- Venetian and Genoese merchants hold
privileged positions in the Moslem ports of Syria, Egypt
and the Black Sea; Venice even rules a maritime empire
that extends to Crete and controls the Adriatic. Venetian

. and Genoese galleys take spices, gold and silk from the

i Levant and wallow across the familiar Mediterranean.

| Such luxuries sell in France, Spain and Germany for a

/1) considerable profir, fueling the Transcendent art and mer-

/ cenary politics of Italy.

. The riches from this trade and from its shipbuilding
industry (Venetianyardscan produceafully rigged galley
in less than three days) swell Venice's population to
200,000souls, makingitthelargest city inEurope. Venice's
competitors— Milan and Florence, and to a lesser exrent
Genoa and Naples — are only slightly smaller, Florence
and Milan dominate the textile industry — a vitally
important trade in an era when woolen cloth is Europe's

only reliable export. Florence's Medici bankers reap prof-
itsfrom European trade and control the best alum deposits !
in Italy, vital for tanning and cloth-dying. Italian cities
also capably imitate and adopt foreign techniques: Egypt,
which exported paper to Europe inthe 11th century, now
importsitfrom Italy. Lucca (near Florence) devel oped its
own silk industry, and Pisan navigators perfected the
compass. |talian merchants even imported their numbers.
Arabic numerals replaced Roman ones in Italian account
books in the 13th century. Long practice with Arabic
numerals (and with double-entry bookkeeping, intro-
duced by Fibonacci around the same time) makes Italians
"natural clerks." These managerial skills are another val u-
able Italian export. Italian scholars, accountants and
engineershold important postsin the chanceriesof every
court in Europe.

Naples, the other great Italian city, shares the hot,
sunny days and impossibly dark nights of its cousins, but
not their political independence or industrial prosperity.
The Neapolitan rhrone became entangled in contests
between Aragon and France some 200 years ago; caught
between pretenders, puppets and warring princes, Naples
skirts the Rebirth of its cousin states — prosperous but
uneasy, it echoes with screams in the night.

Jberia (Spain and Portugal)

Aragonitself ismuchlikeltaly, amountainousMedi-
terranean realm of bright sunlight and urban prosperity.
Aragon's western neighbor Castile centers on ahigh plain
supporting proud yeomen and parochial shepherds.
Castile's ports, Seville and Bilbao, look out onto the
stormy Atlantic rather than the calm Mediterranean.
When Aragon and Castile unite in 1469, the resulting
Kingdom of Spain pursues its destiny in both detections.
When the Moors are finally expelled from Granada in
1492, the Kingdom of Spain is ready to take itsplace at the
table of great nations. Till then, the grand castles and
synagogues shelter infidels whose achievements mock
their northern neighbors.

Portugal, Spain's smaller neighbor, has only one di-
rection to go: seaward. By 1450, Portuguese navigators
have rounded Cape Verde, the westernmost tip of Africa.
Althoughher captainswill neverfindtheChristian"King-
dom of Prester John" they seek in Africa, they do expand
European knowledge of the African coast (the interior
will remain amystery for four more centuries), and collect
gold and slaves along the way. By the end of the century,
Portugal and Spain will go so far as to divide the world
between them in the Treaty of Tordesillas, brokered by
the Spanish Borgia Pope Alexander VI; even then, the
tiny popul ationof Portugal (oneand ahalf million people)
is not enough to rule half the world, much less take on
larger European powers.
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Intrigue

As prince, banker and cleric maneuver for
power, their actions take on a decidedly unchris-
tian tone. Gossip, favors, public humiliation,
robbery, excommunication and assassination be-
come common tools of the game. Many churches
and manor houses have secret dungeons where
people unfortunate enough to run afoul of a plot
spend their final days. Any man (or woman) of
means keeps a torturer on retainer.

Rewards for making — and keeping — the
right aliances are grand: Wealth, social status,
positions of influence, and sexual (or even
magickal) favors are common boons for good ser-
vice. Most of the time, those services are fairly
minor: spyingonrivals, leakingsecretsto listening
ears, seducing and disgracing honorable folk, or
diverting a rival's attentions while the plotter
makes her move. Larger favors — labor, theft,
murder or military service — occasionally come
with the territory, however, and a"favored friend"
might soon find himself called upon for tasks he
never would have considered. Most intriguers rely
on a system of debts and rewards to keep their
"friends" loyal; a small task earns a great reward,
which is used as a debt the next time the patron
needs something. It's easy — very easy — to be
seduced into a complex series of alliances, debts
and loyalties, especially if you're ambitious, poor,
desperateor all three.

Intrigue can be exceedingly profitable; it can
. asoturn around very quickly. A patron might sell
out his agents (or vice versa) if doing so seemswise;
most intriguers use their allies as bargaining to-
kens, and trade them to other plotters when
occasion warrants. Even aloyal patron or ally can
betray that trust under torture, magickal compul-
sion or disgrace, and anyone can simply be killed.
A reversal of fortune can leaveaconspirator or her
allies out in the cold; from there, arival may well
offer another alliance— a"deal you can't refuse.”

Italy'spoliticsarerifewithintrigue; Florence
and Venice become the new Byzaiitiurns. Across
the continent, however, spies, toadies, diplomats
and enforcersply theirtradesinevery court, chapel
arid tavern. No man or woman of consequence
retains their power or wealth without some dab-
bling in shadow-politics; when magick steps
onstage, the bargains get sweeter — and nastier.
After al, witchcraft is a death sentence every-
where in Europe. Any sorcerer who dips her hand
in intrigue risks exposure and the stake.

Dorthcm?:’uropc

Look northward, now, to the snow-draped cottage of
an English peasant farmer. Assuch places go, this hovel is
better than many, built of fine-cut logs and sealed with
whitewash. Beneath the snow, new thatch keeps out the
worst of the cold. A wall provides aplace for the livestock,
and a hearth provides some hear and light. Bitter as the
winter is, the family inside has other troubles at hand: A
bailiff has cometo claim the farmer's best cow as payment
for adebt. Inthe doorway, armed men wait; to one side, a
tight-lipped woman holds a child too thin to survive the
winter. Without the cow, the family isdoomed. The fanner
tries to bargain with the bailiff, but the fatter man smiles.
The wife is not too homely, and her chickens seem fat
enoughtomakeawinter meal. A bargainwill bestruck, but
the price will be paid in tears.

Further east, a Muscovian nobleman holds court. The
same snow falls outside hishalls, but the folks here are used
to harsh winters. Sleek wolfhounds eye the tables, but there
are few scraps to be had tonight. The winter wolf is a
stronger beast than they, and itshirewill claim athousand
lives before the spring returns....

One can hardly spesk of any of these lands without
speaking of the others. For a century or more they have
intertwined like anest of snakes, intrade, war, and intrigue.

France, withits15millionsubjects, holdsthepopula-
tion advantage. Rich in wine, coal, salt and grain, it also
possesses a mild climate that makes it Europe's natural
breadbasket. Paris, home to a population of 100,000, is a
center of learning and intellectual life, and France controls
the Rhone Valley trade routes between wealthy northern
Italy and only slightly less wealthy Flanders. Like Spain,
France combines natural access to the rich Mediterranean
with an outward-tooking coast on the stormy Atlantic.
Unlike Spain, Francehasf|uidboundaries; thecongeriesof
medieval duchies, bishoprics and free cities that make up
the Holy Roman Empire are tempting targets for French
expansion east and north toward the Rhine.

On the map, the "Holy Roman Empire of the German
Nation" looksimpressive. Itspopul ation equalsthat of France,
and it stretches from the silver mines of Bohemia to the
manufacturingcitiesof Flanders, andfromthesnowy cragsof
the Alps to the icy strand of the Baltic Sea In reality,
however, the Empire is a ramshackle collection of hugely
independent-minded statelets. The Emperor must be elected
by the regional nobles; he has less power than the duke of
Saxony or the archbishop of Cologne, his nominal vassals.

The Empire's subjects rarely call themselves "Ger-
mans'; they refer to themselves as subjects of their local
lords, or as freemen of their home towns. With the coming
of the Protestant Reformation in 1517, religious turmoil
shreds even the nominal unity of the Empire, turning
German nights red with fire and blood.

5 P
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All the important, statesin the Empire are situated at its
fringes: The Hanseatic League of merchant cities center on
* Liibeck in the north; the city-states of Flanders and the
'\ | Netherlands center on Antwerp ("the Venice of the North")
in the northwest; the fighting Swiss confederation sits in
the south; the iron- and silver-rich Habsburg heartland of
Austria is in the southeast, and the potentially rich but
usually disorganized Kingdom of Bohemia is in the east.
Brandenburg is a backwater province; Berlin will sit ig-
nored in theicy rainfor two centuries before its Hohenzollern
masters matter to Europe.

Farther east still, forestsstretch to infinity. In the short
growing season and sandy soil of eastern Europe, most folk
simply grow rye and hope for alatefrost. The noblesjeal ously
retain what little wealth and power there is for themselves.
The kings of Poland and Hungary serve at the sufferance of
" their barons, both domains stretch across impressive, but
empty, stretches of cold steppe and foggy forest, Both rulers
battle foreigners on the borders, as well. The Lithuanians
embraced Christianity and Poland in 1386, and together,
Poland-Lithuaniaactually pushes back the Teutonic Knights
of the Sword, who seized the Livonian marshes from the
Pagan Prussians in the 13th century. The kings of Hungary
have no such resources, and are forced to embrace Austrian
domination themselves after aTurkish invasionin 1526.

For a brief, bloody moment, the Paganstight hack. In the
wildsof Lithuania, awarlord makespactswithold godstodrive
the Christiansfrom hislands, then raises a horde to teed those
gods with blood. For decades, that horde swirls through the
Slavic lands; asthe century reaches itshalfway mark, however, -
the warlord's son, Tezghul, leads a demonic army of madmen
and night-folk away from the Baltic Seaand into Germany itself.
For several years, the horde battles both Turks and Germans
until aTeutonic army ends Tezghul's venture forever.

Three powers on the northern flank of Europe will
make their mark in future centuries: Sweden struggles to
escape the crown of a newly energetic Denmark. In. 1523,
Swedish iron and lumber begin to secure this newly won
independence. Intime, she will take the Protestant cause in
hand and establish areputation for refinement and military
strength; now, however, she simply broods in the cold and
buildsfoundationsfortomorrow.

In Muscovy (Russia), Grand Duke lvan 11l marries a
Byzantine princess in 1472 and plots the extraction of his cold
realm from the decaying Mongol Khanate of the Golden Horde.
Withtheaid ot Venetian architectsand Dutch gunsmiths, Ivan
beautifiesMoscow and expandsMuscovy. Hisgrandson I van 1V
will give himself thetitle of Tsar, or "Caesar," of All the Russias
in 1547; history will give lvan IV the title of "Terrible" for his




R cruelties. The Courts of the Wolfare shadowy, exotic things to
%1|| most Europeans; cold and remote as the boyars of legend, these
lands and their people remain fearsome mysteries.

England has suffered defeat in the Hundred Years War;
its expulsion from France is its expulsion from the affairs of
Europe. A 30-year civil War of the Roses, a religious up-
heaval, and perennial difficulties with Scotland and Ireland
intervene to distract first the Y orkist, then the Tudor, mon-
archs. Although London is one of Europe's great cities with
80,000 people, and English wool cloth remains a profitable
export,acenturywill gobybeforeElizabethl securesEngland's
place among the great powers of Europe.

Even so, English navigatorssecure England'searly placein
the great expansion of the European horizon. John Cabot
discoversNewfoundlandin 1497, openingup therichfisheries
of the Grand Banks to sailors from Scotland to the Canaries.
Richard Chancellor roundstherip of Norway in 1553 searching
tor the Northeast Passage arid accessto therich fur trade in the
mysterious and frozen expanses of Russia Even the familiar
IndianOceanyieldsnew surprisesasthePortugueseand Spanish
chart the thousand Spice Islands that extend east from Java.

The greatest surprise of the age, however, isonethat its
discoverer fails to comprehend; the continent Christopher
Columbus stumbles upon in 1492.

“Here Be Nonsters”

Alongthe Silk Road, agroup of Chinese travelers bears
the cold. Ten men, three women— an unusual combination
for such ajourney! — urge their horses through knee-deep
=+, snow. Wrapped in dyed leather and bright cloth, these
Mw * emissaries stand out starkly against the white ground. One
iy 7%, sings, another jokeswith his companion, and two sneak akiss
s whennooneislooking. Despitethebitter chill, thetravelers
are ebullient; the road leads them to a Grand Convocation
in amysterious land. Who could resist such an adventure?

Far westward, asailor clings to afrosty mast. Around
him, the sea churns in icy whitecaps, roaring like lionsin
the tale of Daniel. Is this man also protected by the Lord?
He'd like to think so, but with a mad captain, low rations
and only cold wood and endless seas about him, this sailor
wishes he were back in Castile....

The Italian, Columbus, sails for Spain after being re-
jected by Portugal. Hediesbelieving that hehasfound India
Sailing in his wake, other explorersredlize that theworld is
larger than anyone previously believed. In later years, the
landfalls of Vespucci, Cahral and Carte-Redal extend over
3,000 miles and show that Columbus' San Salvador wasonly
an outcropping of a New World. Magellan's around-the-
Earthjourney in 1519 expands the world again: He sailsfrom
Tierra del Fuego to Guam without seeing land and learns
firsthand just how vast the Pacific tally is.

On land, less exists to discover. Travelers have long
known the rough geography of inner Asia. Marco Polo was

Lr
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only the best known of the hundreds, if nut thousands, of '“

merchants and missionaries who journeyed across the deserts
and over the mountain passes that make up the "Silk Road"
from West to East. A Chinese Christian named Rahban
Sauma even made the far less-profitable reverse trip, on a
diplomatic mission from Kublai Khanto Charlesof Naples.
The Moroccan scholar Ibn Battuta covered al the ground
they did, and managed to squeeze in side trips to Zanzibar,
Sumatra and Timbuktu between 1325 and 1349. Although
isolated mountain kingdoms and deserted valleys remain
obscure, any educated person from London to Loyang knows
the litany of antique lands between them. The Turks perch
on the west end of the Silk Road, and they conquer the holy
city of Jerusalem along with Egypt in 1517. From the
Carpathianmountainsof Transylvaniatotheflat mudof the
Persian Gulf, 25 million people dwell under Ottoman rule.
The next stop eastward on the Silk Road is the Kingdom of
Persia, a land of high mountain plateaus and tough cattle-
nen. Persian cities such as Tabriz or Isfahan are already
famousfortheirsumptuouscarpets— andfrighteningmagi.

Beyond Persia, the Road splits. The south fork crosses

/
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the wastes of Khorassan and Afghanistan to India, where N

100 million people live in adizzying riot of lesser states
dominated by the Moslem Sultanate of Delhi or, later, the
expanding Mogul Empire. Only Vijayanagar in the south-
ern hill country keeps Hindu independence alive. India's
spices, gems, pepper and gold anchor the Silk Road's
southern flank. Gujerati sailors from the western coast
control the monsoon sea routes across the Indian Ocean
until the Portuguese destroy their fleet in | 509.

Tothenorth, legendary citieslike Bokhara, Samarkand |,

and Kashgar linetheRoad in shrinkingoases Caravansalong
thisstretch pay heavy tollslor protectionfrom bandit armies.

|

e
This is Tartary, home to hard-riding horse nomads related to |/ /A

Huns, Turksand Mongols, Descendants of Genghis Khan still
rulethesereaches, asthey do in Russia (asthe Golden Horde},
in Tibet through the |amaseries, and in Mongolia itself.
Finally, the Silk Road descends out of the dread
Taklamakan Desertand intoCathuy (China) itself. Under the
self-satisfied Ming Dynasty, Cathay enjoys an undisputed
position as the largest, richest, and most civilized nation on

Earth. Although the Le Loi rebels of VietNam to the south )

reject imperial guidance, the wise | Dynasty of Koreainthe || 3

northeast prospers under Chinese tutelage. Blessed with rich |l
river valleys irrigating hundreds of thousands of farms, a M,

trainedandliteratebureaucracy of mandarinsopentoany man
who can pass the exams, and plentiful suppliesof coal, ironand
cotton, Cathay needsnothing. Its 100 million peoplegrow rice
and veneratetheir ancestors. Inan eraof change, theMingare
determined, to hold fast tofamiliar ways.

Europeans vaguely know the names of two important
islands east of China: Japan (labeled Cipango on Western
maps) andJava, Japaninthiseraof sengoku, or struggle, oddly
resemblesltaly: ahighlyurbanized, literatepopulationthat
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uses its scant resources wisely; filled with jealously indepen-
dent lords fighting mercenary wars. Java, on the other hand,
shares only the similarity of having jealous independent
lords. Arab chieftains battle Hindu and Buddhist rajahs
across the idland, leaving its rich tropical storehouse of
sandalwood, mahogany and spices for others to exploit.
European merchants — Portuguese and Spanish at first,
then the Dutch and English — do so gladly. But looting or
trading for such prizes does not satiate this new breed of
explorer. The captains of the West are gripped with the
common European fever for new things, new riches, new
worlds. Galleons ply the Pacific searching for Terra Incognita
Australis, theunknown southern continent. English, French,
Dutch and Portuguese mercenary navigators roam the coast of
North America in aquest for the Northwest Passage to Asia.
By 1550, the Spanish are sending parties up the Colorado and
down the Amazon following rumors of still more legendary
kingdoms of gold, braving the curses of ancient gods, deadly
fevers, and other dangers of the unknown world.
¥ Even in the "known world," plenty of surprises lie in wait.
£/ Wolf packs roam the Campagna, just afew milessouth of Rome
¢ itself. Foreststhat havefeltnohuman'sax still grow in southern
France, much of Germany and practically everywhere north and
east of Prague. The oldest cities hold terrors asold as mankind,
and the deserts of Africa or the steppes of Asia shelter things
even older. It isfor good reason that Western cartographers fill
the blank spaces of the New World, Asia and Africawith the
words hic sunt monstes: here be monsters.

Novus Ordo Aurum:
Current Coents

1t may be observed, that provinces amid the vicissitudes to
which they are subject, pass from order into confusion, and
afterward recur to a state of order again....

— Niccolo Machiavelli, History of Florence and of the
Affairs of Italy

ome away from the cold lands and witness

a fine spring day in the heart of France.

Here, acount ridesout to learn if his prize

falcon has survived the winter with its

i| hunter's heart intact. Several nobleswould

| appreciate the gift of such a bird. Beside
h|mr|d&sacard|na| who plainly covetsthefal con ashe would
afair woman (if his vows dlowed such things!).

Asthe hawk soars, the men flatter each other with half-
truths. The count would like some dispensations; the
cardinal, some troops. An arrangement can be made, of
course, if both men ply their patrons, By dusk, a deal is
struck. The day's hawking goes well; the falcon even con-
sents to take a mouse from the cardinal's gauntleted hand,
By the end of the day, the gift of the falcon sedls a pact....

At the beginning of the 15rh century, an impartial | ‘

observer would he hard-pressed to determine whether China
or |slam would eventually dominate the world. At the end

of the 16th century, she would he hard-pressed to explain ;

how Europe could he prevented from eventually dominating
the world. The seeds of that dominion, sowed over millen-
nia, arc harvested in this tumultuous age, The creation of
Europa Grandis, its escape from its medieval swaddling
clothes, and its first steps to Earthly dominion profoundly
influence every society in the world. Europe reels against
the winds of change — political, religious, economic and
technological change. Its responses to those changes echo
in gun battles in the South China Sea, in civilization-
killing plagues in the Mississippi Valley, in suddenly

bankrupt caravansaries in the Siberian steppe; and in log- ,

walled slave pens at the dow-flowing mouth of Africa's
NigerRiver.

ThePast

Europe was horn when Germanic warrior clans over-
turned the citified Roman imperium a thousand years ago.
From this mingling of Teutonic martial allegiances and
Roman legal formality emerged the feudal system, side by
side with a Christian Church bureaucracy nearly identical
to the old Roman one.

For amillennium, power swung between an organized
Church (which lacked military might) and feudal kings
(whose moral authority depended on the Church). In that
tension, lesser barons and vampiric princes followed their
ambitions, careless ot their effects on the peace of God or of
Europe. Thispolitical chaos|eft thebalance of power in the
hands of the Church, which grew as corrupt and autocratic
as any unchallenged ruler does. When King Philip 1V of
France kidnapped Pope Boniface V111 in 1303 and held him
in captivity at Avignon, Europe did not react with religious
outrage. Rather, the European monarchs took heart from
this triumph, and followed their dynastic desires without
regard for Church opposition. Popular religious movements
found new support in these newly independent kings who
feel they don't need to rely on the Church. Claimants for
the Papal throne became pawns in royal power plays.

This weakening of the medieval religious hierarchy
preceded the collapse of the medieval economic system
under the ravages of the Black Death in the mid-14th
century. As peasantsdied likeflies, medieval landlordswere
forced to grant new freedoms to independent towns, or to
their own serfs. Thanks to the labor shortage, real wages
increased and lords invested in labor-saving machinery.
Barons who tried to reinstitule the old ways found them-
selves embroiled in peasant revolts. The death toll on knights
and nobles in the new royal wars (the Hundred Y ears' War,
especialy) completed the disaster. Plague, war, famine and
rebellion ended the Middle Ages. Fortunately, the medieval
era had unwittingly forged the keys to a new order.
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The first key was the serifs of Crusades that created the
| prosperity of the north Italian city-states. Thanks to the
| lucrativetrade linksdevel oped during the Latin occupation
| of the East, cities like Venice, Genoa, Milan, Florence and
Pisagrew asrich asany monarch. Thiswealth allowed them
to buy mercenaries and field armies out of proportion to
their small size, It aso influenced the growth of cities
elsewhere, especially in Flanders, which produced the wool
that Italy traded to the Hast for spices and gold. These cities
served as laboratories of government and religion outside
therural hierarchies of Pope and emperor. Their prosperity
also allowed them to ride out the disastrous 14th century
and emerge as the undisputed economic rulers of Europe:
Suddenly, culture and religion began to follow the lead of
5~ )., urban merchants rather than illiterate nobles or corrupt
¥ and discredited bishops.

The Crusades also brought classical manuscripts and
forgotten knowledge to European courts and libraries. The
Arabshad spent millenniacopying arid adding to theworks
of Aristotle, Herodotus, Democrirus and Pliny. The Cru-
= saderstook the profits fromsuch intellectual labor as part of

2 the spoils of war. The monastic system, and its extension
7 into the great medieval universities, kept the learning of
the ancientstenuously alive in Europe, and gave these new
Arabic works a hearing that Europe, more firmly under
Papal control, might have denied.

The final key was the kings themselves. The weaken-
ing of the barons and the Church gave the monarchs an
opportunity to center both power and moral authority in
their own courts. In France, lor example, the nobility ceded
3 the right of direct taxation to the king, strengthening his
iy} hand against the rival king of England. In Spain and
) Portugal ,theReconqustafromtheMoorssimilarlystrengrh-

fast ened the monarchy. The Tudors broke the power of the
# barons after the Wars of the Roses in England. Even

| ramshackle Austria became a nation as Habsburg after
Habsburg added to his personal lands.

Cannons and Kings

The entrance of reliable metal cannons into mortal
servicemakes the monarchies power permanent. Only the
., royal courts can. afford a siege train of modern artillery and
.' the expensive speciaiists to operate it. They use that advan-
¥ tage well. Castles that took years to reduce with medieval
siege techniques now fall in weeksor even days to artillery
fire. Where royal ambitionsclash (Flanders, the Rhinelaiul,
Italy) or where the barons' pleasure controls the royal purse
(Germany, Poland), feudalism still reigns. Increasingly,
however, even the richest of the tree cities or duchies fall
under the shadow of the new royal nation-states.

The duel for France is the first of these new national
wars. England already enjoyed a surprisingly centralized
monarchy thanks to the Norman Conquest, and kings like
Henry 11 and Richard Coeur de Lion; the Hundred Years

War forced France to develop similar institutions or be f
destroyed. By 1453, when the English are expelled from g
France, the dukes of Burgundy remaintheonly feuda rivals
to the French crown. Burgundian chivalry proves to he no
match for King Louis XI's cunning — or for his Swiss
mercenary infantry. The fall and annexation of Burgundy
leaves the French monarch supreme not only in France, but |} §
in western Europe.

French armies march the length of Italy in 1494,
overturning the Florentine balance of power and demon-
strating the superior might of the French nation-state.
French ambitions in Italy soon conflict with newly unified
Spain, and Ferdinand's armies expel the French in 1512,
securing Spanish domination of the battlefield for the next
50 years. Spanish power seems to crest when, in 1519, the
Spanish King Charles I, grandson of the king of Austria,
bribes the German electors to make him Holy Roman
Emperor. As Emperor Charles V, he Theoretically controls
Spain, Germany, Italy, Flanders, Austria and Bohemia, as
well as much of the New World. In fact, his real power is
restricted to Spain, Italy and Flanders; try as he might,
Charles cannot knock France down. He has even less luck
unifying Germany under his rule. By the time Charles
abdicates in 1558, France has given up on Italy, but forced
her way across the Moselle into the Rhineland.

The sudden birth of Spain is the product of four
centuries of crusading mentality. Despitetheir differences,
Castile and Aragon were fighting for their existence. They
cooperate against the Moors in away that the opportunistic
Crusadersin the Holy Land never matched. When Ferdinand
of Aragon marries Isabella of Castile in 1469, their joined
energies create a vigorous united Kingdom of Spain, drive %
the Moors out completely in 1492, and buildan astonishing
era of Spanish dominance on the continent.

Although Islam is expelled from its 700-year foothold
in western Europe, it makes gains on Christendom's other
flank. The Turks have already smashed the Greeks and
Serbians; under four gifted sultans they expand the Dar ai-
Islam over the rugged mountains of the Balkans and the
steppes of Hungary and Ukraine. Only the fortunate death
of Sultan Mehmed |1 halts the success of aTurkish landing
in Otranto in 1480; bad weather defeats the Ottoman siege
of Vienna in 1529. Despite these setbacks, the Turks drive ||
Venice out of the Aegean in 1490, throw the crusading
Knights of St. John off Rhodes in 1 522, and conquer fellow \l}
Moslem scares from Algiers to Aden. p

Che Lion, the Dragon and the Chain

In time, all Europe will fear "the fury of the Turk,"
thinking it a punishment from God for the divisions of the
Reformation. Only the Persians halt the Turkish advance,
standing fast between the rising Ottomans and the decay-
ing remnants of Tamerlane's Moslem Mongol Khanate.
Under their energetic Shah Ismail Safavi, Persia more
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splits Islam much as Lutheranism splits Christendom.
Farther east, Babur, a descendant of Tamerlane, turnshis
attention to India. With the fall of Delhi in 1527, he
begins building an empire of his own, called the Mogul
Empireinmemory of hisMongol ancestry. |slam expands
in the formerly Hindu and Buddhist East Indies as Arab
traders and pirates from the great entrepot of Malacca
conquer and convert the many kingdoms of Java, Sumatra
and the Spice Islands.

Under Emperor Ying Tsung, China turns inward,
rejecting the path to a maritime empire staked out by its
Admiral Zheng He in the previous reign. The Ming ban
the construction of oceangoing ships; when one is the
Middle Kingdom, rich inall things, what does one need
with foreign goods? New breeds of rice increase the num-
ber of farmers and the influence of provincial agricultural

2 lords; trade is unsettling and, to the Confucian mind,

parasitical. China'shorizons shrink to the Mongol threat
in the north and the new canals and dams in the south.

At the other end of the Portuguese eastern empire
lies the gold and slave port of EImina on the Guinea
Coast. Gold and slaves (along with salt) also support the
Islamic Empire of Songhay, centered on the grand city of
Timbuktu. Arab merchants take slaves and gold to the
east coast of Africaat portslikeZanzibar. The market for
slaves drives the interior African kingdoms into a cycle
of warfare and kidnapping: The native rulers of Abomey
and Benin provide the European forts along the miasma!
coast with human cargo from lesser tribes or enemy
clans. More sophisticated kingdoms like Kongo and
Monomatapa accept Portuguese suzerainty as the price
for preventing their own populations' enslavement. Por-
tuguese marines even help the Christian emperor of
Ethiopia fight off Moslem slave traders in 1542.

The European encounter with the Americas has
little of such charity in its chronicle. The Aztecs main-
tainareign of terror over Mexico dependent on massive
human sacrifices and slave labor until 1519, when the
Spanish privateer Cortes overthrows their tyranny with
the help of the Aztecs' former subjects. He then loots the
countryside and levels the great city of Tenochtitlan as
| the Inquisition burns the histories and scriptures of all
theMexica. Similarly, the Incatheocracy rules Peru by
' mass resettlement and forced labor until Pizarro takes
advantage of acivil war to conquer the Andes for Spain.
Oncessilver isdiscovered at Potos in 1546, the Spanish
restore forced labor with a vengeance. The coming of the
conquistadorsalso brings the greatest plagues ever seen:
90% of the Indian population of the Americas dies
within a generation. Conquest, slavery and plague are
nothing new in history, of course, but the speed with
which these happen, and the scale they take is a black
new mark on a golden New World.

Novum Sidis:
Arts and Sciences

Besides the restoration of ancient learning, now almost
complete, the invention of many fine new things, serving not
only the needs but also the pleasure and adornment of life, has
been reserved to this age.

— Loys Le Roy, On the Excellence of This Age

" er us look into Burgundy, land of rich
living, where a confectioner's appren-
tices stagger down a hall, bearing his
cakeontheir shoulders. Forall itsweight,
thecakeissimplerthanitscreatorwould
usually send to the court. It merely
shows a Burgundian knight in lull plate
(wrought insugar dmost as hard as wood) riding away from
a castle (each stone of the walls a sweet cake, tinted a
different color) from whose battlements (gingerbread) a
lady (yet moresugar) wavesfarewell.

Evenasimpledesign, however, docsnot j ustify stinting
on theingredients. On the shouldersof the apprenticesride
12 dozen eggs, awhole barrel of sugar, another of honey and
two of flour, to say nothing of cloves, cinnamon, pepper,
saffron, ginger and powdered leeks. Two good fat hogs gave
up the lard, and the platter on which the cake rides would
make a fair jousting shield for a knight seven feet tall.

The cake isawonder, no doubt about it. By the end of
thenight, the confectioner hopes to see another wonder —
prompt payment. If the steward had any notion what
decent ginger costs these days...

All around Europe, this is an age of discovery and

change. Nor only new lands, but new waysof thinkingand !
seeing take hold of the European imagination. The rest of {5

the world, however, seems immune to this urge. The Is-
lamic countries from Morocco to Indiaenter anew phase of
conservatism as puritanical new rulers call for traditional
values. The success of Ottoman and Mogul arms seems to
indicate that Allah agrees: Let the infidels question Allah's
world while we rule it! Although education is sacred, reli-
giousorthodoxy stiflesthe experimentation of earlier days.

Cathay, of course, invented most of these so-called
"new things" centuries ago. Confucian society discourages
innovation for innovation'ssake, and the peasant-descended
Ming have no desire to return to the days of Mongol
toleranceforoutsideinfluence. Intherightly guidedMiddle
Kingdom, surely all isperfect under Heaven! Despiteinno-
vationslikegunpowder, paper and clockworks, theChinese
mind looks inward and seesorder and prosperity. Improve-
ment iswasteful and dangerous.

The threat of poverty and the Turks drive European
mindsoutward. Evenmedieval cartography putthecenterof
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{ theworldintheEast;; thereisnoshamein foreignwaysaslong : ;
asthey grant you some advantage over your neighbor. Asthe
Papacy losesitshold, Europelosesitscohesiveidentity asone
Empire of Christendom. The new national rivalries fan
competition in ships, arms and even warermills. Europe's
rigid class system ironically gives Europeans another advan-
tage. Unlike Cathay, where any man who can pass a test can
enter government service and hope to raise hisfamily to the
mandarinate, the aristocracies of Europe remain closed. An
ambiti ous European must make his own wealth.

£ogic, Art and (Dachinery

The painter has waited much of the day for the plaster
on the wall to dry. This isthe curse of creating a fresco so
close to the water — the damp air makes everything dry so
slowly. At least hisapprentice, soeasily distracted, haskept
the pigmentswel | sealed after mixing them. The lad hasan
eyelor thewomen, hut the women of V enice deserve their
reputation. Thepainter recallsfondly ameretricewho spent
threedayswith him, in returnfor asimplecharcoal portrait.

Bene! The plaster is dry enough to at least take the
charcoal. Staring at the wall, the artist seeks the point at
whichall thelinesinthescenewill converge. During hisown
apprenticeship, he attended a lecture by the Florentine
master Uccello, who spoke of " perspective," amathematical
formulathatallowed anartisttomimiclifeinwaysnobygone
paintercould. There. Hemarksthepointwithcharcoal; with
the help of hisapprentice and along string, the master traces
two of the three lines he knows he will need. He's about to
start on the third when the apprentice points at the length-
ening shadows on the floor. It's time to stop.

The older man laughs as the artists clean the room.
Surely the lad has alady waiting! Still, the boy has the right
of if; candles are too risky to be worth the extrawork time.
By the time sunset sparkles across the waters of the port, the
| two artists have finished for the day. Tomorrow, the work
begins anew....

The new European ideas draw from three wellsprings:
the scholastic logic of Aquinas and his successors, Greek
mathematics, and the tinkering tradition of the Italian and
Flemish mill owners. In the 13ih century, Thomas Aquinas
performed theheroic feat of reconciling Aristotelian logic
with Catholic theology. After Aristotle became orthodox,
university philosophersexpanded on hislogic, and in some
») cases, used it to overturn his physics. Mathematical illit-
| eracy stymiedfurther progressinphysics, however. Medieval
geometers and arithmeticians accomplished much, but
remained below the levels of the Greeks (or the Arabs, who
invented algebra in the 9th century based on Greek and
Indian concepts). With the fall of Constantinople, Greek
scholarsin all fieldstook refugein Italy.

Italian trade with the Byzantine Empire had been well
established; the sudden influx of Creek thought in text and
in person created an interest in all things Greek — espe-
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daily mathematics and art. Suddenly, the enraptured Ital-
ians recall the motto of Plato's Academy: "Let no man
ignorant of geometry enter here.." The textile millsof nori.h-
ern Italy spun the last thread in this new tapestry of
thought. The intense competition between cities tor mar-
ker share in cloth led toguilds of millwrights, designersand
engineers with a shared tradition of pragmatic experimenr.
These craftsmen modified and tinkered with designs for
millraces, looms, camshafts and anything else that would
give their merchant perrons a leg up on the next city.
Without training in logic or mathematics, these empirical
observers practiced the first actual experimental science in
the world, all in the name of the almighty ducal.
Fittingly, it is artists who bring all these things to-
gether. The architect-painter-goldsmith Filippo
Brunelleschi, who builds Florence's Duomo Cathedral, has
abuilder'sappreciation for experimentation and an artist's
love of proportion. In an attempt to bring the grandeur of
architecture into the other arts, Brunelleschi studies geom-

%S etry; in 1413, he develops a series of mathematical ratios
/' that enable him to truly "paint what be saw." Hisdiscovery

of the laws of perspective add a new dimension to the flat
world of medieval art. The influential Florentine politician
and architect Leon Battista Alberti popularizes
Brunelleschi's insight in Della Pitura; artisis wishing to
secure commissions from the Medici study it intensely.
Perspective makes al | the difference. Suddenly, art can
imitate nature! The world can he captured on canvas,
expressed in mathematics, and set down as it truly isl Artists
need not paint the supernatural; the natural is finally
within their grasp.

By 1478, Maestro Leonardo da Vinci adds mathemat-
ics to his art, and art to his experimentation. From a close
study of cadavers, he paints more natural bodies while
advancing the science of anatomy. From smooth curves and
elegant lines, he creates hydraulic wheels, flying machines,
pendulum clocks, canal systems, siege engines and a hun-
dred other mysteries. Other virtuosos combine art,
mathematics, logic and engineering: Gemma Frisins devel-
opstriangularion for surveyors; Tartagliaelaboratesa theory
of curves while studying ballistics; Nicolaus Copernicus
adds mathematics to his mentor's metaphysical theories
about the solar system, and discovers that the new ways of

Il seeing arc powerful enough to move the Earth itself. Writ-

ers and poets hail Leonardo, Copernicus and hundreds of

" others like them as new men for a new age: filosofi geometra,

the "philosophers of geometry."

If perspective reveals the world anew, other Renais-
sance men make it possible to reveal a new world. The
astronomer Regiomontanus (in his native German, Johann
Muller)improves the astrolabe, introduces algebra to Ger-
many, and writes the ephemeris used by Christopher
Columbus. Other scholars at the court ot Prince Henry the
Navigator of Portugal apply the new mathematics to the

problemsof exploration. In 1442, Sagres shipwrightscom-
bine the triangular Arabic lateen sail with the northern {[X
square-rigger to invent the caravel. Ships can now lack
against thewind and heat off the lee coast. Forty yearslater, |
Portuguese scholars use Jewish astronomy, Greek geometry
and Arabic algebra to develop a means of taking latitude
from the sun. Ships no longer need a coast. Portuguese
navigatorsset new coursesfor theopenocean andcuttravel
times in half — after continuing the new methods with
experiments in Guinea. Mating the caravel rig to a nar-
rower cog hull creates the nao, ancestor of the galleon.
Other improvements in naval architecture are less benign.
By 1509, Portuguese engineers successfully mount wide
gunports on a sailing ship and usher in the broadside and
naval bombardment by decimating the Egyptian navy and
leveling the city of Diu. Chinesejunks might he superior to
Iberian lighting naos, hut there have been no oceangoing
Chinese junks for generations. European ingenuity and
ferocity rule the waves.

Leeches, Steel and Paper

By contrast with shipbuilding, the great changes in
medicine merely indicate how much catching up Europe
hasyet todo. In thisagewhen Chinese doctors use anesthe-
saand understand the circulation of the blood, and when
Arabic or Jewish physicians routinely clean and sterilize
wounds, the European chiurgeon works as a barber to bring
in extracash, keepingjars ot leeches available to rebalance
a patient's vital humours. The printing ot the 11th-century
medical texts of Avieenna of Baghdad in 1473 begins to
open Europeaneyesto the possihilities of decent medicine.
Paracelsus' dabblings in alchemy do produce a number ot
useful chemical treatmentsfor disease (aswell aslaudanum,
in 1527). The hold of Galen'sclassical model on the mind
ot surgery (and clerical prohibitions on dissection) only
breaks with the publication of Vesakis anatomy in 1543.
(New techniques of copperplate engraving maketheillus-
trations the most accurate ever rendered.) 16th-century
chiurgeons still consider Ambroise Pare a wild-eyed radical
tor suggesting that attar of rosesand turpentine might make
a better wound dressing than boiling oil, and that clamps
stop bleeding more humanely than cauterisation by burn-
ing brands. (See "Modern Medicine," in Chapter V11.)

Perhaps part of the reason for neglecting the human
body lies in the many new things that replace it. Looms,
framesand crankshafts mechanizeweaving. Thetool treadle
and the stabilizing "flyer" do the same tor spinning. These
new spinning wheels increase the productivity of Italian
(and later. English) textile mills. When Johann Turzo
develops water-powered machines to drain mine shafts,
another guild gets mechanical members. Miners have no
problems getting jobs, however. Biringuccio and Agricola
spend most of the early 16th century developing new silver
miningtechniques, increasingcopperandironyields(very
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handy for the new cast-bronze and cast-iron cannon models
coming off the engineers' drafting tables), and finding uses
| for former "waste" metalslike mercury. Europeaniron and
silver production quintuples during this period without a
single major new mine being opened. Sweating, but well-
paid, workers load all that new iron into a revolutionary
"high" blast furnace similar to 500-year old Chinese mod-
els, making cast iron and steel increasingly cheap.
Furnaces are not the only innovations to come from
Cathay. This is also the great age for two other Chinese
inventions: gunpowder and paper. Together, they make
fireworks in China. In the hands of Europeans, they make
history. Cannon have been used since the beginning of the
Hundred Years' War, of course. "Hand cannons,” small
enough for a strong man or two to carry, date back to the
1300s.1n the workshops of High Artisans, those innova-
tions receive eaborate attention; Daedalean soldiers take
thosegunson thebattl efield and test them to perfection- By
1470, the arquebusisin mortal handstoo, and the infantry
begins to get even for all those knightly cavalry charges.
Tactics evolve to keep up with weapons: The Spanish
hammer the French at Cerignolain 1503, the first battle to
feature massed firearm volleys. Leonardo designs an im-
proved firearm action in 1508. His wheellock drags pyrite
(one of those former waste minerals Agricola uncovers)
across a gear, striking and sparking into a pan. Guns can
now firein therain, or he kept ready to fire under acloak.
By 1518, wheellocks are so common that the Emperor is
forced to ban their possession in Germany to prevent
spontaneous gunplay. In the confused conditions of Refor-
mation Germany, it is hard to tell whether the Imperial
decree has any effect at all besides encouraging the inven-
tion of the pistol, which can be concealed in a hag.
Europeansknow of paper from the Arabs, who tortured

& the secret out of a captured Chinese papermaker in A.D.

) 751. With thefalling price of linen (and the invention of
superior paper-presses around 1400), European paper be-
comescheapandpl entifuljustasprintingishorn.Hundreds
of tinkerersexperiment withink mixtures, typealloysand
pressdesigns until Johannes Gutenberg of Main: perfects a
practical design in 1454. When 150 identical copies of
Gutenberg's 42-line Bible come off the press, they spell
doom for the medieval world in a way that not even
gunpowder can march. Printing allows both true religion
and heresy — equally undesirable things in the eyes of the
Church — into the hands of the common man. Printing
spreads new ideas, old ideas and the mixtures of the two
that mark the age to every corner of the continent, By
1500, 35,000 titlesand 20 million booksare in print; only
40% have religious subjects. In less than 50 years, a
handful of men have produced more hooks than all the
copyists since the rise of Rome.

The elimination of scribes' mistakes or omissions cre-
atestextual criticism. For thefirst time, scholarsin Barcelona,

Bruges or Bern can refer to identical words in exact loca- ([}
tions within a text. By comparing manuscript copies, and |
fixing those comparisonsin print, historiansremoveearlier
copyists' errors. Just as perspective capturesthe true natural
world, printing makes it possible to capture the true version
of Homer or Aristotle — or the Bible. Allowing scholars
access to Holy Writ turns out to he even worse than letting
commonersread it; after comparing variant texts, Erasmus
casts doubts on the Biblical truth of the Trinity, the author-
ship of the Apostles' Creed, and the temporal authority of
the Pope. Printing makes science possble, as scholars in a
hundred universities can check the same experiment and
sharetheir results. Suddenly a hundred — or athousand —
mindscan turn to the solution of any problem from alchemy
to engineering.

Combining the printing pressand cheap paper dropsthe
price of a hook from that of apeasant'sfarm to that of afew

Humanitas, Civitas,
Pictas: Society

See how in these days prelates and preachers are chained to
theearth by thelove ofearthlythings; the cure of soulsisno longer
theirconcern; they are content with the receipt of revenue; the 4
preachers preach for the pleasure of princes....

— Girolarno Savonarola, "Advent Sermon"
nee, the Church taught that God had |}|/
ordained three classes of men. One class,
the noble knights, ruled. A second, the
clergy, prayed. A third, everyone else,
worked.

If this simple scheme was ever true,
that truth has changed. Knights are no longer the main
strength on most battlefields - - ask the veterans of Agincourt
where English archers slaughtered French knights like pigs. |
Thosewhosay that |aymen should read and interpret Scripture AR
intheir nativetonguesstill hear thedire nameof "heretic," but ;'-Q'\ et |
their numbersgrow in spiteof sword and stake. "Work" may be \\.‘; f
anythingfrom gathering brushwood for abow! of porridge, to
presiding over the affairs of arich hanking house. As trade
swells the merchants' coflers, a man — or even a woman! —
might find many kinds of employment outside the fields.

Not everyone is so fortunate. Many common folk find
this "Rebirth" as desolate as the previous ages. See the
Scottish poacher, hidden under the hedge, a long knife in his
hand. Par off, hiswife awaitshisreturn, achild at her breast
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B and two others laying silent. Rain-soaked, they shiver about
il aguttering fire. Father's errand, if it succeeds, will bring a
N single raw lamb, but anything is better than starvation.
Inamore fortunate realm, arich girl gazes through her
d window at ahandsome laborer. Hisbulging armsand thi ck
mane contrast with the gentle glow of his blue eyes. No
highborn woman should look at a commoner thus, but the
night is meant for such indiscretions. The girl combs her
hair and imagines callused fingers running through it in-
§ stead. Surely, a good confession will wash away such
N pleasurablesins....

] Splinters of God
i Of all the changes and conflicts in this century, the
common man (or at least the common European) sees
religiousrivalriesasthemost important divisions. In 1450,
the Churchisunified, if nor monolithic; insulated, if not
actually protected, from the holy ghazi warriorsof I slam by
aring of Greek Orthodox kingdoms; and satisfied, if not
secure, in its power over heretics, heathens and Jews. By
1550, Western Christendomisirretrievably shattered, the
Turk hammersat theshoresof Italy and thewallsof Vienna,
and learned Inquisitors are wrapped in persecutory para-
noia against diabolism. Paganism and underground Jewry.
The obvious corruption and increasing political impo-
tence of the Catholic Church calls for reform, from peasant
churches in Bohemiato universities in Madrid. A series of
# church councils from 1411 to 1439 brought bishops and
tempora authorities together to address the problems of the
Church, bur the sheer scale and divisiveness of the issues
prevent progress. In the 15th century, the cause of reform
seemsdead| ocked despitethewill of Popesand princes. Ittakes
('@ one German priest protesting the dealing in indulgences
i (coupons for time off of Purgatory) to break the issue open,
with 95 technical theses nailed to a provincial cathedral.
Martin Luther has three things going for him that
previous reformers have lacked: a newly independent and
4 powerful prince looking for a national issue, an amost
inhuman degree of perseverance, and the printing press.
Printed broadsides spread L uther's objections all over Eu-
4 rope, and in the ensuing fracas, histhought takes ever more
radical flight. Soon, Luther's attacks spread beyond indul -
gences: He rejects Papal authority, deletes five sacraments
from theliturgy, deniestransubstantiation,and claimsthat
nobody needs the approval of the Church to reach Heaven
— faith in Jesus Christ is enough for salvation. When the
emperor orders Luther to recant these heresies, he arro-
gantly refuses. The elector of Saxony, delighted to thwart
the Habshurgs, grants Luther refuge. Under pressure from
*} French armiesin Italy and Turkish troops in Hungary, the
empire neglects Luther for too long. By the time the
Imperial armies march against the heretic, the power of the
press hasspread L utheranism and L uther's German Bibleto
4 every corner of Europe. By 1555, the Holy Roman Emperor
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1 will be forced to allow Protestantism to exist in Germany,
although religious wary will continue for another century.

Of course, a movement that rejects orthodoxy could he
expected to splinter itself. Huldrych Zwingli in Zurich,
Johannes Calvin in Geneva, and Philipp Melanchthon in
Wittenberg ring changes on L uther's great theme of popu-
larreligion. L eaderlessgroupsliketheanarehicAnabaptists,
millennium Melchiorites, and single-minded Unitarians
spread popular theologies too radical even for Luther and
his cohorts. Despite, or perhaps because of, this disorgani-
zation. Protestantismexpandsrapidly. By L uther'sdeathin
1546, Switzerland, Scandinavia, Prussia, Livonia and two
thirds of Germany are solidly Protestant. The Reformation
makes rapid headway in the Upper Netherlands, and even
in Catholic France and Bohemia.

The Protestant churchessoon lake on anationalist charac-
ter. The creation of the Anglican Church, however, is unusual
even for nationa Protestantism, In afit of pique at having his
divorceblockedby thePope, KingHenry V1 11 of Englandsimply
declares the English Church separate from Rome in 1534,
although the Anglican liturgy and theology remain virtually
identical to Catholic doctrine. Even the Catholic churches are
forced into amore national mode; the active role taken by the
few Catholic monarchy demands it. The French Church, in
particular, grows rapidly independent of the Papacy. The cre-
ation of the national churches is perhaps the most immediate
evidence to the average person of the new national identity. If
medieval people thought in genera terms, of their town or
manor and of the Kingdom of God, Renaissance Europeans
begintothink inindividual midnational terms, of their personal
virtue (or wealth) and that of their country.

Nationalism also lies at the heart of the wars against
minority religions. Deviancefrom the local orthodoxy isa
license for the worst kinds of persecutions: Catholics (in

™) Protestant countries), Protestants (in Catholic countries).

Jews, Muslims and the remaining Pagans especially tall
under immediate censure. The frenzy reaches particular
ferocity asthedreaded Spanish Inquisitionrises. In afit of
nationalist ecstasy, Ferdinand and Isabella slaughter the
Muslims and decree that all Jews must leave Spain or be
forcibly converted. The converted Jews, or Marranos as
they are called, still become the special targets of the
Inquisitionfor their alleged backslidingand crimesagainst
limpieza de sangre, the "purity of blood." Torquemada's
campaign against the Marranosbecomesthefirst in history
todemonizetheJewishracerather thantheJewish religion.

Thisreligiousstruggledoesnot restrict itselftodueling
monotheisms. Despite Christianity'sinfluence, Paganbon-
fires burn bright on lonely European hills— until the flames
of thelnquisitionburnbrighter still. Driven by supernatural
corruptionandreligiousecstasy, commonersandkingsalike
declare open war on "witches" in general and women in
particular. The 1484 publication of the Malleus Maleficarum
("Hammerof Witches"),aGermanwitch-huntingtext, sets

the greatest torch to the tinder. Although some groups —
notably the Pagan mysticks gathered under the name Ver-
bena — retaliate, many simply hide or flee, By the 1550s,
however, there are few places | eft to hide; some townsjail or
torch every woman they can find. The flameswill burn for
nearly 200 years, and consume over 2,000,000 lives.

Women

Harlot. Witch. Muse. Companion. The role of the
Renaissance woman is complex and ever-shifting. In
the eyes of the Church, all Daughters of Eve are corrupt
andinferior; practicality demands awider view, how-
ever, and women are, for most part, respected and loved
so long asthey appear virtuous.

"Appear" is the operative word; the moral codes
of medieval Christianity are so rigid that no one
actually lives up to them. Sermonscaution against the
"sensuality and unholy appetites" of thefairer sex, and
chivalry elevates women to a lofty pedestal. Real
women fall in between the extremes; on the farm, or
in the court and workroom, they prove their worth by
stepping outsidethelinesof decorum whil e maintain-
ingachaste anddociledisposition. Social codesremain
fairlystrictbylaterstandards, butloosenconsiderably
as the Rebirth progresses.

Even in the best of times, however, women are
socially and legally inferior to men, traded through mar-
riage and burdened by child-reaing. Some women rebel,
either by embracing witchcraft and Pagan ways, masquer-
ading as men, or risking Hell and disgrace asprostitutes
and players. Othersjointhe Churchor managefortunesin
their husbands' names. Noble women have a great deal
more leverage than peasants; some, like Queen Elizabeth,
seize the reins of power and dare anyone to take them
away. Moreoften, however, womenol means(likeLucrezia
Borgiaor Catherine De Medici) work through intermedi-
aries, lovers, weak husbands and influential brothers.
Such ladies must be shrewd, playing their docile roles
while moving men like chess pawns around them.

As the Rebirth spreads, artists and philosophers
exalt Womaninmany forms; Mary-worship (reviled by
Protestants but popular with Catholics) replaces the
Pagan Mother; painters like Botticelli and Titian glorify
the female body while writers like Isabella d'Este and
Christine de Pizan demonstrate that women do, indeed,
have minds. The most obvious break with the old ways
happens with Joan of Arc; athough she is burned as a
witch, her charisma, spirituality and martial prowess
dismantle the image of Woman as a weak, simple vassa
to Man. In the light of the Renaissance, many women
forsaketheold roles. Solong asthey choosewell, remain
lucky, and play the part given to them, these Daughters
of Eve make their own fortunes,
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Rivalry and intolerance are not new to the world's
religions, of course. In one form or another, they have
battled these enemies, and each other, for centuries. What
Catholicism, at least, has never had to face before is
irreligion. Ironically, the rediscovery of Catholicism's first
enemy, Roman antiquity, provides the breeding ground for
its newest: secularism. With the disintegration of
Christendom and the rise of the nation-state, a philosophy
emerges that tries to separate Church from state. Still in its
infancy, the secular movement was horn from such diverse
influences as the vernacular poetry of Dante (in popular
Italian rather than Church Latin), the philosophy of Wil-
liam of Ockham (who separates nature from Divinity), and
the increasing influence of classical Roman law. As mer-
chants turn more and more of their thoughts to this world,
they become more interested in representations of, and
information about, that world. The development of per-
spective in art speeds this desire, and spreads it to other arts.
j See the stage-bound peacock, a mask on hisface and a

bright codpiece on his loins. His voice, raised above the
crowd, pesks fine Tuscan with A Spanish accent. Hisrole,
a boastful Harlequin, suits his agility but not his manner.
The ladies in the hack of the crowd don't care; before dusk,
the player will receive surreptitious notes for nighttime
meetings. Ah, the Trickster's life is grand....

Dramagrowsfrom religious passion playsto passionsof an
Earthier nature. Traveling players, oncefurtive packsof vaga-
bonds, receive a new "respectability,” especially when an
improvisational form called Commedia Dell' Artespreads from
Italy to other nations. With their increasing acceptance, the
" once-disreputable players gain access to courts, manors and
\| eventheVatican; exiledpoliticianNiccoloMachiavelli makes

| astirwithhisscandalous1512play Mandragola,inwhichafriar
advisesavirtuouswifeto commit adultery. Pope Leo X enjoys
it so much that he hires Machiavelli to produce a history of
Italy. Machiaveli's greatest secular triumph, however, ishis
manual of practical politics, which advises the violation of
Christian virtues if they interfere with governance and sug-
gests the elimination of Church influence in government. No
fool, Machiavelli doesnot alow publicationof ThePrinceuntil
1533, five years after his death.

Machiavelli's secular government comes from his read-
ing of Roman history, just as his secular drama originates in
his reading of Roman comedies. He is by no means alone in
hisinterests. All over Europe, the influx of printed books and
Greek refugee scholars creates a vogue tor things classical.
Platogainspopularity asthenew authorscontrast hissweep-
ing meditations on virtue with medieval Aristotelian
logic-chopping. In 1440, Cosmo De Medici reopens the
Platonic Academy, closed by the Emperor Justinian in A.D.
529, and staffs this Florentine incarnation with Greek ex-
perts. Greek texts on history, philosophy, architecture and
magic flow from Florence i nto Europe. Poets begin invoking

perspective allows painting and sculpture to restore their
connection with nature, artists look to the great naturalist
sculptures of the Greeks for inspiration. Paintings of Greek \
gods and Roman heroes j oin paintings of saints and prophets
on thewallsof connoisseurs. Even Biblical figuresare painted
inclassical style, and arti stsemphasi zethej ui ci er storiesover
the moral ones. Most blasphemous, to pious eyes, is the
glorification of Man over God. Though humanistsstill bend
their knees at the Lord's throne, they do with a new pride in
themsdves A Pagan joy in the human body replaces the
medieval Catholic ethic of shame; dress manners and the
artscelebrateprideandsensuality, and many peopleindul ge.

Not that all virtues are abandoned (though many folk
think s0); in place of modesty and devotion, new virtues
arise. The man of 'noble character (whether aristocrat, towns-
manor merchant) seekstheRomanvirtueknownashumanitas,
or humanism. Humanism encompasses individual achieve-
ment, keenness ot intdlect and body, self-command and
self-worth. It also emphasizes intelligence, art, literature,
history and philosophy. Baldassare Casriglione's 1507 best-
seller The Book ofthe Courtier advisesthe would-be gentleman
to develop a ready wit, a strong arm, a graceful leg and an
agreeable disposition. The influence of humanitas goes far-
ther than courtly etiquette manuals, however. To a culture
oppressed by centuries of plague, war and degeneracy, the
reminder of a golden age comes as a bracing intellectual
target and a new and glorious goal to aim for.

With the rediscovery of Roman and Greek histories
comes anew perspective on history itself. Humanists reshape
the past, not as Scriptural sermon, but as pragmatic archive.
Historiansresurrect theclassical model of the Golden, Silver
and Iron Ages of mankind, and rename the medieval period
the "dark ages," when the "Gothic" barbarians extinguished
the light of classical Rome. Soon, the dream of a new Golden
Age lakesshape. A new Europe, built onthe model of the old
and glorious one, swims in the vision of every educated or
literate person — especially the risingstars within the secret
Order ot Reason, who champion huinanitas and literally
rewrite history to suit their purposes.

The Salvation of Gold

Humanism strikes at the head of the medieval world as
the new economy strikes at its heart. The lifeblood of
medievalism was the peasantry. Their labor, and theirs
alone, created the riches and sustained the power of bishop
and lord alike. Mild famine meant poverty for all; severe
famine meant death. Although this remains the rule in
rural lands, the towns and cities nurture traders, craftsmen,
scholars, specialty farmers and others who refuse to live and
die by the sweat of their brow or the timing of the frost.
Northern Italy escaped the medieval world in 1176, when
a collection of townsmen routed the Imperial knights of
Frederick Barbarossa. By the 15th century, it has begun to
drag the rest of Europewith it. What can only becalled "the
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" middle class' seizes Europe's heart. In the most advanced
i. nations, prosperity no longer rests on armored knights and
| docile serfs, but on whirring looms and sound currency.
Tradeand banking swell the coffersof Europe's mercan-
§ tile classes. As the towns grow, the market for bulk grain
grows. Landlordsand farmersacrossthecontinent switch to
profitable export crops rather than subsistence agriculture.
Shippers now move raw flax, wool, wood and iron to the
towns where the capacity of their mills has outraced their
local supplies. Pricesfall, further consolidatingeconomiesof
scale. As the market expands, the new mines keep it flush
with cash. Tradecannot flow without buyersand sellers, and
the banksbring their Italian skillsto thejob of finding them.

Not long ago, moneylending was a sin best left to Jews
and Moors; by the 15th century, many Italians have out-
grown that sin (or purge it with generous giftsto the Church).
The public bank comes into its own, first in Genoa in 1404
J and then in Florence under the Medici. Soon Dutch and
Flemish bankersjointhegame; in 1531, the Antwerp Stock
Exchange opensand industrial capitalismisborn.

The difference between the old and new age plays out in
a tale of two kings: in 1343, when Edward |11 of England
defaulted on his loans, he bankrupted the Bardi and Peruzzi
banksof Florence. In 1519, when Charles | of Spain borrows
bribe money from the Fugger bank to secure the Imperial
crown, Jakob Fugger not only gets the money back with
interest, but assumescontrol of the Austrian silver and Hun-
garian copper mines, The scale of the new banks increaseswith
their power: The Medici hold 90,000 florins in capital in 1451;
90years|ater, the Fugger bankshold over amillion.

Societies change slowly, and agricultural societies are
slower than most. Even by 1550, the overwhelming majority
of the European population remains agricultural. The new
economy and society catch both rural nobility and peasantry
in avise Many yeomen hold their Iand on a fixed rent; as

fall as actual costs nse S0 many younger noblesonsseek their
fortuneinthe New World, in mercenary armiesorinreligious
warfare. In other parts of Europe, the medieval system lasts
long enough to allow the aristocracy to strike back, especially
in eastern Europe, which has fewer towns, weaker kings and
, more aggressive lords. In 1511, the Polish boyars impose
&, bonded serfdom just usit fadesaway inthe West. Everywhere
that nobles are strong and the towns weak, the pattern is the
same: InSpain, Portugal,Naples, Sicily, theEnglishMidlands
and eastern Europe, the new times bring new repression,

In Germany, France, Flanders, northern Italy and
southern England, however, the poor farmer is better off
than ever. This new prosperity does not end dissatisfaction,
of course; quite the opposite. The "revolt of rising expecta-
tions" fuels religious revival, commoner revolt and
witch-burning. Peasant uprisings become aregular feature
in central Europe; in rime, they lead to riots, small wars,
slaughters and the eventual tri umph of the nobility.

Sat! the German blacksmith at his forge, bending metal
into visor hinges with alarge pair of pliers. Thisisapprentice
work, hut the apprentices are gone. A riot isbrewing, and they
have gone to cast their lots in it. A pack of young wolves, fresh
fromthe university, hasseenfit tocontest drinkingrightsat the
Black Boar Inn. The seekratter's boys arc not about to walk
away from the challenge, so the forges grow cold today.

Stolen beer and youthful tempers swell the voices of
the young men in the town square. Suddenly, a clash of
metal joins the voices. The armorer sighs. He had hoped
that matters would not reach this point. Putting his pliers
aside, the blacksmith reaches tor an iron bar....

Backlash takes other forms in the cities. In Florence,
the visionary Girolamo Savonarola rejects not only the
corruption of Catholicism, but the new arts and sciences of
the humanists and their merchant benefactors. Calling tor
a "bonfire of the vanities' he destroys jewelry, cosmetics,
wigs, literature and art in his attempt to impose ascetic {4
Christianity on the heart of the Renaissance. His move-
ment ends with his excommunication and burning in 1498, &
but the social forceshe harnesses continue to build. Seven |
Thunders, prophets named for their thundering sermons S
and the trumpets of Final Judgment, declare that the End
Times are near. Many folk believe, and a groundswell of
puritanism washes across Europe. Rich manors are burned
and landlords murdered before the year 1500 passes and the
lever lades. Still, its echoes linger; Calvinism, Puritanism
and a Papal upsurge provide a bloody counterpoint to
humanitas. Though the new ideals never disappear, the
coming centurieswill seeabattle between mind and spirit,
passionandpurity that continueintothenextmillennium.

A Tide Across the World
European explorers, traders and missionaries spread this
conflict worldwide. The Chinese repeatedly (and unsuccess-
fully) expel Western merchants; the Modem chiefs of the
Indian Ocean resist Portuguese naval power, fail and resort to
piracy; the African kingdoms rise, prosper and tall with the
rhythms of the European demand lor daves; the confederacies
andempiresof theAmericascollapseinpestilencewithoutever
understanding what hit them. Native chiefs from Malacca to
MaliuseGermanmusketstofight theirwarsand Venetianglass #7
to line their mirrors. Not even the daily bread escapes un- ‘I 4
changed: The Spanish introduce com to China, the potato to 'f =,
Ireland, cattletoMexico, chiliestolndia, andtheyamtoAfrica. \‘J\ (')
Changescomewiththearrival of Europeantopsailsover the ' ~\ }
horizon. But the changeswi thin Europeareequal ly unpredicted
and unplanned. Christendom's greatest minds set out to restore
a golden age. What they actually create is an alchemical
amalgam of gold and iron, of silver and stedl: a Philosopher's
Stoneand aleaden musket ball inone. Inattemptingtoreignite
the embersof the dead past, they fan aflame that destroystheir
present and leaves all Europe squinting in the new light of
Reason—andal | theworldsqui ntinginthenew lightot Europe.

b
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« 1431: Joan of Arc burned at stake; Henry VI of England
crowned king of France.
| + 1431-47: Pope Eugene IV.

* 1434: Revolt in Rome. Pope Eugene IV flees to Flo-
rence. Florence cathedral completed.

» 1434-64: Cosimo De Medici,
| patron of the arts.

+ 1436: English troops withdraw from Paris. Sigismund
becomes king of Bohemia.

* 1437: Fall of the House of Luxembourg. Albert V
succeedsaskingof Hungary, Bohemiaand Germany. All Souls
College founded in Oxford, England.

« 1440: Platonic Academy founded in Florence, Johann
Gutenberg perfects movable type printing.

« 1441: Portuguese slave trade established,

« 1443: Plague in England.

« 1447: Palermo University founded.

* 1447-55: Pope Nicholas V, renowned scholar.

« 1448-53: Constantine XI, last Byzantine emperor.

* 1450: Mercenary leader Francesco Sforza becomes
duke of Milan. Vatican Library founded.

« 1451: Glasgow University founded.

+1451-81:Mohammed |1, the Conqueror, Ottoman sultan,

» 1451-1498: Girolamo Savonarola, zealot reformer,
Judgment prophet.

* 1452-93: Frederick 111, Holy Roman Emperor.

*1452-1519: Leonardo da Vinci, genius, artist, artisan
magus; many patrons,noaffiliations.

* 1453: Constantinople falls to Turks — end of Byzan-
tine Empire, Hundred Years War (England and France) also
ends in French victory. Peace of Lodi ends war between Venice
and Milan; issues in relative peace between Italian states.
Gutenberg Bible printed.

* 1455-1467: Reign of Vlad the Impaler.

» 1455-85: Wars of the Rosess fought for English throne,
« 1456: Trial of Joan of Arcannulled. Turksconquer Athens,
* 1458-64: Pope Pius Il, enemy of Church corruption.
1460: Winchester cathedral completed.

* 1461-83: Louis X rules France.

* 1464-71: Pope Paul II.

 1464: French royal mail service established.

» 1469-92: Lorenzo De Medici rules Florence.

 1470: First French printing pressset up at the Sorbonne,
Paris.

* 1471-84: Pope Sixtus IV.

« 1474: William Caxton prints first book in English.

* 1474-1507: Cesare Borgia, master of intrigue, model
for The Prince.

ruler of Florence and

« 1476: Caxton sets up printing press at Westminster.

« 1477: Hahshnrgs acquire Netherlands. it

* 1478: Spanish Inquisition begins persecution of Jews, ||
Muslims and heretics. Giuliano De Medici murdered in Flo-
rence cathedral.

e 1479: Spain united under Ferdinand and Isabella.
Copenhagen University founded.

» 1480: Lodovico Sforza seizes power in Milan.

« 1480-1519: LucreziaBorgia, femme fatale with aface of
an angel and mind of a scholar.

« 1481-1512: Bajazet |1, Sultan of the Turks.

« 1482: First great Renaissancevillaisbuiltfor PopeLeo X.
Peace of Arras (France and Habsburgs).

« 1484: Papal hull condemns witchcraft. Inquisitors sent to
Germany. Richard |1l reformsEnglishlaw, trade, tax collection.

 1484-92: Pope Innocent Vill raises Vatican spending
and taxation to an art,

« 1485: Battle of Bosworth Field. Tudor dynasty estab-
lished. Botticelli's Birth of Venus,

* 1485-95: Ivan Il brings Italian architects to Moscow,

« 1486: Maximillian | elected king of Germany.

« 1487: Bartolomeu Dias sails around Cape of Good Hope.

* 1489: Plus (+) and minus (-) symbols come into use.

« 1490: First orphanages in Italy and Holland. Ballet
introduced at Italian courts.

e 1492: Christopher Columbus reaches West Indies.
Spain conquers Moorish Grenada. Torquemada orders Jews to
convert or leave Spain. First terrestrial globe constructed.
English Henry VII invades France.

» 1492-1503: Rodrigo Borgiabecomesinfamous"Borgia
Pope" Alexander V1, raises Papal corruption toall-timehigh.

e 1493: Treaty of Demarcation divides New World
between Spain and Portugal. Nuremberg Chronicle published,
presents world history from Creation to present, Cesare Borgia ¢
appointed as cardinal. {

¢ 1493-1519: Maximilian I, Holy Roman Emperor.

« 1494: Charles V111 of France invades Italy, deposes De
Medici, seizes Rome. Reuchlin's De verbo mirifico, a study ot
Kabbalism, published. King's College Aberdeen founded.

* 1495: French capture Naples. Holy League defeated at
Battle of Fomovo. Hieronymus Bosch paints The Garden of
Earthly Delights. Syphilis epidemic sweeps Europe.

* 1495-97: Leonardoda Vinci's The Last Supper.

« 1496: Santo Domingo founded. Jews expelled from
Portugal.

* 1497: John Cabot discovers Newfoundland. Famine in
Florence.

e 1498: Vasco da Gama reaches India. Mcmoires of
Philippe de Commines, the "French Machiavelli."

 1499: Louis XII of France seizes Milan. Swiss achieve
independence. Venetian fleer surrenders to Turks.

« 1500: Beginning of High Renaissance. University of
Valencia founded. Jakob Nufer (Smss p|g gelder) performs
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| Viennato Brussels. Da Vinci designs the handgun (already in
: use by Daedaleans}.

«1501: Peace of Trent { France and Emperor Maximilian|).
Card games come into vogue across Europe. Papal bull decrees
anti-Church book burning.

« 1501-04: Michelangelo's David.

¢ 1502: University of Wittenberg founded. Nuremberg
Egg, the first watch, created.

« 1503: Pope Pius IIl. Leonardo da Vinci paints Mona
Lisa. Canterbury cathedral completed (begun 1070}.

« 1503-1513: PopeJuliusll, "the Warrior Pope"; patron of
Michelangelo, Raphael, crusader for Papal authority.

« 1504: University of Santiago de Compostela founded.
Venice proposes construction of Suez Canal. Regular postal
service begins between Vienna, Brussels and Madrid.

» 1506: Machiavelli creates Florentine militia.

« 1508-12: Michelangel o paintsceiling of Sistine Chapel
in Rome.

« 1509: Pope Julius Il excommunicates entire Venetian
Republic. Persecution ot Jews in Germany. Earthquake de-
stroys Constantinople. Slavetrade to New World first proposed.
Henry VI1II assumes English throne.

¢ 1511: Holy League formed to repel French.

¢ 1512: Nicolaus Copernicus Commenturiolus claims
that Earth revolves around sun.

¢ 1513: Treaty of Mechlin. Spain, England, Holy Roman
Empire (HRE) and Pope agree to invade France. Vasco de Balboa
discovers Pacific Ocean. Ponce de Leon discovers Florida

¢ 1513-21: Giovanni De Medici becomes Pope Leo X,
", enemy of Martin Luther.

e 1514: First European sailing vessels reach China.
+ House of Fugger authorised to sell papal indulgences in Ger-
many. First nationalized factories in France.

¢ 1515: Lateran Council demands Catholic authority
over all books printed in Europe.

e 1517: Raphael paints The Transfiguration. Martin
Luther posts 95 Theses in Wittenberg, Coffee first appears in
Europe. May Day riots in London.

« 1518: Peace of London (accord between England, France,
HRE, Pope, Spain}. Barbary States ot Algiersand Tunisfounded.
Royal College of Physicians founded in London.

¢ 1519-22: Ferdinand Magellan circumnavigates world;
he dies in 1521, but crew finishes journey.

¢ 1519-21: Hernan Cortes conquers Aztecs.

¢ 1519-56: Charles V, Holy Roman Emperor.

« 1520: Royal Library of France founded. Luther de-
clared heretic and excommunicated.

* 1521: Diet of Worms, Luther banned from HRE.
Suleiman 11, the Magnificent, rakes Belgrade. Silk manufac-
tured in France.
¢ 1522: Albrecht Duirer designs flying war machine.

» 1523: Portuguese expelled from China.

¢ 1523-34: Giulio De Medici becomes Pope Clement VII.

« 1525: First use of muskets by Spanish infantry, Capu-
chin Order founded,

« 1527: German Imperial troops sack Rome, kill over
4000, imprison Pope,

« 1528: First manual on surgery Die kleine Chirurgia by
Paracelsus. Plague hits England.

¢ 1529: Turks besiege Vienna Publication of Kunstrecht
Alchemie-buschlin, manual of alchemy. Term "Protestants" coined.

e 1530: Portuguese colonize Brazil. Spinning wheel,
matches and workman's bench come into use in Europe.

« 1531: Halley's comet ushers in proclamations of doom,

¢ 1532: Machiavclh's The Prince published. Calvinisr
Reformation in France,

e 1533: Francisco Pizarro conquers Incus. Henry VIII
marries Anne Boleyn, and is excommunicated.

¢ 1534: Henry V111 breaks with Roman Catholic Church.
Martin Luther translates Bible into German.

* 1534-49: Pope Paul 111, foeof Henry VIII.

« 1535: Jacques Cartier sails up St. Lawrence River. Sir
Thomas More tried for treason and martyred.

« 1536: Royal decree dissolves 367 religious houses in
England. Catherine of Aragon dies; Anne Boleyn executed;
Henry VI marries Jane Seymour.

« 1537: First Catholic hymnal appears. First conservato-
riesof musicinNaples(boys), Venice(girls). GrosseAstronomie,
manual of astrology, published.

¢ 1538: Titian paints Verms of Urbino.

« 1540: Ignatius of Loyola founds Society of Jesus (Jesu-
its) to fight heresy. Hernando de Soto discovers Mississippi
River. Henry VIII marries Anne of Cleves; later, he has %
marriage annulled, marries Catherine Howard.

« 1541: JohannesCalvinfounds"City of God" inGeneva,
Henry V111 declared head of Irish Church. Cal vinisr Reforma-
tion in Scotland. Hernando de Soto discovers Mississippi
River.

« 1542: Queen Catherine Howard executed. First Euro-
peans arrive in Japan. De fdbrica corporis humani, manual of
modern anatomy, published.

« 1543: Henry VIII marriesCatherine Parr. First Protes-
tants burned at stake by Spanish Inquisition.

« 1545: Council of Trent. Beginning of Counrer-Refor- _' i
mation. i =

« 1546: Construction begins on Louvre museum. First phar- ’Q',\\ & )
macopoeia. Mercator asserts that Earth has magnetic pole. \ ~f

e 1547: First predictions of Nostradamus, French be-
comes official language of France (was Latin). Moscow
destroyed by fire.

« 1548: Hotel de Bourgogne (first roofed theatre) built in
Paris. Ignatius of Loyola's Spiritual Exercises published.

« 1550: First European collection of fairy tales. Beginnings of
early Barogue styleinarchitecture. Sealing wax first used.

« 1550-55: PopeJuliusI11.

==
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i) Bellum (Dagicarum:
Shadow History

The desire of power in excess caused the. angels to fall: the
desire of knowledge in excess caused man to fall

— Francis Bacon
et us see the shadowy side of the mirror,
now — the places where ill deeds hide
themselves. Hear the rumble of the
thunder as we sweep through the night.
Clouds part, and lightning plays across
8 the wickedness below.

Secure behind a bolted door, a prince plotsafriend's

demise. The venom on the desk beside him was cheap, hut
it will serve. Practiced hands pen invitations to a party one
week hence. Too had some guests will never leave.

Not far away, the witches dance, their skinsslick with
swear andrain. A mad piper callsthe tune as bare feet chum
the mud. The Christian lad hiding in the trees could be
forgiven his terror, hut never his lust — these women and
their consorts must surely be the Devil's own. Faerie lire
lights their eyes and the Old Gods laugh tonight.

The monk prays us he hears the irons. His victim
sobsaprayer herself. Two voices, asingle God. Nearby,
the true heretic roils over aforge. Theironsin his hands
shape silver wings. Asthe victim screams, this Daedalus
checks hiswork. Soon he will touch the heavens — and
shall nor hill.

Incandlelit splendor, theundead conspire. Too many
of their own havefall ento theflames, and something must
be done- Argumentsrise from immortal throats. |nhuman
passionssimmer. Some call for asecret alliance, aCamarilla,
to guard against the hunters. Others claim their curse as a
birthright. God made them what they are; in their damna-
tion, they do His work, and they will not hide.

So many secrets, So many taes

The night isfilled with them.

Shall we begin?

| The Ascension \War

War between magi is nothing new. The Awakening
carrieswith it the taint of arrogance and the conviction of
absolute belief. Both are necessary parts of the Art, Kit they
conspire to make magi their own worst enemies,. While
night-folk and mortal s present hazards of their own, wizards
seem bent on mutual destruction. It'sas if mothsbore their
own fires, and tried to immol ate each other with the flames.

With the foundation of the Order of Reason, however,
battles become war. Infernal cults, mad Marauds, remple
orders and magician's guilds had formed pacts or enmities

for centuries, hut never on so large ascale. The Convention |}
of the White Tower, called in 1325, gathers High Artisans |||
and defenders of the Christian Church from across the |
known world, givesthem asingle purpose, and unitesthem
into one fellowship. Working slowly and across great dis-
tances, they do what no other order had ever achieved:
They begin to weave a single system of magick and a
paradigm to go with it, then declare war on magicians who
threaten their order.

The Garden and the Wyck

Order, change and chaos have always, been magick's
companions. In the beginning, it is said, God Himself
created the Heavens and Earth. When proud angels re-
belled, He led Hishosts against them, threw them down and
created a Hell for punishment, When He crafted the first
man and woman, God gave them domi nion over the beasts
and elements. Hisangelstaught themgreat Arts—or even,
assometalessay, gave theirimmortal spiritsto the manand
woman. In the First Garden, God raised the Tree or Knowl -
edge and sealed great truthswithin it. Knowing that those
truths burned like fire, He commanded both man and
woman to avoid the Tree.

The man, Adam, was given mystick gifts of Naming
and Command; the woman, Lilith, was granted Fertility
and I ntuition. (Some tales grant those talents to Eve, but
many educated magi call Lilifh the original Mother). In
time, the woman rejected Adam's supremacy and fled the
Garden in a rage. One night, she crept to the Tree and ate
its fruit. Dazzled, she ran off into the night to experiment
with her new powers. Outside the Garden, she met fallen
angels, and learned of darker Arts.

The Lord wasdispleased, and dispatched three angel sto
keep Lililh from the Garden. He crafted a second woman, but
Adam, seeing his mate made before him, could not love her. |
The Lord made a third companion, Eve, who as everyone
knows ate the fruit from the Tree and seduced Adam to do
like-wise. Enraged, God drove the humansfrom the Garden,
revoked their immortality, and cursed them with pain.

But they remembered their Arts; in the wastes outside
the Garden, demons tempted them with evil secrets. Adam
and Eve refused, but in time, some of their children went to
thedevilsor to Lilith, and learned Infernal magicks. Those
secretsdrovethemmad, and they wanderedintothewilder-
ness, destroying whatever they found,

Pagans, asalways, tell adifferent tale: Tothem, magick
is a birthright of the gods. Some gods, fond of humans, gave
the secrets ot the Arts to them, made love to them, or
incarnated Divine servants in the people€s image. The first
magi, called the Wyck, rose from the.se early blessings, taught
lesser Artstotheir cousins, and performed great miraclesand
evil deeds. Themostexoticinfidel s, magi fromfaraway lands,
have a hundred other stories — rales of mortal tricksters

winning magick in games of chance, of gifts taught by
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Lost History

The ancient ties to the court of Thothmes are
only legends by the 20th century. For Mage: The
Ascension players, this means the mythic link be-
tween the Sacred Artisans and the Traditions is
recorded only in the most obscure archives. Most of
the accounts that suggest such a link have been logt,
suppressed or dismissed.

Among the Council, only Nicodemus Mulhouse
arid a handful of ancient Hermetics know the old
tales. The Technocracy has completely purged such
fantasies, of course; only the lust library of the Ksirafai
(see Chapter V) contains those stories now, and
even if they were found, no Technocrat worth the
name would believe such nonsense.

As for the Sleeper lodges of Masonic and
Rosicrucian repute, they hold only vague shadows of
the truth. Many of the symbols are the same, of
course, and the legends of their origins hint at the
Thothmeic gathering. But by the 20th century, the
most ancient Aits have been lost in a haze of misdi-
rection, misunderstandingand pride.

What fools these mortals be.

ancestor-ghosts or beast-men, of immortal heroes who battled
gods, and even of a simple harmony with Creation — a
harmony that gives power as it removes the desire for it.

The first magi mastered many Arts; some built devices
arid brewed potions while others beseeched the gods (spirits,
; angels and demons) for favors, or drew their magicks from
' inside themselves. Always, they discovered, there were things
they could not do. Sooner or later, Divine punishment — a
. Scourge— broke their greatest spells. To avoid it, they made
‘W offerings, formed systems of magick, and taught the people
=1 around them to respect the rules they made, In time, some
magi noticed the correlations among those rules, the beliefs
(paradigms) of the people around them, and the severity of
the Scourge. Aswandering magicians gave way to mysttckal
sects, those rules became practices and their tools became
necessities. Assorcererscrossed Pathsand goal's, someformed
friendships while others warred.

Roots of the Rosy Cross
lg-, The great irony of the mystickal conflict that will even-
ﬁ/ tually be called the Ascension War is that the two greatest
participants begin their fellowships at the same tables. While
the earliest magi gathered small sects and trained one or two
apprentices, it is whispered that the large societies that would
someday cross swords originated under the Egyptian sun.
Look into the distant past, to aland all but forgotten now.
Clouds hide the sky above a great stone temple. On a throne
of gilded wood, aman chants in a musical tongue; hiswaist is
wrapped inlinensand hischest isdark and bare. Besidehimsits
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Her bleached garmentshidelittle morethan his, and her hair
is shorn like a man's. Both rulers wear the Pharaoh's double
crown, and they preside over a gathering of magi.

Those magi swelter in the Egyptian heal; some are

dark, others pale and still others see through slitted eyes. For

| ‘many, thisis not their home, but they attend at the request
of thetwo great monarchs. Together they sing in ahhundred
languages; suddenly, the red rays of the sun break through
dusky clouds, Surely, thisis a blessing from the gods....

Aslegendstell it, agreat king named Thothmes {"Born
of Thoth") and his queen, Hatshepsut, assembled the great-
est magi in their reaAlm 1500 years before the coming of
Christ. Among them, the two rulers summoned the masons
of Babylon, the Hebrew architects, the priests of Isis and
Osiris, and a thousand odd mysticks from the wilderness.
Among these last, itissaid, Thoihmesfound strange people
from a land later called Cathay. Together, they crafted a
fellowshipof Sacred (High) Artisanswho employed sacred
4 geometry to mirror thejourney of the soul, and apriesthood
of healers and diviners who sought guidance from higher
powers. Thothmes and Hatshepsul decreed nine Corner-
stones to Creation, and divided their gathering into two
lodges: the Reed of Thoth and the Cupbearers of Isis.

As all unions do, these guilds soon fell apart. Dissent,
jealousy and rivalry quickly fractured Thothmes' achieve-
ments, Soon, a dozen orders preserved the secrets of the
Cupbearers and the Reed — or perverted them. Some built
the temple of Suleiman, known as Solomon the Wise; others
transcribed the Kabbalah, invented gunpowder, built the
3, Great Wall of Cathay and visited the infant Savior. Over
* millennia, the secrets of the Egyptian lodgesfound their way
intomortal lore, or mingled with the teachings of other sects.
Thousands of mystick orders descended from the original
lodges, but many retained the original symbols, Arts and
codes that had united them before. Among those symbols
were the cross (intersection and salvation), therose (Divine
love and guidance) and the sun (purity and enlightenment):
collectively, the Rosy Cross

Some of these later lodges pursued science as the ulti-
mate Enlightenment; with formulae and devices, they bent
Creation to their wills. Others embraced the symbols over
tthe tools, and wove an elaborate Hermetic style from the
ritual practicesof Egyptian, Hebrew,Babylonian, Greek and
Arabian Arts. The spreading influence of Greece, Rome,
Carthage and Persia cast large paradigms across the western
world, while a unified Cathay had a similar effect in Asia.

High Artisan sects

Ossa Calyx in Greece, the Mokteshaf Al-Nour in Arabia
and the Collegium Praecepti in Rome - formed to preserve
the esoteric marriage of mystick science. When Christianity
took hold, many sects altered their practices to honor the
Savior. AsRomefell and Pagan practicesdisplaced the more
organized sects, the surviving lodges went underground.

- the Dalou'laoshi in Cathay, the Mt.

Midnight atthe Tree of Knowledge 5

Fur Pagan magi, the followingo millenniawas agolden |

age; for the People of the Book, the Christians, Jews and “

Muslims who followed the One God, it wasa long fight in
the dark. Chinese magicians settled into traditions of order
and discipline; isolated from their former cousins, their Arts
grew in different directions. When they met - which
wasn't often — magi from East and West baffled each other.

Some insightful visionaries on either side of the world
retained records of old exchanges  of mysteriouswizards
and scientists who mastered useful Arts. When the Cru-
sades and Mongol invasions brought High Artisans back
into contact with each other, they reopened their vaults,
Horrified by the chaos of the age, they conceived a plan to
unite the whole world under one Order:
Reason, where science and law replaced mystery and terror.

The plan took centuries to implement; in the meantime,
mystery-practicesthrived. Some sorcererswerekind, healing

an Order of -.;_

the sick, nurturing the land and teaching the people. Others &%

were cruel, constructing strongholds, conspiring with devils
and enslaving the mortals. Wars raged between sects, lone
wizards and defenders of faith. As the Christian Church
spread across Europe and the Muslim religion settled Africa,
priest-magi tendedtheirflocksand droveoutdemon-witches
—ortried to, at least. Like the Artisans, High Magicians of
the Hermetic philosophy combined their resources and Arts,
founding an Order comprised of different I louses sharing a
similar practice. This Order raised Covenants, communities
where magi and mortals worked together for the good of all .
Some Covenants prospered; others became excuses to annex
the land and dominate the people,

Meanwhile, the un-Enlighteiied cowered in the shadows

of sorcerersandni ght-fol k; tothem, allimagi ckwasterror. They /g

made their own charms against it and waited for the dawn.

Mistridge

That dawn came with a blast sounded in southern
France. When High Artisans brought down a corrupt Her-
metic Covenant called Misrridge in 1210, they employed
wegpons that, by al accounts, were impossible: cannons. It
would be decades before such weapons were allowed into
mortal hands, but the gauntlet had been thrown down.

Not that everyone noticed; the greatest conflicts of the
eracamewhenChristian, M uslim, Paganand Mongol fought
each other overland and religion. Magi of each faith ranwith
thesoldiers, conquering, defendingorjusttrying tostay alive.
Most sorcererskepttothemsel ves, ordefendedtheirfamilies.
Gypsies used their talents to shield their people, while
wildernessmagi kept the spiritsinline. Indesperation, some
folk went mad or bartered their souls for mystick prowess,
Pressed by the same forces that create mortal nations, various
mystick practices became magickal guilds. As tribes grew
into kingdoms, sects grew into lodges— into traditions.
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It's easy to seethe conflict between magick, faith and
science bailed down to a fight between the Council, the
Older of Reason, and the Seven Thundets and their Infernal
opponents. Y et that same battle shakes the foundations of
the two confederations, too. In these turbulent times "live
and let live" isnot adictate of any god. | nstead, many faiths
call on their followerstokill, and kill and kill....

The Council of Nine comes together through a pro-
found act of faith and vision; three enemies put aside a
centuries-old quarrel and create acommon sanctuary with
followers of other creeds. This "harmony" is strained from
the beginning, and it soon growsworse. Chrigtian Choristers
and Hermetics, heretics by the standards of their own
religion, find themselves in even more heretical company
—Pagans, Hindus, Muslims, Teoists, Buddhistsandfollow-
ersof gods no onegs ever heard of. Bad enough to he shunned
fromgood company, buttoexileoneselfintoaf el lowshi pof
Satan'schildren? The Christian Choir loses many potential
members over this dilemma, and the remaining members
grow moremilitantabout theirbelief sastimegoeson. Some
evengo so far astojoin the very witch-hunters and Inquisi-
torsthe Council wasformedtodiffuse. Asmany Hetmctics
and Solificati gravitate toward science over faith, the Cho-
rusleadershipbacksitself intoacorner. Safefor thefirsttime-
in hundreds of years, the Pagans quarrel with Christians.
Firebrandsamong the Ahl-i-Batin remember the Crusades
all toowell, and some of them break the peace to "address’
the invasions personally. The presence of the disconcerting
Hindus (most of whom, to make things worse, are death
cultists and lotus-eaters) and the other "heathen faiths’

Magick, Saith and Science
(See also Chapter V)

The Order hasits own problems, most importantly
the division hetween the Cabal of Pure Thought and its
fellow Conventions. The heretical Artificers' Conven-
tion not only acceptsMuslimsand Oriental craftsmenon
their own terms, it draws its power from the idea that
God's Creation is imperfect without the hand of man.
The Hippocratic Circle reaches hack to Pagan practices
andacceptswomenwithsomethingresemblingequality.
The Celestial Masterssupposedly follow Christ, huttheir
odd Devicesquestion the Bible itself. Worst of all arethe
proud peasant Crafimasons, who topple God's order and
raisethemselvesup likethearchitectsof Babal . Only the
Void Seekers and the High Guild can be counted on to
support the Cabal's policies, and even their members are
suspect. Like priests who collaborate with merchant
princes, Arabs and assassins, many Gabhelites justify
their presence with the Conventions' eventual aim:
Order over all. The other Conventions, naturally, con-
sider themselves the equals, it not the superiors, of the
Gahrielites. Astime goes on, debates and duels within
the Inner Circle will revolve more around science and
less around religion. At this point, though, the rivalries
between Christian, Muslim, Taoist and Jew get heated
enough to spark battles within the Conventions— some
academi ¢, most otherwise.

Both sides suffer the slings and arrows of the
Infernalisrs, Church, Seven Thunders and independent
witch-hunters. To these dedicated faithful , asorcerer is
asorcerer, no matter who he supposedly worships To the
pyre with all of them, and let God be the judge! For the

4l threat from the Order of Reason is nothing.

ff The Lodge Wars

next few centuries, the conflict hetween magick, faith
and science rides on atide of blood and ashes, and that
tide washesthrough every magtckal society.

makes the situation explosive— often literally. Compared
to the teligious strife within the Traditions themselves, the

call their Convention. Soon, representatives gather from
across the known world; because their protocols have

Ironically, several of these lodges retained the old
secrets of Thothmes' court, scattered or modified, but
linked by common symbols. When both the Hermetic and
High Artisan Orders came together, the cross, the rose and
the sun became prominent symbols of their Arts.

Aftercenturiesof buildingitsfoundations, thevision-
ary Artisans called their Order together. Like acathedral,
that Order was laid out by people who would never see its
completion. Over time, lodges are established across Eu-
rope and into Asia. Sadly, the Crusades sever relations
between the Muslim Artisans and their contemporaries; it
will he centuries before the Arabian Mokereshaf Al-Nour
gain a real presence in the Order, and by that time the
cathedral is well underway. In 1325, a group of Artisan-
priestskill a powerful solitaty magus, purify her tower, and

already been established, they strike their pact in record
time. Thefirst order of businessisunity; thesecond, asingle
Grand Science, based on the principles of nature and
perfected by years of practice and invention; the third, the jf* "
Enlightenment of the mortals through that same Great;|

Science, Ars Praedarus; the forth, the destruction of theu\ fq‘\,
night-creatures who keep those mortals in terror. ‘\i‘\\\ '\%g-

The third and fourth objectives prove harder to \“"-é—j
achieve than the first two. The masses are scattered, lust
in fogs of superstition and greed. It will take a massive
educalioneffort toget themtoaccept the Ars Praeclarus,
and that effort will take centuries to implement. As lor
the night-folk, demons and rival sorcerers, none of them
seem ready to liedown and die. As the lodges send agents
into the darkness, the other sorcerers, also gathered into
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fellowships, chew them up and spit them out. The war
begins in earnest, fought during plagues, conspiracies
and open harries. Mortal folks are used ay pawns; soon,
some of them get wise and enter the fight on the own
terms. The Grand Enlightenment bogs down, and God
frowns on the chaos.

The Scourge deepens. Always present, it twists the
efforts of magus and Artisan alike into weird treats and
punishments. It'sasif the Pagan Dame Fortune had taken
over for God the Father; asinful witch might reap a boon
while a pious Christian burns in Infernal flames. The
Daedaleans, who take the name in honor of the great
Greek Artisan, take the brunt of this wild Scourge, and
their efforts falter. Other methods — intrigue, invention
and education — must suffice when High Sciencefails. To
that end, the Order expands its lodges, teaching mortal
artisansandschol arsthebasicprinciplesof ArsPraeclarus.
In time, imitators found their own societies, spreading a
false gospel with the ancient symbols intact. The Rosy
Cross and Masonic tools become figureheads for several
dozen lodges — some Daedalean, some Hermetic, most
fraudulent. True to form, these lodges go to war, and the
night begins to burn.

Che Seer

Waitch that boy run through the streets, chased by a
horseoffire. Behind them, Tuscan curses and the sizzle of
burnt flesh poison the Florentine night. Fights are not
unusual in this part of town, bur the nature of this battle
\ is. The weapons are dueling sorceries; the fighters, Ma-
& sonic magicians.

A brusque gentleman in a bright silk doublet waves
his hands and murmurs in Latin. The fiery horse whin-
nies and turns to face the magus. Pawing the ground, the
steed snorts brimstone; hisflames crackle in thenight. A
wind rises behind the gentleman, swirling his hair and
rippling his fine clothes, The stallion draws back as the
apprentice cowers; that wind could extinguish the horse
if the magus wills it so.

A dagger flies out of the shadows, thrown by an
expert hand. It strikes the magus in the small of the back,
and hefalls. In arush, the fiery horse tramples the man,
then turns hack toward his apprentice. The boy flees, his
master forgotten....

The mystickshavetheir ownproblems: Their magicks
go wild, their people suffer, their dreams are plagued by
dark propheciesand their enemiesseem tobeeverywhere.
In faraway lands, crops fail and sicknesses run rampant.
Shamans, healers and truth-seekers strive to find the
cause. In Europe, the hottest rivalries burn among Chris-
tian miracle-workers, Pagan holdovers and Hermetic
Covenants. For centuries, they've fought each other. As
the world changes underneath their feet, these rough

S

A holy man wreathed in clouds (if hashish presents an
unlikely solution: The mysttcks should stop fighting, band
together and strive for something more than power. He's
not the first to make this suggestion — a group of Arabian
magi called a similar conference centuries ago, and a Per-
sian wise mandid thesamein 1313. Neither effort lasted for
long. Why should this one?

The seer's name is Sh'zar and he has a dark vision: a
worlddominated by ironwarriorsand I nfernal creatures.
Little by little, he convinces prominent sorcerers that his
vision will become reality unless the various sects, lodges
and solitary magi form a united Council. For decades, he
goes unheard; in time, however, the growing Scourge
and the Order of Reason convince several master magi of
the seer'swisdom. Putting aside their past rivalries, they
summon other sorcerers from across the world and create
a meeting place — Horizon — in a land beyond the
clouds. The old traditions become Traditions. The Grand
Convocation begins.

And so thewar isjoined. Now scattered mysticksunity
as the Daeddeans strive to save humanity. Among them
both, we find magi whose distant ancestors formed bonds in
Thothmes' court. The Rosy Cross has been bloodied. Magick,
faith and science boil over araging tire of a mystick and
mortal Renaissance. Draw away from the mirror, now — it
tells us nothing. We stand on the threshold of history.
Shadowsandfire,deathand Rebirth. It'stimeforJudgment.

How will you fare?

Cimeline Note

History isnot arandom sequence of unrelated events.
Everything affects, and is affected by, everything else. This
is never clear in the present. Only time can son out events.
It isthen, in perspective, that patterns emerge.

— William Manchester, A World Lit Only by Fire

History, likemagick, issubjective. Thefollowing
timeline charts important moments in the early As-
cension War; it does not and cannot describe every
notable person, place or event in magickal history. As
sources, like rumors, differ, many of the dates are
approximateat best. Many of theeventsand figuresare
imaginary; many are not, and many still are both.

Whilethissetting extendsfrom the early 1400s to
early 1500s, certain moments are especidly crucial.
The "Convocation Period" section details important
moments in the Sorcerers Crusade era, as seen from
the20thcentury; " FutureFates' featurescritical events
that may or may nor take place up until 1500. Depend-
ing on when, where and how you orient your chronicle,
your players may foretell, alter, avert or even cause
such thingstopass. Thefutureisnot set; what happens
from this point on is up to you.
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_ A (Dagician’s Cimeline of
Crucial Cvents

Note; Specific battles or events arc italicized.

Age of Legends

(All dates approximate, and B.C.)

« Prehistory: Legendary origins of the Arts. Primor-
dial shamans, artisans, healers and witches assume initial
concepts of magick — that it comes from greater entities,
fromwithin, or from bond between both.

« 4000: Origins of Thanatoic and Ecstatic cults (In-
dia), and Akashic Brotherhood (Tibet or China).

« 3500: Artisan-priests of Babylon discover sacred
geometry andastrology.

 3000: "Y ellow Emperor" Huang Ti and QueenLo Tsu
found mystickal Chinese dynasties on similar principles.

 2800: Stonehenge built, seemingly by several magi-
cianstogether.

* 2630-2610: Imhotep, the "first true scientist." Re-
vered by Daedaleans.

* 1960-1900: Legendary career of Daedalusthe Great.

* 1600-1100: Golden Age of Greek Magick— Legends
credit Medea, Circe, Orpheus, and dozens of others with
great mystical powers. Philosopher Aretus writes basis of
Kitab al Alacir.

« 1500-1480: Hatshepsut and Thothmes |11 gather
magi, Sacred Artisans; found Cupbearers of Isis, Reed of
Thothmes.

« 1353: Mentu-hetep calls together Sacred Congrega-
tion {original Celestial Chorus).

« 1220: Moses leads Israelite Exodus, working many
miracles.

¢ 965-937: Suleiman (Solomon the Wise) raises
temple and assembles many tenets of Hermetic Arts.

¢ 945-930: The 10,000-Djinni Plague — Malicious
spirit hordes infest the Middle East. Solomon contains
many; early Arab sorcerers capture or destroy the rest.

¢ 900-300: Himalayan Wars — Misunderstanding
between Akashic missionaries and Hindu magi sparks feud. %)
Reincarnation Arts ensure that the feud is long and bitter. [j”

Ends through Akashic withdrawal and seclusion. “{{\ =
¢ 604-??: Lao-Tse inspires Taoist alchemy and Arts, K\“an‘
perhapsinfluenced by Akashic techniques. \d

» 580-200: Gulden Age of Greek Science—Pythagoras

(581-497), Hippocrates (460-377), Socrates (470-399),
Plato (390-381), Praxagorus (360-335), Aristotle (384-
b 322),Epicurus(340-271),Archimedes(287-212),andmany
otherslay foundations for the Sunantese Daedaleas (" Sum-
mit"; est. 300). Western paradigm takes form.

: : 3 e 564-494: Gautama Buddha inspires new faith
=TT - = throughout India (later, Asia also).

= ¢~ I
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« 560-200: Golden Age of Chinese Science — Achieve-
ments of Kung Fu-tse (551-479), Lu Pan (420-391), Shang
Yung 350-341), Mo-Tzu (300-241) and other masters
culminates in reign of Shin-Huang-Ti (260-210), First
Emperor of Chinaand the patron of the Dalou'laoshi (later
calledthe "Five Metal Dragons' or "Stone People,"est. 200
B.C.). Cosmic order dominates Chinese paradigm.

« 545-400: Cults of Hermes flourish in Greece, Italy,
Egypt. Split between Aeousmatic and Mathematic factions
sparks War of Hermes.

« 500 BC: Night of Fana — Origin of Ahl-i-Batin.

« 496-480: Dragon River War — Akashics battle Yi
Han, the Five-ghost Emperor. Rivers literally incinerated
by magicks; 10yearsof drought, faminefollow, touching off
skirmishes with Dalou'laoshi, who come to help refugees.

« 400: Hippocrates founds Cosian Circle.

* 400-100: War of Hermes — Sects battle across Classi-
1 cal World. Many M athemati csj oi nDaedal eans; A cousnmtics
splinter, go underground, integrate lore from Arabs, druids,
Gallicshamans, Mithraics, Kabhalistsand Gnostics. Cultsof
Mercury eventually become strong enough to survive.

« 221: Wu Lung ("Dragon Wizards") unite under Fu
Xia. Soon they persecute peasant wizards, inadvertently
angering Akashics and creating rival sects across China.

* 190-170: The Sillk Accord — Inspired by ancient
testaments, Artisans from Europe and Asia travel between
their native lands, establishingearly silk trade and technol -
ogy exchange. Sumitese Daedaleas signs pact with
Dalou'laoshi in 170.

« 160-100: Burning Tiger War — Akashics, Wu Lung
and Dalou'laoshi savage each other. Devil-wizard Tau-tse
raises demon army and slaughters magi on all sides before
being banished by Akashic Masters Te Kwan and Zhen Ba.

« 150: Mt. Ossa Calyx — Various societies of Greek
philosopher-scientists gather to preserve the wisdom of the
Classic Age. Pericles of Rhodes assassinates Modesto the
Just, slanders him and assumes |eadership of Calyx.

* 54-40: Romansinvade Britain - War between Celtic

sorcerers and Roman legions. Great losses on both sides;
druidsretreat into wildernessand forge pactswithfae. War
falters after Caesar's death, but rekindles | ater.
\ e 44: After Caesar's assassination and deification,
| Lucius Casioli changes Mt. Ossa Calyx into the Collegium
! Praecepti — the Brotherhood of the Rule. Moves guild hall
' from Greece to Rome, names its craft Ars Praeclarus.

Anne Domini

* 10 B.C.-A.D. 30: Jesus of Nazareth. Son of God,
considered a magician by heretics.

¢ 10B.C.-A.D. 400: Hermetic Artscodified,culminat-
ingintheCorpusHer meticum, al7-scroltdocument attributed
to Hermes Trismegistus (“Thrice-Great Hermes"). Initially
Pagan, Hermetic sorcerersgradually shift to Christianity.

« 25: St. Delius, inspired by Christ, foundsMessianic f
Voices.

* 43-120: Celtic sorcerers rebel against Roman occu- || i
pation, Effort suffersafter Queen Boadicea is slain, rallies |
periodically, then reaches stalemate when Roman sorcerer
Marcus Fulgurator wages Lightning Scourge.

* 64: Great Fire of Rome — Flames spare Collegium
Praecepti guild ball but destroy Hermetic Library Mercuris.
Fights break out between factions. Christians blamed, re-
sulting in purge of Messanic Voices.

«118-121: TheLightning Scourge— RomanHermetics
battle Celtic magi across lower Britain and northern France.
Many magical beasts slain, Pursued into Scotland, Celts
withdraw as Emperor Hadrian builds wall.

« 100-756: The Devil-king Age — Succession of de-
monic sorcerer-sultansrise throughout Middle East. Various
miracle-workerscombat them, but new dynastiescontinue
until the Prophet's armies bring the last one — Al-Malek
Al-Majun Ibn Iblis — down.

« 235: Blooding- of Slk — Dispute over trade profits
fractures Silk Accord pact. Collegium Praecepti and
Dalou'laoshi end strained relations.

« 300-1300: Golden Age of Pagan magick — Legends
abound of Celtic, Norse and Slavic sorcerers during this
time.Christianitygraduallyunderminesparadigm,butOld
Gods bold sway for 1000 years.

 313-320: Emperor ConstantineembracesChristianity
in Rome. Messianic Voicesrally, clashwith Mithraic Singers
for control within Rome. Riots and deadly plague result.

+ 320: Revelation of the Pure Thought of God, as Revealed
by the Archangel Gabriel, His Messenger —Written by Claudius
Oediticius {a supporter of Congtantine the Great), this
treatise detailsaone-world, oneGod philosophy, Later that
year, ClaudiusassemblesCabal ot Pure Thought (Gabridlites).

« 389: Great Library of Alexandria burned, purging
recordsof Thothmes 11, A lesser archiveisdestroyed in 415.

« 410: Sack of Rome — Many magi perish. Collegium
Praecepti hall demolished; guild broken into fragments,
each bearing rescued lore. Messianic Voices, Gabrielites
scatter, formsmall fell owships, beginto spread the Word of
God. Hermetic sanctuaries sacked; survivors flee to
Byzantium or northern Europe. Dark Ages begin.

« 450-537: Legendary career of Merlin; endsinfall of
Avalon.

o 460: Sebil-el-Mafouh Whash — "Path of the Vora-
cious Beest"; originally compiled by two Batini, tomedetails
lore and strategics of the Internalist sects later called
"Nephandi." Trandated and expanded as the Malleus
Nefandorumaround 740.

« 500-550?: To enlighten common people, Akashics
construct several monasteries throughout Far East, and
teach pilgrims their Arts. The most famous, Shaolin, soon
gainsgrand reputation.
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« 577: Mi Yeoh, arare female Dalou'laoshi Artisan,
|| creates rocket weapons and cannons.

« 590-650: Akashic monasteries anger Chinese Im-
per|aJ Court. Shaolin tenple attacked, 617-618; later rebuilt,
ruined and rebuilt several times.

* 610-632: Mohammd founds Islam. Various seers
oppose him, but newly converted Batini masters (led by El-
Assad-Al-Gabaar, "the Splendid Lion") aid his efforts.

* 630-1100: Golden Age of Islam— Science and faith
prosper together. Mokteshaf Al-Nour (“Collectors of Light")
founded (700).

* 610-800: Sheltered by Byzantium, various Artisan
guilds resurrect Ars Praeclarus.

 630-700: Mad prophetess Azizaabd-Doud founds City
) of Wastes, clashes with Arabian sect of the Sacred Congrega-
tion. Before she dies, she foretellscoming Crusades.

* 650: Concerned by excessive Muslim zeal, Hazan |-
Sabbah foundstheTaftani ("Weavers'), aPersian/Arabian
sect of High Magicians, to safeguard ancient ways (and keep
djinni under control).

* 677: Byzantine Artisan Augustus Daedalus reveals
"Greek Fire." '

¢ 700+: Christian Church ascends throughout Eu-
rope, spreading faith and doctrine. Despiteinternal schisms
and conflict with Greek Church, Vatican eventualy as
sumes firm power base, Gabrielites, Messianic Voices and
other sects work within Church to spread Word of God.

e 724: Sout-Al-Haraam — Various magi invited to
found Web of Faith by Batini emissary. Impressed, various
sects join sacred places together and pool their mystick
energy into network of Crays and mystick sanctuaries.
Together, sects battle insane and Infernal sorcerers.

» 750-1200: Web of Faith prospers, but is eventually

broken by Crusades and internal wars.
| « 756 Fall of Al-Malik Al-Majun lbn Iblis — Batini
Dervish/Taftani alliance destroys Oasis of Eternal Bliss,
ends Devil-king Age.

* 767, Midwinter Night: PaxHermetica— Twelve
Hermetic magicians found original Houses of Hermes in
Durenmar (now Duren, Westphalia).

* 800: Formation of Palatine Knights— Christian sect of
warrior-mysticks swears fealty to Charlemagne; related to
bothGabrielitesand Messianic Voices, thisgroupprovidesa
foundation for Templars Hospitalers and Celestial Chorus.

» 876: Conquest of Nemrut Dagi — Order of Hermes
takes Doissetep Covenant from Internalist necromancer.
Later (891), Order moves Chantry from Turkey to Pyrenees.

* 997, Summer: Gathering of the Square — German
Artisan Wolfgang von Reismann callsArtisans and trades-
men from across Europe; they gather in Frankfurt and found
the Craftmasons.

 1003-1012: Her meticSchism War—Houses Tremere
and Flambeau exterminatedruidic House Diedne.

» 1022: Primusof | louse Tremere, with many follow-
ers, becomes a vampire. Founds undead clan under House
nameand concedstruth for 150years. (Thisatteststo lack
of communication during that time.)

« 1067: Founding of Mistridge.

+ 1100-1300: Crusade Era— Church and Gabrielite- |
influeiiced knightly orders wage various holy wars and |
inquisitions against Muslims, Pagans and heretic sects.

¢ 1118: Sir Hugh de Paynes, King Baldwin Il and
Gabrielite Sir David De Bracy create Knights Templar. De
Bracy links Templars to Cabal of Pure Thought. Ahl-i-
Batin break contact with European allies.

+ 1160?: Kitab al Alacir resurfaces— Arabic Trandation
of ancient manuscript postulates that reality is malleablewith
correct science. Rediscovered in Moorish Spain, document
providesfoundationsfor House Golo (farlater, Sonsof Ether}.

* 1171: Lorenzo Golo founds Hermetic House Golo
Ex Miscellanea.

*1175-1178: Dragon Exodus—Concerned by Church
power, British Pagan magi open Paths of the Wyck to
magical beasts. \

+ 1183-1190: "Robin Hood" — Stephen Trevanus 33
foundsmilitantoutlaw armof Craftmasonsnear Nottingham,
England; makes war on loca Church and magi.

+ 1185: Persecution of Jews results in formation of
Lavim Knesset Yisroel (“Lions of the People of Israel").
Kabbalisticsociety of guardian magi.

+ 1188-1193: After clashes with Hermetic House
Verditius, Golo splits from Order. With Gabrielite Simon
de Laurent, he foundsNatural Philosopher's Guild. Laurent
excommunicated, 1190; Guild fragments, 1193; members
joinArtisan guilds- |'

* 1195: Lorenzo Golo creates baloon airship; dies |
when it explod&e

fellowship, the Antmda Diksham, to protect old ways from
Muslim invaders.

+ 1201-1325: Massasa War — Banishment of House
Tremere begins long war; eventually ends due to attrition
on both sides.

* 1206-1280: Albertus Magnus; great scholar, alche-
mist, theologian. !

¢ 1210, Spring: Craftmason Covenant — Sick of{
Hermetic depredations, decimated by magickal plagues, . L\
several trade and artisan guildsunitewith Craftmasonsin
southern France.

e 1210, Winter: Fall of Mistridge — Craftmasons
attack with cannons. Siege begins, ends when Hermetic
traitor (said to be Tremere warlock Grimgroth) opens
secret passage into castle. Few magi escape. Considered
official beginning of Ascension War.

¢ 1210-1266: Scourge of the Runs — Massive armies
(often led by Mongol shamans) ravage Asia, Europe and the

/"*\
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Middle East. Akashics, Dalou'laoshi, Taftani and Wu Lung
decimated in fighting; take decades to recover old strength.

* 1214-1220: Ddoulaoshi guilds rediscover rock-
etry; use it against Mongols. Also develop man-bearing
kites, create early flying machines.

e 1220-1294: Career of Artisan Roger Bacon.

e 1231: Excommunicamus — Inquisition officialy
declared. Withhelpfrom Gabriditesand M essianicVoices,
witch-huntsflourish.

e 1250: "Golden Guild" Alliance — After war with
White Lion Guild (alchemists), three Ars Praeclarus fel-
lowships — Golden Wheel, Golden Pyramid, Gold Coin
— unite and swell Craftmason ranks.

« 1265: The Mercy Schism — Church-affiliated magi
divide over Inquisitorial tortures; Messianic Voices de-
clared heretical, many excommunicated or killed. Refugees
flee Rome, go underground.

« 1267-1268: Artisan guilds war in England. London
Accord, sponsored by Bacon, ends fighting.

« 1274-1281: Kamikaze War— Mongol and Japanese
sorcererswage spirit struggle across Sea of Japan. Akashics
assist Japanese effort, establish tieswith Shinto sects.

e 1300: Antonio Velio and Contessa Mariana
Sabine found Celestial Masters. Giacomo del Barba
finances Far East expeditions, reunites Dalou'laoshi with
European guilds.

« 1310: On anniversary of Mistridge fall, Craftmason
Council plansresurrectionof Collegium Praecepti. Raymond
d'Laval credited with plan, but inspiration supplied by his
wife Catherine.

e 1312: Call goes out to Artisans worldwide;
Dalou'laoshi sects invited. Due to Crusades, Muslim
Mokteshaf Al-Nour are shunned, or refuse to participate.

« 1313 Templars betrayed, outlawed; survivors go
underground, join Cabal of Pure Thought.

¢ 1313-1314: The First Samashii — Thanatoic Sirdar
Rustam calls magi from across India, Middle Hast and Europe
to meet in Persia. Laysfoundationsfor later Council of Nine.

+ 1315: White Lion alchemist Le Due Luis Tristan de
Varrefounds Solificati. In honor of him, future Solificati
leaders rake name "Luis."

¢ 1314-1320: Foundation of Baerwald — Templar Sir
Garland of Laramay forswearsChristianity, fleesinto Black
Forest. Soon establishes Paganfreedomwithin Holy Roman
Empire, mingles Arabian, Latin and Germanic Arts.

e 1320: Mama Musa, Emperor of Mali, opens
kingdom to Muslim Artisans and scholars. Many Euro-
pean magi venture there, but are unwelcome. Even so,
Mali's Dyulatrade guild sends representativesto White
Tower (1325).

« 1325, Feb. 16: Assassination of archmagus Y oassmy
of Brittany; tales claim she ascended into Heaven as a
huge bird.
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e 1325, March 1: Convention of the While Tower

¥,)|| begins — Yoassmy's tower converted into meeting place

|| tor Artisam. Soon, the Declaration of the Ivory Tower is

Y | ratified (March 25), and Order of Reason formalized.

Afterward, representatives set up massive network be-
tween Europe, China, Middle East and Mali, governed by
Inner Circle council. Foundation or consolidation of the
Gabrielites, High Guild, Cosian (Hippocraric) Circle,
Void Seekers, Celestial Masters, Craftmasons, Artificers
and Solificati.

« 1330, March 21-April 18: Paris University Purge —

followed by pogrom. Cosians and Gabrielites hunt magi-
cians, first in university, then in city. Purge ends when
Hermetic Le Ictus Covenant is burned to ashes.

* 1330-1420: Plague Years — Vicious series of plagues
rip Europe. Many mundane, some magickal, afew both. In
retaliation, known magi are attacked, Covenants thrown
down by Daedaleans and mortals alike.

+ 1330-1500: "College Wars' — Order of Hermes and
Order of Reason vie for great minds of Europe; both estab-
lish or infiltrate universities across continent, selecting
promising pupils as apprentices or allies. Bloodshed occa
sional, hut most conflict is academic and political.

« 1335; Solificati split from Order of Reason; hounded,
they abandon guild halls and scatter.

+ 1336: Realizing the need for covert agents, a shad-
owy association founds Ksirafai to implement and enforce
dictates of the Inner Circle.

e 1340: Alexis of Venice founds Locus Praesidii,

'y hidden center of Enlightened trade, healing and science,

» 1338 To safeguard German states, Gabrielite Gral
Peter von Bell establishes Guild of the Starving Wolves
(alsoculled Die Wolffgilde), aknightly order withmystickal

4| powers and advanced weapons. Wulfgelt aids Germanic

knights, buildsseveral tortresses.

» 1345-1350?: War of the Dust Witch — Constant
depredations by a sect of elemental sorcerers (Marauds?)
based near the Kalahari Desert endanger trade and crops of
Great Zimbabwe (southern Africa); in response, local
mysticks form the Ngoma and M adzimbabwe sects.

« 1356-1360: Screaming Ghost Purge — Dalou'laoshi
and Wu Lung employ new innovations against Akashics;
badly beaten, Akashics retreat to Mongolian and Tibetan
mountains. This sparks over 100 years of secret warfare.

+ 1376: Cosian Doktor Hans von Rottenfeld founds
Brandenburg Krankenhaus, college of Enlightened medicine.

« 1380 Von Rottenfeld slain by gypsy curse; in
response, Die Woiffgilde purges gypsies within Holy Ro-
man Empire.

» 1387-1392: Celestial Masters resurrect Colo's air-
ship designs, begin balloon prototypes. After many failures,
working shipsperfected.

Assassination—by— Scourgeof AndreasL itol ff,bani Bonisagus, Zimbabwe,

+ 1400-1405: Profundum Expeditio begins — Cap- [
tain Bernardo Marzani ascends to Moon in airship [ ¥/
Agamemnon. Returns to great acclaim in 1403. Later,
ship explodes while carrying un-Awakened passengers.
After conference, Celestial Masters decide to follow
Marzani's example; secretly build Skyrigger fleet and
train special crews for it. il

 1400-1435: Skirmishes between Order of Reason |
and local magi intensify; plagues, battles, mortal witch-
huntslikewiseworsen.

o 14207 Year of the Great Sckness — Plague hits
decimates population. Ngoma and |
Madzimbabwe blame each other, go to war. Truce negoti-
ated by KingKola'aTi sendsM adzimbabweintorural areas.
Relationsremainstrained.

The Convocation Period

(Akrites, Tali and Kalas) and three Primi (Valoran, Night-
shade and Baldric).

o 1416-1418: Bavarian Artisan Adolpus Gent in-
vents clockwork tanks; deploys them against Papal armies
and Holy Roman Emperor. From captured designs, Artifi-
cers and Craftmasons add weapon to their arsenals.

¢ 1420-1445: Lodge Wars of Tuscany — Various
guilds, al claiming to be "true Masons," fight throughout 4
northern Italy. Some possess Solificati secrets, Hermetic
tiesor Craftmason affiliations, but most aresimply mortal 4
fellowships. Diplomat L uistakes charge of several feuding
guilds and resurrects Solificati (1445) under Hermetic |
patronage, |

« 1425: AppaBloodax, Lithuanian Pagan chief, makes
pact with demons, raises an Infernal army, terrorizes
LithuaniaandsiresTezghul the Insane (1428?).

¢ 1428-32: Joan of Arc divides Gabrielites; though
not a mage, she seems touched by God. Open conflict
demands intercession of other Conventions, Joan cen-
sured, sacrificed. GillesdeRais, Joan'scompatriot, quitsin
disgust; later turns his castle into Internalist haven. Deji;
Raiskilled in 1440, but Chateau de Rais becomes powerful Ff!

!

i
Infernal Cray. W

)
* 1430-1432: Daedalean headquarters moved from"\\\\. :j

Yoassmy's Tower to White Tower of Languedoc. .
 1435-1442: \Wyndgartle's March — General Chris-

topher Wyndgarde of the True Cross hunts sorcerers and fae

allies across Great Britain. Midsummer Night, he attacks

Pagan ritual outside Harrogate, England. Only Nightshade

survives. Wyndgarde sweeps Britain until ambush outside

Newry, Ireland, leaves his forces frozen solid. He dies at

Nightshade's hands.
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\ ¢ 1438-1440: The Long Red Night — Trouble aong
- the Silk Road lends to new conflict between Akashicsand
Hindudeath-mysticks. Fearingnew HimalayanWars, both
sides soon withdraw.

« 1439-1441: Plague ravages several African tribes
and cities; visonsforetell agiant whiteghost foilingacross
the land. Rands of Madzimbabwe and Ngoma attack both
each other and all newcomers.

¢ 1440: Burning of Baerwald — Gabrielites destroy
Baerwald; Pagan survivors swear vengeance. Open war
breaks out along Black Forest.

« 1440, New Year's: first Mistridge Convocation —
Sh'zar, Valoran, Nightshade and Baldric La Salle meet for
first timein ruinsof Mistridge, attended by retainers and fae
allies. After long discussion, they decide to form Council,
then depart to recruit others.

« 1441-1449: Mistridge attendees scatter; Night-
2} shade journeys alone to America through Paths of the
Wyck,returnswithStar-of -Eaglesandother NativeAmeri-
cans, Sh'zar, Valoran and Baldric spread word from
northern Europe to Middle Hast to Asia. After intense
negotiations and debates, emissaries begin to arrive in
France (1449).

« 1441-1446: Seeking cause of plagues, shamanness
Niaoba (daughter of Kola'a Ti) stalks white ghost through
the Mo-Mo Ken dreamlands. There, she encounters Star-of-
Eagles. Botharenearly slain by whitedream-ghost. L ater, she
meets Sh'zar and Ali-beh-shaar; seeking an end to plague,
she decides to join their Convocation. With father's help,
she strikes truce between Madzimbabwe, Ngoma and other
W, sects; bringsrepresentativesto Europe (1448).

« 1442-1452: Decade of the Hunt -  Pagan magi and
| faestalk survivors of Wyndgarde's army, causing reign of
terror across Britain.

« 1448, Spring-Summer: Sege of Daissetep — Don
Terro Gonzaga of Aragon and Due Francis Nevers of
Languedoc attack Covenant; after long battle, it falls.
During fight, Hermetic magi (including young Porthos
FitsEmpress) shift main keep into the Otherworlds.
Cheated of their prize, Daedaleans massacre everyone

left behind.
o 1449, July 14 -Aug. 20: Second Mistridge Convoca-
| tion, Battle of Flames Assembly draws Craftmason and
Artificerarrack.HermeticandV erbenadragon-ridersclash
* with Daedalean war balloons while ground forces battle
through mountains. Mysrickstriumph, but many dragons
die. Heavy losses on both sides.

e 1449-1456: Construction of Horizon -
Convocationalists agree to create shared Realm in the
Otherworlds; Primi travel to homelands, donate powerful
sacred spaces, and weave mighty spells to create new and
separate world for future sanctuary. Craysare consecrated
and tied together (1452-53); founders battle demigod
Urushlakhg'runinspiritworld (1453).

_S—

e 1450, Spring: For Collegia Mercuris (university i Fys
Hermetic magick) transported to Otherworlds to avoid 1 ‘
Mistridge's fate.

« 1450-1493: The Vampyr Crusade— Undead princes
converge outside Thorns, England; encouraged by Tremere
emissaries, they strike a pact uniting their families into
"Camarilla." Y ounger vampiresrevolt across Europe, drag-
ging many magi and phil osopher-scientistsintofight. House
Tytalusbrieflyfragments, but holdstogether through Grand
Convocation.

« 1450-1453: Tezghul the Insane leads horde out of
Lithuania.Burnscitesal ongBaiticSea foundsK upalaAlka
among ruins as monument to depravity. Other Pagan sects
oppose horde and are slaughtered. Sickening ritual dedi-
cates Blood Lake Cray to demon patrons.

« 1452: Oath of Fire — Angry Daedal eans pass resol u-
tion to punish vampires and magi "with fear and flame."
Hunts begin in earnest.

¢ 1453-1475: Due Rivallon de Corbie, Honestus
Resplenden of the Cabrielites, wages open war against
Hermetics and Pagans across France.

¢ 1453 Verbena establish underwater Chantry of
Eska (North Sea), set up second Chantry near ruins of
Baerwald.
 1454: Three Testsof Faith - Horizon buildersbattle
evil spirits and Infernal invaders to preserve their new
Realm.

« 1455: Magickal war in Vienna pits Cosians and
High Guild against Hermetics and Kabbalists. Later,
Gabridlites and Artificer troops besiege four Crays —
Stonehenge, Lyonesse (Britain and France), Canyon ot
Qu-Dali and Artaxerxes' Court (both Persia). The latter is
lost, bur other three hold.

« 1456: Great Horizon Festival — April 30, "doors' to
Horizon open to outside magi. Several pacts struck with
visiting faeries. Niaoba marries Star-of-Eagles (Oct. 14),
laterbearstwochildren.

e 1457-1466: Grand Convocation of Traditions -
Huge, fractiousgathering birthsthe Nine Traditions. Poli-
ticking, infighting, duels and outright war mark event.
Many sects and fellowships either merge or drop out;
Madzimbabwe join Thanatoic sect; Taftani, Ngoma and
others attend, but refuse to be subsumed into existing
groups. In anger, some Tradition magi declare such sorcer-
ers Disparate — "separate and past.”

e 1461: Void Seekers and Celestial Masters open
secrer Chantry Portus Crucis as base for seafaring and
Sky rigger journeys.

« 1460-1472: Tezghul mauls Poland, Teutonic states.
Despite battles with Die Wolfifgilde and an alliance of
Verbenaand Celestial Choristers, the Infernal horde pushes
toward Berlin, creating Howling Waste.

« 1464: Niaoba assassinated by evil shaman.
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* 1466 Summer Solstice: Resolutions & Protocols of the
fNine Mystick Traditions — Passed in Horizon Council

| chambers. Council becomes official. Foundation or con-
- j solidation of Akashic Brotherhood, Ahl-i-Balin (Batini),
| Chakravanti(Euthanatoi),Chorus Celestial, Dream-speak-
ers, Houses (Order) or Hermes, Seers of Chronos (Sahajiya),
Solificati and Verbena.

Suture Sates

» 1466-1470: March of the Nine — Council passes the
Compact of Callias an accord that encourages inter-Tradi-
tion cabalstoform. To celebrate (and rest) Compact, Council
appoints nine representatives (one from each Tradition) as
210, emissaries, enforcers and comrades. This First Cabdl stands as
testament to the solidarity of the Council and their future
goodwill. From Horizon, they travel across the world, giving
rise to many legends. Members: Fall Breeze (Akashics);
Daud-Allah Abu Hisham (Batini); Cygnus Moro
#» (Chakravanti); Sister Bemadette (Chorus); Walking Hawk
(Dream-speakers); Louis DuMonte (Henneries); Akrites
Salonikas (Seers); Heylel Teomim (Solificati) and Eloine
(Verbena). (For portraits, see pages 122-138.)
* 1467-1469: Other "mixed" groups form in wake of
First Cabal; most notable include the Circle of Seven,
Drua'shi and Shadow People (Traditions); and the Legion

de Triumph (led by Rivallon de Corhie), Iron Hounds,

Artisans Circle and Healing Society (Daedaleans).

* 1467: Destruction of Garoche — First Cabal clashes

with Legionde Triumph in French town; battle annihilates
" Garoche, inflames anti-magi sentiments.
* 1469: First Caba bums Kupala Alka, banishes de-
A EC% mons, but is not strong enough to oppose Tezghul directly.

* 1470-1474: The Boiling Plague — In wakeof 'Tezghul's
horde, a boil-sckness spreads across northeastern Europe.
Victimsdiewithin days. Brandenburg Krankenhausfinds
cure, andendsplague (1473-74).

* 1470, Spring: The Great Betrayal — Heylel betrays
the Nine to Rivallon de Corbie, who assembles army, Iron
Hounds and Legion do Triumph to meet them at Narhonne.
Fall Breeze, Daud-Allah and DuMonte killed, along with
three Iron Hounds and many soldiers; Akrites, Heylel
¥ escape; Moro, Bernadette, Walking Hawk and Eloine cap-
tured, tortured in Brienne Castle. Moro dies.

AP

e 1470, Summer: Led by Akrites, Traditions de-
molish Brienne Castle; Heylel captured (or surrenders)
soonafterward.

* 1470, Winter: Great Betrayer sentenced to Gilgul
and death. During trial, Solificati break with other Tradi-
tions, each other.

1471, Winter: Diplomat L uisassassinated by Solificati
rival; without him, Tradition collapses, leavesvacant scat on
Council. Some alchemists defect to Order of Reason; 12 are
sheltered by Hermetic Order; most shun both and go into
hiding alone. Remaining Traditions form Wards within
Horizon, sequester themselves away from others.

* 1472, Winter: Iron Hounds harass and weaken
Tezghul's forces. One by one, however, they are killed.

e 1472, June 15-18; Battle of Harz — Magistrates
Roland Hoffmann and Georg der Tapfere lead Artificers,
Cosians, Die Wolffgilde and huge mortal army against
Tezghul. Effort succeeds, hut at great cost. Tezghul slain,
Hoffmann dies heroicaly.

* 1473, May 9: Vigilance Day — Inner Circle declares
holiday to commemorate defeat of Tezghul and sacrifices of
Iron Hounds. Cedebrations held in Langudoc, London,
Florence, Paris and Harz. Observations include prayer; ©
display of arms and parades; and Artisan fairs, where new
inventions are unveiled to mortals. Huge memorial statue
erected outside White Tower.

e 1475: War of Concordia — Hearing of Traditions'
distress, der Tapfere uncovers Horizon portals; leads huge
offense through. They plunder and bum Horizon until an
attempted siege of Council city Concordia breaks the effort.

* 1480-1540: Dr. George (Johannes) Faustus; minor
magussetsinfamousexample.

* 1482: Albertus Sentirium,Gabrielite Magter, assas-
sinated by magick. Retaliation ignites series of battles and %
purges. Badly mauled, Tradition magi withdraw into hid-
ing, form secret societies. Ascension War quietsfor atime.

* 1486: Malleus Maleficarum — Written and pub-
lished by mortal Dominican Inquisitors Heinrich Kramer
and James Sprenger, this "Hammer of Witches" inflicts
more damage than all battles of the War put together. Book
fans fires across Europe. Although Gabrielites circulate the
Malleus, many Daedaleansfall victim to resulting Burning
Times. By the time witchfiresdie out in 1700s, millions of
magi, mortals and night-folk have been slain. }

* 1490-1501: The Seven Thunders—Spurred by Papal /1’
excesses and magickal battles, seven holy men raise a (Ef’ =N
peasant crusade across Europe (see Appendix for details). ’Q\\ x@?{'

+ 1500: Last 12 Solificati rename their sect The &\d
Children of Knowledge, but refuse to join the Council.
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CThe Meeting

Agnesa, preoccupied, walked back to the manor through the
falling rain. She'd expected to be ill at ease watching Pagan
Solstice fires. Her mentor still followed the old ways, while she
believed true power came from the Lord's hand alone. But
Agnesa respected von Ulni's faith in (he land, as he never
questioned her own strong convictions in the Savior, or
Bartolomeo's passion for ritual and process. Different beliefs,
many Paths, but unitedgoals; these were the teachings the knight
offered his proteges.

The young woman stopped at the von Ulm family cem-
etery , knelt for a moment and prayed for her mentor's family:
his wife, two small sons, and Agnesa's unfortunate predeces-
sor, secretly buried on holy ground. Agnesa had |earned much
in the months of her apprenticeship — not the least of which
swas that mercy and pity were more thanjust kind words spoken
at Mass. Von Ulm was the most compassionate man she'd ever
met, heathen or no.

Though we share this humble path, alone
How fragile is the heart

Oh give these clay feet wings to fly

To touch the face of stars

— Loreena McKennitt, "Dante's Prayer

A cry broke her revery. Aflash ofdistantlightning limned
the graveyard. Squinting against the gloom, she noticed move-
ment, and heard the sucking sounds of muddied feel.
Grave-haunts! She whispered a prayer and backed slowly away !
from Lady Ulm's resting place.. J’" ;{;x

Thunder cracked, startlingthe movingfigure, causingittoslip f,~
and drop its burden with a wet thud. The resulting curse sounded g
human enough, so Agnesa moved forward with a surge of anger. [ A
Robbers, come to loot her master's family. Not while she was \\\_‘\‘
around’. "Show yourself," sheshouted in the after-thunder silence, % j
shaking wet hair from her eyes. "Defiler of graves! Thief!" e

The smell of rotting meat rode on the wind. Agnesa
recoiled. A new burst of lightningreveal ed a young man, soaking
wet and scrabbling to pull a rancid corpse from the muck. He-
stilled as he saw her, his hair wild and wet. "Forgive my trespass,
good lady," he said. His voice was fair, his face almost so. "I
mean no disrespect, but this cadaver may be of some use to me."
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Fury overrode fear. Here was one of the perverse corpse-
.students, profaning dead bodies for the sake of pride! She
swallowed rising bile. "Some use?" she echoed. "Were you
planning tolay her out on a table, cut her openand draw pictures
of her innards?"

"No!" hecried. "This lady died of a blood poison; a young
child in my village suffers the same. | would save him ifl could.”

"With a corpse? You're demented!"

"No," said the defiler, shakinghishead. "Nut with acorpse,
but with knowledge." He laid the body in the mud and spread his
hands be/ore him. "M'lady, do you know the concept of prece-
dent? If we ean understand if hat came before, we may be able
to affect what comes after. If | can isolate what poison killed this
woman, perhaps | can save the boy."

Agnesa began to protest, but (he man sounded sincere
enough. Von Ulm hail taught her to trust her intuition, and (his
man seemed sane despite his activities. "A dying child, you say?"
He nodded. After a moment, Agnesa replied: "Take me to him.
| will ask the Lord'smercy.”

"Ask what you like" replied the robber. "Voting Marc
could use any help you might give" He lifted his rotting
burden, wincing at the smell. "But if you're coming, do so
quickly.”

Agnesa smoothed wet hair from her eyes and bit her lip.
After a moment, she followed.

They were not alone.

Co Leave the World
Behind...

Well met, cousin!

Now that you've had your fill of the imperfect world
of man, come with me across the Mists. These are the
lands that legends speak of, the places mortals long for
hut cannot go. Once in a while, a careless shepherd
might pass across, of course (especially on a night such as
this!), but he's ill-equipped to make the journey. I'm well
traveled (if | might be so hold) and a seasoned guide
familiar with many cultures' lore. Trust me, and hope-
fully we'll survive.

First, strip off those smelly rags and join me at the fire.
\ This is a sacred place and you won't want the city-stink to
| 'j follow where you're going. Like Persephone at the gateway
' to the Underworld, we want to leave our mortal weight
behind, It is, of course, possible to pass into these worlds
encumbered, but far easier not to.

Now lift your head and close your eyes and feel the
stirring wind. With the full moon bright above us, the
passage will be easier, the paths through the Mists more
clear. On moonless nights, the right tracks are harder to
find and the spirits are more wary and treacherous. There
are things where we're going, cousin; if you're feeling cau-
tious, best to stay behind.

Now the moon ishigh, therainsdescend arid thewind:
make love to the rowan. It's afine night to go awalking, so
rise and take my hand.

And do exactly as | tell you. The Otherworlds are no
place for fools.

Chree Rings:
Microcosm and Macrocosm

As above, so below. 1 trust you've heard the saying. In
essence, it means: That which isin Heaven isreflected dimly
on Earth; what transpires on the Earth is a ghost of Heaven.
It dso meensthat larger things hear ties to smaller things, and
the other way around, as well. If you hope to understand
magick, you'll have to understand what scholars call micro-
cosm and macrocosm — the principle that small and large
things resemble each other and are hound by that similarity.

What does this have to do with the Otherworlds? Only
this: Our mortal world is like the skin of a man, stretched
tight over aliving Creation. Humours pulse within that skin
and breezes caress itssurface. At certain points, the humours
dance close to the flesh; at others, they swirl around the
bones. Sometimes, where there'sawound, they seepout, clot
or even spray. When they do, the whole work! isill.

Think of your body as a mirror of Creation and you'll
understand its sanctity. The gods (or God, if you prefer)
crafted this body as a reflection of their own bodies;, we
mirror the gods, and Creation mirrors us. Confused? Simply
put, Creation is like a man's body; its arms reach high; its
feet tread low, its heart pumps the humours, and its eyes see
everywhere. The humours are like the elements and the
organs keep the humours pure. Some of the places we'll visit
are like the organs, others like the bones. This is why
magick is best worked naked — or, at the very least, #
purified: The stale of the body echoes in your weavery.
When you deal with the Otherworlds, that makes a great |
deal of difference.

Imagine your body as the spokes of a giant wheel,
Around you, three rings spin: Thefirst, Penumbra, reflectsthe
mortal world, wrapped in Mistsand lit by twilight; thisisthe
breath of" Earth. Thesecond ring, Veshaya, reflects the dreams
of gods, men and elements — the head, heart and humours
of reality. The third ring, Horizon, binds them together and
houses the | leavens — the soul of this world and the
substance of the wheel. The shadow of Horizon, the
Contrarium, rests inside the Earth arid houses the Hells and
Underworld — the hones and bowels of ‘Creation. Together,
scholarscall them I'umbra. Haute, or simply the Umbra. That
name means "Shadow,” but | think that dismissive title
diminishes the truth. The Otherworlds are far more than
shadows of us; indeed, we may be shadows of them instead!

We stand on the surface of the skin of the world;
beneath us, the blood of Creation pumps; above usthe vault
of sky waits beyond our touch. To travel outward, we will
leave this skin and float like smoke into the Mists.




Hear me, my beloved; | beckon thee through waves of dream
and in mine ears a voice whispers oceans of light and in thine
eyes alone begins this journey of mine
— Faith and the Muse, "The Dream of Macsen"
ong ago, our Earth wasformed as a point
between the Heavens and the Under-
world. Likeaman, itsimperfect but vital,
a marketplace of Divine, Inferna and
Earthly urges. The foggy borders of that
* : mearketplaceswirl at the edgeof sight, too
faint totouch but real enough to seeif you look hard enough.
Open your eyes now and see the Mists; they're mure
visible after sundown, but always there if you know how to
look. Like the veils of Ignorance that shields the mortal
mind from Creation's true scope, the Mists of Periphery
cloak the Otherworlds. Toreach them, you must walk into
that fog with your eyes and soul wide open — just as you
must piercethe Mistsof Ignoranceto Awaken intomagick.
Where can you find the Mists? Everywhere, of course!
They wind through the streets of Venice as readily as they
sweep the English moors, though tew people notice them in
townsor cities. They arethere, however; at night, they riseto
their greatest potency, hut they're still present by daylight,
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| C})e mlsts mortal Earth and the Otherworlds, between theskin, thesky W7/ #¢/

and rhe blood below. Any journey begins with them.
The Periphery and Gauntlet

Before we enter the Mists, look around. Notice that
faint glow, the sharp tang in the air, the brush of the wind, |
and the soil at your feet? So much more vivid than normal,
don't you agree? This is what scholars term the Periphery
andcommonfolksimply call awareness. Inthishal f-waking
state, we sense Creation in a far more viral way; each
sensation is a caress, and cannot be ignored.

In this state, you see things mortals never could; the
soul colors that surround each living thing, the filigrees of
magickal tides, and, of course, the billowing Mists which
are invisible to un-Awakened eyes. Once, all people dwelt
in this Periphery, until they fell from Grace and dimmed
their eyes. When you master the simplest Arts, awareness
returns. Thefirst magicksyou learnrestore thissight toyou.

Take my hand and walk with me toward the Mists; ;
their shimmeringveil seemscold, yetinviting. Whenyou 't
feel their icy kiss, you've met theGauntlet, the barrier that X
keeps our worlds apart, Most times, that slender wall is
impossible to pass unless you've mastered Spirit Arts; at
certain places or certain times, however, even the dullest
banker couldwalkright throughand findhimself infaerie.
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Such crossng-places arc called Regio, Crays and
Shallowings. Eachhassubtledifferences: A Regioglowswith
the presence of the Otherworlds, hut they remain out of
mortal reach. A Cray formsa gateway between this world
| and the Others; the Gauntlet remains intact hut thin, and
passingthrough becomesfar easier. Mystick energy poolsin
Crays, and often takes shape as Toss, or magicka essence
incarnate. All such places pulse with magickal quickening;
any visitor can sense the strangeness there.

A Shallowingismoreastatethanaplace; sometimesthe
mortal world simply "shallows" — the Gauntlet slips away
and any man or woman might pass through. Crossroads,
Grays, Regioand certain holidayshboast notorious Shallowings;
the Otherworldssimply drift into thisone. There are reasons
why Samhain, Beltane and thefull-moon cycleare powerful
Jays, cousin — they're Shallowing occasions. At such times,
the mystick tides draw hack and the spirits slip across. If
7 you're abroad on such a night, you'd best be ready for
adventure! On other days, like Christ-mass and Easter, the
¥ Gauntlet thickensandthemystick pulsedims. For Christian
folk, thosedaysaresafeand happy — God grantsrespitefrom
spirit terrors and strengthens His own folk.

Y ou have heard of Resonance, true? Good! That prin-
ciple is strong around the Otherworlds. Strong emotions or
critical events cause mystick poolstorise, and those events
leave traces on the land. A battlefield pulses with hatred
and pain; awedding glen, with laughter and affection. This
clearingwasthesiteoragreat lovelost; evenat midsummer,
it keeps a chill and melancholy air. | come here to remind
myself that nothing is eternal.

Potent events leave powerful traces; brief ones touch
theland but linger in small ways. Far from here, 1 amtold,
a warlord sacrificed a thousand people to dark gods; the
place hedid so, Blood Lake, isso defiled that you can sense
it ahundred leaguesaway. In Avalon'sruins (yes, the tales
are true!), strength and honor echo in the stones, even
though the court tumbled down centuries ago. In places
like this one, where a small hut potent thing has hap-
pened, you must be sensitive to feel the Resonance; even
o i s, it's always there. When you pass across the Gauntlet,

‘3 you can plainly see its traces.

\
il

| Passing Into the Mists

And how do we do that There are three ways: You
could eiitet atrance, leave your body behind and fly in astral
form; you might learn the Spirit Arts, reweave the Gauntlet
and walk on through; also, you might have another magus
open a gateway, then follow behind her. The last, two ways
are easier some places and times and far harder at others.

ThefirstArtistricky; most sorcererscannotdoit, and even
thosewhocanfinditarduous. Anastral travelerforsakesal | tools
andclothing, becomesaghostandfliesoff, trailingasilvercord,

Her body remainsbehind, near death and vulnerable. Shecan
crossahundredl|eaguesinnotimeatall, butitremai nsintangible;
strength of mind replaces strength of body. When she returns,
she often deeps for days on end.

The second method, Shadow-walking, is the most com-
mon. Youattuneyourself to the Otherworlds and use your
Arts to become like ephemera —spirit-stuff.The less you
carry, the easier this becomes; as | said, it'spossibleforan
armored knight to walk through the Gauntlet, but skyclad
walkers have a simpler time. Once on the other side, you
glow like a will-o'-the-wisp, lit by the fire of life. If you've
got the skill to do this, you may return fromyour travelsat
any time, none the worse for wear.

The third method is simplest; let another magus open
a pathway, to return, however, you're dependent on her
good graces — as you are on mine.

Now then... Shall we begin?

Che luner Ring

...when neither hour nor time of operation or invocation is
specified, it is then much better to perform these experimentsat
night, swing that it is mare easy to the Spirits to appear in the
peaceful silence of night than duringthe day. And... itshould be
doneinaplacehidden, removed, secret, convenient, and proper
for such Art, where no man frequenteth or inhabiteth....

— The Greater Key of Solomon, Book Two

O1d Roads: Paths of the Wyck

I'm about to entrust you with a secret — a secret
withheld from the Christians and Romans who have terror-
ized our lands: Long ago, the Wyck wandered, cutting Paths
through the Otherworlds. They left markingsof thosetrails
as legacies to us, and we, today, guard them jealously,

Wyck markings are invisible to mortal sight; to see them,
let your senses wander to the Periphery, then look around. If
you've had the proper training, the signs should become clear
enough; follow themintothe Mistsand you'll discover aPath.
See that odd-shaped knot on thisancient tree? It'sasign few
can read and fewer understand. We who know the secrets can
pick such markings out, find the doorways to the Paths, and
step there from the mortal worldwithoutentering the Penum-
bra. Whenyou learn thesignsthat lead to Wyck Paths, guard
them well. Our enemieswould lovetofind them.

The Old Roads lead everywhere you can imagine, and
they contain neither breaks nor traffic. From time to time,
you might encounter amagicd beast, aravineor a steep and
jagged bill; a determined traveler, however, can cross from
one end of the world to the other without fording rivers or
seas. You can imagine how such byways could he useful —
and bow destructive they could be in the hands of a con-
queror. By revealing this secret, | entrust you with a sacred
charge. Neither gold nor torture iscause enough tobetray it.

g' =
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Not that the Paths are easy to navigate; quite the
opposite, really — only an experienced witch should try.

| These Roads are infinite, cousin, and you can wander them

forever if you're not careful. Creation istar larger than any
of us can conceive. Some Roads lead to London, others to
Berlin, some to lands I've never seen, and still others lead
to the stars themselves. The guides along this passage are
trust,purity,imaginationandintent;itissaidthatthePaths
will lead you where you want to go only if you truly
understand how to get there.

These Paths are not for everyone; even primal mysticks
find them unsettling. Take my hand and walk with me; see
what | mean? Gloom on either side, like a storm on the
moors... swelling fog, aglow like twilight, so close that it
hurts to draw a breath... ghostly wails in the distance, like
a keening choir... treacherous soil and roots like the hands
of thieves. This is a realm of neither flesh nor spirit; it
touches everything hut belongs to nothing, Watch out for
the roots underfoot — these woods are anchors of Creation,
world-trees in the truest sense. Magick and science are
worthless on the Old Roads; we're in a place of the soul, not
of mankind'stricks.Here, every sound ismuted; every light
becomes a haze. The Paths are cold, even in Arabia, and no
sun ever shines upon them. On either side, the glowing
Mists connect this realm to all the others. To reach your
destination, you must bravethecold, closeyour eyes, enter
the Mists and pray you step through in the right place.

The Old Roads present a test — a ruthless test. I've
heard of magiciansfar greater than | who wandered off and
never came home. When Nightshade and William Groth,
the foundersof our Tradition, went on their lonely walks,
each went naked, solitary, armed with knives and faith
alone. They traveled to places never heard of and brought
back people never seen before. That is the true magick of
the Paths: to cross beyond what you know and return to tell

. about it... assuming you return at all. The Old Roads

demand courage, faith and vision. Without al three, a
travelerislost.

Che Penumbra
Let's leave the Paths and step full-tooted into the

&, Mists. Don't worry, | won't let you go. Feel that cold bite?

. That's the Gauntlet. We're passing through now, and
Shadow-walking, leaving the Paths behind.

As the Mists recede, look around. Recognize your
home town/ It does look a bit different, doesn't it, lit by
twilight and spirit-essence? Welcome to the Penumbra, the
shadow-self of the mortal world—or perhapsthereal world
to the mortal shadow! Here, the truth within each man or
place glistenslike dew-wet web, daring you toseeit asit is

| spoke earlier of Craysand Regios: See them now in
purer form. The battlefield is a cesspit of black rage, shot
through with bolts of blood; the wedding glen shimmers
with light, and echoes with ghostly tunes; the love-lost

clearing seems to weep, its branches bowed and wet with ({747

crystal rears. Thisisaworld of living symbols; in mysrick
places, those signs blaze like hot brands.

In lesser places, the symbols are fainter but still there.

See the blacksmith's shop? Look closely and see the thick

websthat makeupitswalls, all but invisibleagainst thestone. |

Watch the shadows by the tavern and see demons of drunk- || §

enness and sloth capering near the door. Glance at the
midwife's cottage and note the faint glow, like acandle by a

sick child'sbed. Trust me; you do not want to seeyour baron's ]

manor! That sight I'll save till you're a stronger mage!
There's another secret at work here: What you see

depends on what you expect to see. You and | look out across

anaturelandscape; anArtisan-maguswouldbeholdalattice-
work of shapes, glowing webs and holy patterns inscribed by
the hand of his God; a necromancer (pardon my spit!) sees
his heart's desire — a vista of living death, howling with
ghosts and crumbling with decay. Three visions, one place;
now you see why | called this the breath of our world.

The Saerie Dreaming

Thedreamsof men shimmer infaerie, aland between Y

the Penumbra and mortal world. Like the Paths of the
Wyck, thisDreamingisastateuntoitself, touched by al | but
belonging to none. Sadly, dreams are dark these days;
hunger, war, plagueand atrocity takesolid shapewhen men
close their eyes to sleep. Like demon-ghosts, those phan-
tasmshaunt atwisted form of the Penumbra— areflection
of the world as seen by madmen.

Disillusioned, thefaeriehosts, guardiansoftheDream-
ing, slammed their gates and boked them, even against

their own kind, not so long ago. Oh, the fae-folk still exist *

on Earth, of course, but in stunted, poorer forms, change-

lings abandoned by their kin and |eft to wander adim and
|

tainted dreamscupe. No wonder they're so angry....

Not every dreamscape is so hostile; in certain places
favored by thekinder fae, freeholdsglisten like tapestries of
ice. Some are fortresses; others are glens; still others are
endless fields with musical streams. The dark, unseeliefae
prefer more sinister realms (haunted woods, bloody rivers
and caverns deep below the earth), Those benighted holds,
however, arestill faerierealms: vivid asan artist'spalerre,
seductive as akiss and intoxicating as a barrel of wine,

Few magi enter the Dreaming without a faerie escort; the‘

enchantments that open human eyesto it pass through the food {‘Q\ "‘3:‘,'!

A

and drink of changeling hosts— or through touches of asofter -

kind. Sullenasthey can be sometimes, thefaestill loveromance;
oftimes, they favor our kindwith trystsand revels, thedancing,
drinking and lovemaking of such communions can draw you
into thefaerierealm—forawhile, at least. Forawhile...

That glowingringnot far fromheremarksafestival; I'd
take you there, but we have alot of traveling, still. Another
time, perhaps. Come again into the Mists and we'll enter
the second layer....
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CThe Middle Ring

What in your substance, whereof are you made,

That millions of.strange shadows on you tend?

— William Shakespeare, "Sonnet 15"

g 8] pint-walking is more an art of intuition

than of navigation; there arc no bound-

aries, bordersor landmarks, only currents

of instinct. The Otherworlds have astruc-

2 > ture, of course, but it'san ephemeral thing.
e — Whenyou'rethere, ingtinct becomesyour

lamp and familiarity your walking stick. A map of these

worlds is worse than useless— it's a lie.

The brightest lamps couldn't pierce this Mist, hut the
spirit-light of Moonpaths is made of stronger stuff, Look
over there — that shining bridge is one such path; A Lune-
spirit is its guardian. Irs bright expanse cuts through the
gloaming, arcing off to who-knows-where. Beneath our
feet, it would he smooth and cool, like walking in dew. A
pity we cannot do so now, but | fear the Lune would he
upset. | wonder where that Path would lake us!

Think of Moonpaths like the Old Roads, laid by moon-
beamsand presided over by servantsof Lady Sky. Tocrossthem,
you must bargain with the spirits. Depending on the moon's
phase, this may be easy or very, very treacherous. New-moon
spiritsare timid and eager to please, but full-moon onesloveto
fight. Seeing as how we're traveling by the full moon, it'sbest to
avoid that Path tornow | know a better one, anyway. Some
other lime, however, that bridge could take you straight to a
Court, Cray or Realm... assuming you'd want to visit.

Courts and Aether Realms

What's A Court? Only the greatest of the Aether Realms!
1 know, | know, what'san Aether Realm? It's a place set apart
fromtheswirling Mists, risingout of clouds or off forgotten paths,
aplacethat half-mirrors the mortal world. | say "haf-mirrors’
because Aerhereal Realms present adifferent spectacle. While
ourlivingworldisdull andlimited, an Aether achievestitanic
scope. Each Aetherisaworld unto itself, nestled in the Middle
Ring but as large as any kingdom. Within an Aether Realm,
flesh isflesh, not spirit. The laws of such a place, however, are

often strange by human standards, Castlesrise|eaguesintothe / v

sky, waterflowsupward, treesaremadeof ice, andstarssingeach | ‘ (

other to deep. Truly, these are thered domains of magick! \
still others by events no one can control. The Old Gods
dwell in musty placesand tracklessforests—Greek Olympus,
the Valhalla of the Norsemen, even Tir-Na-Nog and the
Pictish Ael; somewitches 1 know are building a sanctuary
where dragonsand unicornsare safe from harm; one legend-
ary Realm (acroftof Valhalla, | would imagine) summons
the essence of War in all its forms, pitting soul against soul
in eternal combat; others are simply there, not tied to any

purpose beyond challenging the visitor.

\
Some Real ms are shaped by gods, othersby wizards, and L\&\\

N\
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By Christian reckoning, the Aethers are domains of Earth-
bound angels and demons escaped from Hell. When God
shaped Creation, He placed layers around the world, buffering
the sanctity of Heaven from the corruption of Earth. Spirits
nestled intheselayers, making little half-worldsfor themselves.

A prophet | once met said that when the last trumpetssound, the
| Aetherswill be the stars that fall and the cupsfull of wrath that
.shall pour across the Earth. Such alovely image, that!

For now, the Aethers float within the Middle Ring; you
can reach them by Shadow-walking, or through magickal
gateways linking Earth to a given Realm. Many a Cray or
Covenant has hidden doors that lead to an Aether; some
wizards, notably the Hermetic ones, conduct aregular trade
with Otherworldly spirits, and the Aethersbecome marketsfor
their dealings. Not that such places are completely sedled to
mortal folk; from time to time, a Shallowing rides through the
Mist and binds an Aethereal Realm to the Earth. Such
passages last only ashort time, but in that time amortal might
come face to face with alegend.

The €lemental Courts

Each of the elements has its own Court, built long
before thebirth of man. Within them, powerful spiritsguide
the destinies of men. As the Courtswhirl within the Middle
Ring, their passing shifts our humours and guides the
Awakened Essence within us.

Step carefully — the hot stones will burn your feet!
Thispath leadsto the Citadel of Brass, the Fire-realm where
anger, courage and purification glow. I've been there; it's
uncomfortable, but cleaner than the Hells that employ a
darker kind of fire. In the center of the Realm, a castle
greater than all the palaces of England rises from a molten
sea. Smoke ascends like a prayer to Heaven and sda
manders—fire-spirits—scurryaboutontwistingcauseways.

Perhapswe should go to the Eternal Sea, where Water hides
ancient secrets. Granted, we couldn't breathe without our
magicks, but the ondines are gracious hosts so long as you don't
depend on their goodwill, or take their gamestoo serioudly!

Inthe Earth-Womb, gnomesscuttle on their grumhly way,

speaking so slowly that it might take amonth tor one to finish
greetingyou. Theirsisadark world, occasiondly lit by lavaflows
when Fire visits the Realm. The dust is thick enough to choke
' you, but thestability of the placeissomewhat comforting.
1 would rake you to the Sweeping Clouds, but I'm not
| sure you know how to fly. Without that Art, you'd be
helplessinthe Air Kingdom, borne about on restlesswinds
until the slyphs and will-o'-the-wisps saw fit to let you fall.
Believe me, it'salongfall!

Best, perhaps, if we simply come out here, near the
Auspicious Forest, Wood isan element, youknow, evenif the
alchemistsdon't see it that way. There'sa Citadel of Iron, too,
where the yundao meet, but those elementals— metal men
with harsh tempers and lascivious appetites — are too
violent for my tastes.

=
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Lesser Paradises

Y ou seem tired. We'll stop for while. Aswerest, look into
the sky. Notice how the sun seemscloser, the air more pure ? The
Christianswould say we'rein the Fifth Heaven, Realm of Mars
and the Virtue of Fortitude. The angels, should we encounter
them, will be hardy and aggressive. Best to he on your guard.

According to Christian reckoning, Cod set eight layers
hetween Earth and its Horizon- Each layer corresponds to a
virtue. Administered by lesser angels, these small paradises
form hamletsfor soulstoo purefor Purgatory (yes, we'll get to
that!) but not enough for Heaven. I've heard that virtuous
magi, struck by the Scourge, are sometimes carried here to rest,
then returned when they're ready to descend to Earth again.

As | understand it, the First Heaven follows the moon,
and shelters souls who require Fortitude; the Second joins
Mercury and representsathirst for Justice; the Third, Venus,
isfor true Lovers; the Fourth Realm, Prudence, mirrors the
Sun; we're in the Fifth; the Sixth isfor the Just, the Seventh,
for Contemplatives (no danger of us going there!); the Eighth
swims amid the stars, and is set aside for the Faithful and
Charitable; the Ninth layer is what magi call the Horizon, §—o==
the"first movingthing" that surroundsthe Earth; finally, the VA
mostvirtuousof all travelersmight beallowed toglimpsethe
Empyrean, the Court of the Most High.

Personally, I've never met a magus pristine enough to
he allowed that far, so | cannot attest to the truth of the
tales. Tome, theselesser paradisesseemmorelikeAnnwynn,
Vigrid or the Elysian Fields. If you're ready to travel again,
though, | can lead you to agolden bridge | know of abridge
that leads to the Horizon itself.

Che Outer Ring

O Muse, who do not wear around your brow
the perishable leaf of Helicon,

but up in heaven's happy-ringing choirs
display your diadem of stars,

oh, breathe celestial fire in my breat,
ennoble this my song, and pardon me

if 1 weave truth with fiction

— Torquato Tasso, Gerusalemme Liberata

Horizon’s Crown

That glittering band above us is the shell of Creation,
the highest level of the Earthly Dominion and the end of our
quest. Stretching off across Creation, it encompasses every-
thing that exists and provides a seat for the stars, No ocean
is so vast, no flame so bright, noforest so magnificent asthis
Divine Crown. Truly, this Empyrean must be the seat of gods.

Even here, however, travelers wander through, of times
paying homage to the stars, occasionaly carving thrones
from the firmament of Heaven....
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! ! Magi havenever beenareverent lot; our power istongodly

& 4 = toallow ustruehumility. Evenso, there arefeatsthat makethe

. 1" pioustremble,.. likethecreationof Horizon Realms, sanctuar-
| 41‘. ies spun from the threads of Creation.

'J'l Recall the Aethereal Realms.' Horizon Realms are just
(s ] )’ like them. But whereas the Aethers occur on their own,
A Horizon Redlmsare crafted by powerful wizardswho tear the
essence from mighty Grays, weave it into worlds, then rend
the Horizon to house those worldsand feed themwith Primal
Force. It's a huge, risky undertaking; the Scourge strikes
down most of these proud sorcerers. Still, just as humans
build cathedrals on the bodies of their fellows, so these
wizardscraft Horizon Real ms. I t'sdangerous, but sometimes
necessary, especially whenwitch-firesarekindled for you.

SuchRealmsarefew, but terribly impressive. Themightiest
iscalled "Horizon," named for thejewel that wascut to makeiit.
When the Council of Nine Traditions needed aplaceto gather,
== Nightshadeand theothersdecidedtobuilda"templeinthesky."
§ What they crafted istar morethan atemple— it'sakingdom of
# magicians, wild and vast, offering safety to the Council and
refuge to magical beasts. Brittany itself could not contain this
Realm, whichfloatslikeagreat ship onthehand of theHorizon.

There are, 1 have heard, other places like this: Doisstep,
moved from its mountain ruins; Helekar, a Hindu palace of
skulls; For CollegisMercuris, aHermetic magickal college; or
Perseus Sanctum, a Skyrigger port...

What's a Skyrigger? I'll come to that soon enough....
Sufficetosay that Horizon Real msarenor asuncommon asthey
once were, I'm nor certain that is a good thing.

A Horizon Realm is an expression of hubris; still, that's
natural enough. All magi want to be immortal; perhaps the
Horizon Real msarereflectionsof their desirestobecomelikethe
stars... or like the heroes among them.

CThe Zodiag, Sragmenti andVada

Legends speak of great travelers who followed the Old
Pathsinto the sky itself. There, they becamenew starsand lit
theskieswiththeir glory. Now they inspiredestiny in those of
usstill hereon Earth. Thescholarshaveanother tale, of course:
According to them, our world rests in the center of a sphere.
- The sun, moon, elements and planets spinwithin this sphere,

Il circling the Earth like a constant wheel. Until that wheel
'}' stops, those heavenly objects balance our humours, light our
nights and guide the hand of Lady Fortune.

Srars fill the essence of the Middle Ring, casting their
influence down. The Essences within magi — the Furo,
Castellum, Mare and Susurro — are guided by those stars.
Moreover, the elements of magick (the Nine Arts) find their
best expressions in the Fragmenti and the Vada — the reflec-
tions of those principles. Like stars, these bodies circle the
world, wrapped in the Horizon's embrace.

Fragmenti arethehomesof old and powerful godswhorule

God ot Connection; Pluto, God of Entropy; Mars, God of Forces;
Venus, Goddess of Life; Jupiter, God of Matter; Neptune, God
of theMind; Luna, Goddessof the Prime; Uranus, God of Spirit;
and Saturn, the Titan of Time. Some magi, with the permission
of these gods, construct Covenants in the Realms. Most of us
simply avoid them. These worlds, by all accounts, are hard to
reach and harsh by human standards. While | have traveled to
Life's Fragmentum, it's not a journey I'd suggest.
Vadaaremoreephemeral, Realmsset intheshadowscast by
Fragmenti. LikeFragmenti, each Vadacorrespondstoamystick
principle. Unlike Fragmenti, which resemble Earthly Realms
with strange landscapes, the Vada are chaotic places, mael-
stromsof energy that can rip amagus apart. | know these places
exist, but | have never met anyone who hastraveled to aVada
and lived. Somefolk say that the Seekingswe undergo inpursuit
of our Arts take usto these places; given theodd nature of these
Otherworlds, though, it isahard claim to prove — or deny.

Contrarium: The Underworld

Thisatlasi sfull of mapsof Hell.| twasusedwhenOr pheusjourneyed &
into the Underworld to find Eurydice, and the maps art scorched and
charred by hellfire, and merked with the teeth-bites of Cerberus.

— Chorus, Prospero's Books

The shadow-side of | leaven isthe Contrarium, the Under-
world — which we will not visit! According to the Christians,
it leads downward from Purgatory to the nine Hells and finally
totheAbyssat thecoreof theworld, wheretheir Devil isdoomed
to hold his court at the end of time.

We al know the tales of the Underworld — the court of
Hel, the Horned God'sforest, the Purgatory of soulstoo good tor
Hell hut unsaved by Heaven. That placeisreal, Killing under
theskin of theworld and wrapped in eternal night. Itsshadows
lap onto the living world in the Penumbra (recall that necro-
mancer find hisvision of the Penumhra?), but swallow everything
on their side of aswirling black Tempest — adark mirror of the
Mistssurrounding thelivingworld. |

To venture into the Underworld, you'd best be dead, stupid,
insanely powerful or all three. One sect of magi, the Aided
Chakravanti, clai mthat passagetotheUnderworl dsharpenstheir
appreciationfor lite. Myself, I'd prefer agood Beltanedance! Still,
you may want to travel downward someday; if you do, makecertain
tocarry atokentoremindyou of thelivingworld above, and avoid
theArt of Entropy! Inthe Underworld, it truly calsforth demons.

In certain places, tunnels or chasms lead from the sunlit
world to the Hells; there, you might wander until the ghosts
show you the way to your goal — or devour you for trespassing!
Between the lower depths and the higher Shadowlands, restless
souls pass to and fro, wading through the Tempest — or swept
away init. Soon, you'll encounter theangry black stormthat cuts
upper Purgatory off from the cells of the dead. In the Lower
Abyss, those unfortunates howl away their eternities in cages
built of writhing soul-stuff. Thereal Hellswait below.

The Christian Word depicts a Hell of blazing pits and
gnawing worms; more imaginative artists people Hell with
bestial demons, gaping mouthsand Infernal torments. These

the Arts. Scholarscall them by their Roman names: Mercury,
R———

]




—77& | CHAPTER IIL:
- BEYOND
. ; THE MISTS

things, too, are real, though | cannot say whether they're
meant for all unchristian souls, bartered ones, or ones so evil
~—+ that no other place would bear them. At the core of this
3 Underworld, I'm told, atitanic pit, as wide across as the sea,
% awaits the day when the God of the Christians calls His people
; home, and hurls the Devil into darkness and flame. If this
. soundsappeal i ngtoyou, thenbyal | means, enjoyyourtravels.
I'll not join your tool's errand!

Besides, | haveonefinal secret: There may heworsethings
s than even Hell....

TheVoid of Heaven

The Church declares that the sky is a shell, arcing the
heavens like some star-strewn cathedral vault. Outside that

‘ Wy 1 say it isnot so.
#ﬁ' Like their namesake, the Daedaleans task the sky with
iyl wings, yeaniing to touch the face of God. By the moonlight, |
have seen their sky-ships rise and catch the wind. Their lamps
glow like stars, then disgppesar. Most of the men disappear with
them, hut every so often, acrew returnswith haunted eyesand
madmen'stales. |'ve heard them gossip in the taverns, drunk on
morethansimplewine. Theiraccountsaboundwithtitans, with
angels and demonic things relighting the War in Heaven. Take
one for a lover and helll tell you of a Void so vast that all the
oceansof theworldarelikeraindropsincomparison.Driftingin

eteral night,thesia’sandlemworlsyawnl

— or like rooms with devil sentinels.

A sdilor (oneof the Skyriggers| mentioned earlier) told meofa
dusty red world with half-hidden ruins and skittering beests. Clearly,
the creatures had not huilt themonumentsthat my parambour beheld
butthey badtheir owntalentsall thesame. Inafrenzy, they stripped
two men to bones and rent the skins of would-be saviors. My lover
showed mehi shitesand they wereunlikeany | had ever ssen.

The vault of Heavenisanillusion. The Horizon Crown is
award that keeps at hay the monsters of a darker Hades. If
Heaven waits beyond theworlds, it isalong, long way off.

It is asecret to these men, one they dare not reveal. To do
sowould bring them to thedungeon, to the stake, but worsestill,
totherealizationthattheir Churchisalie. Nowonder such men
seem haunted! They yearned to behold God and found His

absence instead. Only in the coils of asweaty sheet or acrafted

charmcan they purge their mindsof theVoid beyond. Intheir
own halls, such men stay silent. Only their dreamsbetray them.

Emptiness stirs hunger, you see, and the Daedaleans are
gluttonsfor Enlightenment. They will havethetruth, even if
they must dare Hell andthe Void tofind it. Silently, they raise
more ships to the sky in the hope one will find God. Their
chronicles, I'll wager, they hidein oaken chests, or burn when
the emptiness grows too great to bear.

Perhapsthe stars returnyour gaze.

Think of that when you stare into the sky.

Come. Let's go home.

¥ o
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quintessence of dust?

Lessons and Adversaries

All around Agnesa lay crumbling scrolls, caged animals and
elixirsin earthenware pottery. Sheignored the body, now carefully
dissected on a stained oak table. Instead, Agnesa knelt by thechild,
touching hisforehead with the back of her hand, Fever wracked the
small boy, and she smelled the stench of infection and death.
Fingering her rosary, the young woman began a healing prayer.

Thestranger wastednotime. Helaid varioushitsof flesh from
the corpse on a wooden palette, and daubed the remains with his
liquidsandpotions. Thepalette sizzled, fillingthe peat cottage with
foul smoke. Agnesa spared him a glance; the young man studied
hisspecimens, and scribblednotesin a thick leather tome. Hishand
was steady and sure as he scanned old notes in the book,

"The woman died because the wound became poisonous,”
he muttered. "But what if 1 remove the source of the poison! And
clean the wound with natural antiseptics, such as lion's foot,
Alchemilla vulgaris? | believe the child would recover.”

What a piece of work is man! How noble in reason!
how infinite in faculty! in form, in moving, how express
and admirable! in action how like an angel! in apprehen-
sion, how like a god!.., And yet, to me, what is this

— Hamlet, Act |1, Scene 2

“If you want to cure hint, ask the Lord to intervene!"
"The boy will recover quicker ifyou stop your wailingand 7, %/

help me" the stranger responded. He. laid down his knife and /-~
.(.3-}.

mixed dried leaves and water in a cracked mug. "Mere, pour this i
on his wound. Cleanse it thoroughly." Agnesa stared at the man |
dumbly as he held out the potion. "Quickly! He will die despiteQ
your God and my science unless we make haste." \}

Agnesa gritted her teeth, took the concoction and poured it
over the boy's wounded arm. She shuddered at the rot that
bubbled forth. The stranger offered an encouraging nod as he
approached with the knife.

"You have done well. Now, lady, he will need all your
prayers while | work."

Agnesa closed her eyes and renewed her song.

N
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When godlike art has, with superior thought,
The limbs and motions in idea conceived,
A simple, form, in humble clay achieved,
Is the first offering into being brought:
Then stroke on stroke from out the living rock
Its promised work the practiced chisel brings,
And into life a form so graceful springs,
That none can fear for it time's rudest shock.
—MichelangeloBuonarroti, "If Well Conceived"

7 0 use magick, one must become magickal.
To Awaken, one must step our from the
crowd and grasp destiny to her breast. A
magus, therefore, is no mere "magic-
user," but a creature of imagination,
passion, power andvision. Accordingly,
the mage's player should build her creation from the ground
up. No random die rolls control your sorcerer's fate; she is
what you make of her.

A magus is born in your imagination. The following
systems determine what she can and cannot do in a general
sense, but you supply the breath of life that turns the list of
dotsand labelsinto acharacter. Thefollowing chapter takes
you through the creation process and shows you what to do
with your magus as she progresses. Our rules, however, are
cold, and dry; the spark of mystick creation comes from you.

(Note; A lot of the material in thischapter is based on
\S the Storyteller System. Players who aren't familiar with
those systems should check the "Basic Rules" section in
Chapter VII before continuing.)

Living Stone

Character creation islike a sculpture; you begin with
the raw stone (the concept) shape it to your liking, then
carve and polish the details until the character suits you.
Character sculpting follows a simple step-by-step process,
outlined in the Character Creation chart (page 114). The
following "Traits" section describes each of the character
A" elements in greater detail, but the process itself is easy.
| Asyou sculpt, ask yourself why. Why does your charac-
i/ ter have the skills she possesses? Why arc her Attributes
" weak or strong, and what effects do these aptitudes have on
her life? By asking for answers behind the dots, you'll find
that your mage takes shape on her own.

Step One: Coneept

Before you can say what your magus does, you should
decide who she is. The simplest way to do that is to ask
yourself "who," why" and "how": Who was she before she
Awakened? Why did she choose the life-path she follows;

was it chosen for her, or did she make most decisions for
herself? How did she learn the things she knows? And how
docs she make her way in the world now? The answers can |
be found among the concepts you choose as raw stone.

* Some common concepts can be found in the Charac-
ter Creation chart. Pick one that sounds intriguing and
build on it from there. These aren't your only options, but
they make good starting-places.

* Thecharacter'smagickal society will tell you alot about
her; we tend to associate with people like ourselves. Y our
mage's society should reflect her nature, and it will affect her
training, and the allies and resources at her disposal. Those
societies can be found in the following chapter.

 The Essence of the mage's Mystick Self provides you
with a blueprint for her desires. The demands of the Dae-
mon tend to work their way into the sorcerer's personality,
driving her in ways she may not understand.

 Aspects of a mage's personality come through as her
Nature and Demeanor — the Archetypes that reflect her
inner and outward temperament.

A character's Nature describes her core personality:
what she wants, what she believes, and the methods she
uses to fulfill her needs. When she acts according to
those precepts, the sorcerer "refreshes" her Willpower
points (see below). Nature, therefore, holds the key to
the mage's confidence.

Her Demeanor, on the other hand, describes the face
she shows to others. In the Dark Fantastic era, however, it
isn't always agood idea to be honest. A wise sorcerer cloaks
her motives behind a more "acceptable" persona — the
Demeanor Archetype. Only close friends know the magus
behind the mask.

Most of the time, a wizard will act as her Demeanor
suggests; her true motivations, however, comefrom her hidden
Nature. These Traits offer you guidelinesfor roleplaying, and
suggest more specific Attributes and Abilities,...

Step Cwo: Attributes

These Traitsreflect the mage's physical, social and
mental aptitudes — the things she is, as opposed to the
things she knows. Each Trait appears as a dot on the
character sheet; each dot equals one 10-sided die, rolled
when something important must he done. (See Chap-
ter VII.)

More importantly, Abilities describe the way others
see your character. Generally, the more dots she has, the
better she is at agiven Ability. Each character beginswith
asingle dot (¢) in each Ability; from there, you spend
character points to raise the Traits to better levels. Three
dots (e**) is pretty decent. Five dots (ee*+*) indicates
the human maximum.

The nine Abilities are divided among Physical, Social
and Mental categories. No one can be great at everything;
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| area (the primary group), competent in another (the second-
ary group) and weak in the third (the tertiary group). Y ou get
to spend seven Attribute points in the strongest group, five
in the second and three in the weakest. Within each cat-
egory, you may spend those points as you see fit. A brawny
magus might have Physical asher primary group; a4 Strength
and 4 Stamina would leave her Dexterity pretty low at 2.

Your character's concept will probably suggest a pat-
tern for her Attributes; Artificers and Guardians favor
Physical Attributes, while Ksirafai and Sensualists tend to
be more Socialy inclined. If you're not happy with your
initial Attributes, you may spend freebie points (see below)
to raise them later.

Step Chree: Abilities

Abilities represent the Talents, Skills and Knowledges
your magus has acquired throughout her life. Thefirst group
describes innate gifts, like an artist's eye; the second con-
tains practiced skills, like archery; while the third reflects
education, like vampiric secrets.

Like Attributes, Abilities are rated from ¢ to eeees;
Abilities, however, begin at zero. Your magus isn't good at
everything — you have to choose her skills. Again, a good
character concept helps; when you know the sorcerer's back-
ground, it's pretty easy to pick out her talents and training.

Also like Attributes, Abilities are divided into strong,
medium and weak categories. This time, the primary group
gets 13 points to start with, the secondary receives nine and
the tertiary begins with seven. Within those groups, you
'}, may spend the points as you see fit — to a degree.

L ‘ﬁ,‘&"' No Ability can start with arating higher than 3. These
=g Traits can be improved with freebie points, but are limited
P@))& to 3 or less during your first pass through the character,

Zen Step Sour: Advantages

,‘:"‘iﬂff Advantages are unique resources or abilities — the .
,‘g rewards of a fortunate life. They're not prioritized like

¥ Q{_ﬁ Attributes and Abilities; each Advantage stands on its

r‘{nu; own, and you have a set number of points to divide among

|p:t-._A them. Like the other Traits, Advantages may be raised by

gy, spending freebie points on them.

¥ « Backgrounds represent resources, allies or possessions
under your character's control. Magi receive seven points to
spend on Backgrounds during character creation.

* Spheres measure the sorcerer's control over the de-
ments of Creation. Detailed in Chapter VIII, these
Advantages reflect the mage's mystick knowledge and what
she can dowith that knowledge. Each sorcerer beginswith six
dots in her Spheres. These are spent however the player
wishesto spend them, with two limitations: No Sphere rating
can be higher than the character's Arete (see below), and no

beginning mage can start with a Sphere rating higher than 3.
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Most magi begin their "careers" with an affinity Sphere
— an Art that reflects their basic temperament. More
often than nor, that Sphere has something to dowith their
Awakening and manifests itself in their personality; a
witch with an affinity for Life, for example, is earthy and
healthy, while an Artificer with afondness for Forces is
commanding and mercurial. In most cases, the affinity
Sphere has the highest raring and marks the initial train--
ing of the mage.

« Some characters— usually mythic beasts or super-
natural censors — have Speciad Advantages like wings,
claws, flaming breath and so on. These Traits go well
outside normal human abilities; they're not True Magick,
hut harness supernatural forces in away that most people
cannot. Few magi possess such Advantages — beginning
sorcerers do not receive any points to spend thisway — but
many odd creatures do. (Sec sidebar.)

Step Sive: Sinishing Couches

Thesefinal features cover the most personal aspects of
your character — the ones that grow as a talented novice
becomesaMagister.

« Arete measures the sorcerer's enlightened strength of
will. A combination of confidence, understanding, wisdom
and raw power, Arete makes a mage amage.

Each Awakened character begins character creation
with one dot in her Arete score; freebie points can raise the
Trait from there, up to a beginning maximum of 3. (Begin-
ning characters with high Aretes grow too powerful too
quickly.) All Sphereratings must he equal to or lower than
the sorcerer'sArete; amagewith Arete 2 cannot have Life 3.
Unlikemany other Traits, Areteismeasured fromoneto 10,
rather than one to five.

« Willpower rates a magician's self-control. Like Arete,
Willpower is measured from one to 10. Unlike Arete, this
Trait isn't limited in any way, and can be spent to give the
mage an edge. (See "Willpower," page 107.) Willpower
begins at 5 and can be raised with freebie points.

* Quintessence represents the amount of "stored"
mystickal energy the sorcerer possesses; Scourgereflectsthe
. "bad fortune" the mage has incurred through her actions.
'\ Both of these Traits are measured in a wheel on the
character sheet- A new magusstartswith aclean slate— no
Scourge points and a Quintessence rating equal to the dots
in her Daemon Background. Quintessence may be raised
withfreebiepoints; no one wantsahigher Scourge rating!

* Freebie points allow you to further customize your
character, Y ou get 15freebiepointy tospend, butbecareful
— different Traits cost different amounts (See page 115.)
Also, remember that Spheres have amaximum rating of the
mage's Arete or 3, whichever is less. Freebie points cannot
buy new dots in anything; they may, however, raise Abili-
ties above the three-dot limit.

Alternate Chavacters

You don't have to play a magus in a Sorcerers
Crusade chronicle; un-Awakened censors or Breth-
ren, magical beasts and superior companions are
options, too. Instead of Spheres and Arete, such
charactersbeginwith thefollowing Traits:

* Anun-Awakened companion—a mage's lover,
sidekick, best friend, etc. — hasno mystickal powers,
hut makes up for the lack with some exceptional skills
or position. Note that this character doesn't have to be
the mage's inferior, and may actually "outrank" her.
Examples: Little John, Moonglum, Tarma, Gabrielle.
Traits Attributes6/4/3, Abilities11/7/4,Backgrounds5,
Base Willpower 3, Freebie Points21.

* A magical beast— unicorn, dragon, familiar,
etc.—accompani esthemage(s) out of devotion, love,
shared interests or other reasons. Despite the stereo-
types, such beings are hardly "monsters’; they may or
may not walk in humanforms, but their concernsare
asvalid asany mystick's. Exempts: Ramodi, Warrl, Puss
in Boots, Aladdin's djinni. Traits: Attributes 7/5/3,
Abilities 11/7/4, Backgrounds 3, Base Willpower 5,
Freebie Points 21, Special Advantages 6.

« A superior companion appears to be a normal
human being, but possesses some mystical talent that
reaches beyond mortal means. She's not a magus
precisely, burstandshead-and-shoul dersabovemost
folk. Examples: Baron Munchausen's companions,
SirGwaine, Nimue, Eowyn. Traits: Attributes6/4/3,
Abilities 11/7/4, Backgrounds 5, Base Willpower 5,
Freebie Points 21, Special Advantages 3.

See Ascension's Right Hand and World of
Darkness: The Bygone Bestiary for character cre-
ation rules and Special Advantages.

CThe Breath of Life

That takes care of the raw mechanics of character
construction. A good character, however, ismorethanalist
of dots and stats. To polish that sculpted figure, you'll

;

probably want to describe a number things about her — po &
things that go beyond the points and Trait descriptions. A

Appearance

Wetend to definethingsin visual terms. So what does
your mystick look like? An Appearance Trait "rates’ her
attractiveness, butitdoesn't describetheperson'sfeatures.
I's she short and muscular, tall and lean, heavyset, reed-
thin?What color is her hair, or are her eyes? How does her
voice sound, and what sorts of gestures docs she use? These
answerswill help you get amental pictureof your fictional
self, and define, in many ways, how people react to her.
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S.utb maglckal Style and Cools

Inthe Renaissance, aperson'sbeliefsareextraordinarily
important. People are burned at the stake for worshipping
the "wrong" gods, or for worshipping the "right" God in the
wrong ways. |s your mystick Christian, Jewish, Pagan,
Muslim? (There are few atheists in this setting.) Whose
creed does she follow, and how fervent isshe about it ? Does
she embrace science over mysticism, and if so, how deeply
does that impact her behavior? Remember that a person
whose faith sets her apart is asking for trouble. What does
she believe, and how does her personality reflect it?

These questions follow our mage into the halls of
power. Magick and religion makesstrange bedfellows, and
they often breed conflict. A 20th-century Hermetic magus
might not think anything of sharing his Chantry with a
Buddhist, a witch and a Catholic priest, but his 15th-
century counterpart views the matter in an entirely
different way!

Each mage's belief carries over into the mystick Arts,
too; after all, magick takes intentions and faith and shapes
themintoeffects. If your character employsmagick, ithelps
to know how she does it. What does your mystick do to
shape her Arts? What does she believe, and how does that
belief guide her hands? The answers may be vitally impor-
tant as your chronicle unfolds.

All magi have a magickal styles and ritual tools — the
implements of the Great Arts. These tools direct your
sorcerer'sintentions and weave them into spellsandrituals.
Eachpracticehasitsown beliefs, styleandinstruments, and
the various societies favor certain practices. (See Chapters
V and VIII).

A novice mage surrounds herself with ritual instru-
ments; a beginning character needs one tool for every
Spheresheknows. A Verbenawith threedifferent Spheres,
forexample, would need to useat least three different ritual
toolsin her workings. She conductsthese workingsthrough
a given style, which you choose when you create the
character. This style reflects her beliefs, shapes her work-
ings and describes her ritual tools. In time, a great magus
may rise above her instruments. (See the "Arete' Trait
listing.) Until then, some sort of ritual must be performed.
(Seethe " Magickal Styles" section of Chapter V111 for a
number of options.)

Specialties

All Traitshavecertain specialties—elementsof theskill
or Art that acharacter could be particularly adept with (see
"Traits"). Therefore, your character may choose one spe-
cialty forevery Traitratingof four dotsor more. A magewith
four dots in Stealth, for instance, could specialize in muffling
his armor — a specialty of "Armor" added to the Skill of
Stealth. Specialties are good things to have. They reflect
experience and give you an edge when the dice come down.

Possessions

You may assume your character has a reasonable|
amount of gear and cash within easy reach. " Reasondble,"
naturally, depends on who your sorcerer is; agypsy isn't
likely to have a suit of field plate armor, but a wealthy |
knight probably does. Rather than accounting for each |
and every item in your character's possession, simply by
decide what she's carrying at any given time — and
remember that people do not wander the countryside
loaded downwith gear! (Really exotic gear might demand
the Resour cesor M agickal TreasureBackgrounds; again,
see "Traits")

Quirks

What sorts of quirks doesyour magus have? Hasshe got “Feale)
afoul mouth? Does she smell like sheep dip? Is she in the
habit of singing off-key until her companions want to
strangle her? A good quirk gives a character a sense of
identity, and offers the Storyteller something to play with,
as well.

Motivations

ask are: "what docs my character want,” "why does she
want it," and "what will she do to get it?" Describe those
motivations, and you give yourself a guidebook for your
sorcerer's behavior.

People don't do things “just because"; even maniacs
have their reasons, though they may seem arbitrary to
everyone else. Motivations can range from simple wants ;

the Holy Scripture.”) Most people have adrivinggoal, a
couple of hang-ups and a never-ending supply of short-
term wants.

Stories occur when one party wants something and
another party wants something else; the drama comes in
when both motivations clash. A good character will have
motivationsthat light afire under her— and under you, her
player, too. Boring motivations make for horing games;
excitingmotivations, powerful motivations, dangerousmoti-
vations— now those forces create tales worth telling!

Mortal Life

With rare exceptions, amagusisnot born inawizard's
tower with agrirnoire in one hand and awand in the other.
Before her Awakening, a sorcerer's just like any other
person; afterward, shemight hesecretive, guarded, ahitfey,
but otherwise mortal. Sorcerers have lives — loved ones,
families, rivalriesand professions. Thoselivesdon't disap-
pear when magick rearsits head; quite the contrary — they
often take on awhol e new si gnlflcance
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A maguswalks adifficult road, balancing incredible
power with secrecy and humanity. It's scary to be a magus
in aworld where "Thou shalt not suffer a witch to live" isa
commandment followed with fire. When you create your
mage, find out for yourself who she loves, who she hates,
who she was before the Mists parted, and who she still
| pretendsto he, if only to keep her hide intact.

' Craft Rames, Citles and Shadow
Names

To mark the beginning of their new lives, most
sorcerers take on craft names after their Awakening or
apprenticeship. By doing so, a sorcerer says, "I am not who
| once was." Different practices have different ways of
assigning names, but all of them have a common thread:
The mystick is not known by her birth name, at least nut
among her mystick colleagues. Therefore, assign your
character a name or title that denotes her mugickal iden-
tity. It could be simple: "Isabelle the White," or
Hermetically complex: "Isabellele Blanc, Fourth Guard-
# ian of the Setting Sun, Caller of the West Wind and
Conciliator of Shadows, Lacil Alhil | ladadd" — depending
on the society you choose. (See Chapter V.) That name,
however, is vitally important, and should be used as a
common name in mystick company.

Che Prelude

Now completed, your sculpture needs an audience.
She needs a stage on which to take those first breaths and
% transformfromapieceof rough-hewnrock intoacharacter
" inagrand play.

Once you've ironed out the details, bring the com-
pleted mystick to your Storyteller, possibly with a short
story of the mage's early days or a quick over-the-table
discussion of her finer points. Before the play begins, your
Storyteller may run aprelude— asolo story inwhich your
mage enters the setting of the coming tale. In most cases,
you'll play out the moment when the dull world slid away
and the light of magick blazed forth in your character's
life. (See the Prelude at the beginning of this book, fur
example.) Once you've set the game in motion, you and

yI\ your character become one; what you say, she says. Wel-

| come to the show.

Those first lines may bring out things you never
expected; there's a world of difference between a collec-
tion of dots and a speaking character. If the Storyteller
permits, you might be able to shift afew Traits around to
suit the mage who emerges during the prelude, or to
change your concept around somewhat. Maybe you'd
planned to make a Verbena witch, but she came out more
like a Hermetic instead. No matter — Mage is about
change. Don't feel strapped intoyour initial concept if the
mystick comesoutdifferentlyinplay.

Character Questions

As we aready discussed, it's helpful to figure out the |
important people and driving forces in your mage's life
before the play begins. The more blanks you fill in before-
hand, the better your image of the character will be. The
more you ask "why," the more you discover about the role
you've chosen to play. A few questions to consider include:

* How oldam 1?Wheredid | grow up, and how pleasant
(or unpleasant) wasmy upbringing?

* Who do | love and why? Are my parents alive? Do |
have brothers, sisters, lovers orchildren?Who are my best
friends, and how did | meet them?Do they know what | am,
or have | kept that parr of myself hidden? Have | formed
bonds with servants, consors or other magi, or have 1 A ¢
remained a oof until now?Whatwould | doif my lovedones ¥z
wereharmed?

* What kind of life am | used to? Did | grow up poor
(a serf, slave, servant, vagabond), comfortable (a com-
moner, craftsman, clergy, lower nobility), or rich
(merchant family, nobility, favored servant, royalty)?
Dol still livethat lifestyle, or hasit changed for better or
worse? If so, why? And am | proud of my old lifestyle, or
ashamed of it?

| lowdid | learn what | know? Did | take an appren-
ticeship to a guildsman, a craftsman or a priest, or did my
parents teach me? How many of my talents came from
instruction, and how many came from my own activities?

* Who rules me? My family? My clan? My king? No
one? Am | indebted to someone (a banker, a mentor, a
lord), or am | poor but free?

* What ismy faith, and how strongisit?How do | view
God, the gods, the Adversary and all their servants? Do |
attend services, belong to a sect, or practice my own faith
alone? Have 1 suffered for what | believe, and if so, who
persecuted me (and how do | feel about them now) ?

* Whatdo 1 value? Am| honest, ordo | shift my morals
whenit'sconvenient? Are my principlesrooted inreligion,
or do they come from my experiences and viewpoint?

* What are my life'sgoals? What doesit take tochange
my mind? Do | trust in God and Fortune to guide me, or am
| clearing my own path? What will | do to get what | want,
and how ruthless can | become if denied?

* Whendid the Mists partfor me?Was my Awakening
traumatic, or did it happen over time?Was | guided, or did
the Daemon blast me out of my old lite? Did anyone help
me, or did 1 go through it alone?

« | low do 1 feel about my powers? Do | fear the firesof
Hell, or urn 1 confident that | have a place in some Divine
plan? Do | hide my Arts, or do | practice openly?

* How do others see me? Are they loving, afraid,
suspicious or indifferent? Am 1 an outcast, either for my
magick or for something else? If so, have | found a new
home, oram| wandering?
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+ How do | work my magick ? Which practicedo | follow,
andhavel"customized" ittosuit my needsM sthat practicetied
to my upbringing, or has it grown our of my recent lite? How
| duesit reflect who | rim and what | believe?If | change my
beliefs (unlikely, hut possble), will that change rhe way |
performmy Arts?Might it make meforsakethemaltogether?

» How does the Daemon appear to me?Isit aphantom,
animpulseoranindividual ?Dol getalongwithit,ordowe
fight?Does it frighten me, or have | come to accept it asa
partof me?Do| evenrecognizeit asapart of me, ordo | view
it asagod, demon, animal or human being?If| seeitasa
. separate spirit, does that still make it a part of me at all?

* What, in my view, isamage?Am | one? |f o, how does
that make me feel? What is my role in Creation, and am |
preparedtoplayit,ordol standal oneandtakewhatmay come?

* Documentum:

. Che Birth
i of Christina d¢e Acoli

Thesight of afine human figure isaboveall things pleasing to
us. wherefore | will first construct the right proportions of a man.

et's follow Rachelle as she creates a
mage. TheStoryteller,Jean-Marc, tells
her he'll herunninganintrigue-laden
rale set in the courts of Venice. Any
il character typeisan option "sides"
will he chosen once the game begins.

T Congcept
Since the game features spying and secrecy, Rachelle
" choosesit young Italian woman who's a master of disguise,
seduction and assassination — an obvious Rogue with a
redeeming streak hidden somewhere deep inside. Reading
the "Magickal Societies' chapter, she decides that a ineni-
her of the mysterious Ksirafai sounds like fun. Taking her

4w |eadfromtheswashbucklingheroesof alater age, Rachelle
Wef. selectsaSensualist Naturefor her spy; sincealady of finch
“¥ obvious appetites could hardly he considered proper, she
E tiers more like a Wail than a Temptress. Checking the
Essences, the player decides that her spy is searching for
something better; a Sussuro (Questing) Essence suits her
well. An ephemeral name— Christinade Aeoli — setsthe
rone for the character to come.

Attributes

Rachellefindsherself in adilemma: choose Physical
as a primary focus and make a fast, strong killer, or
concentrate on Social Attributes and let grace do what

strength cannot? She opts for the latter and puts Mental
Attributes last. Christina will be fetching, fast and tough,
hut not particularly smart.

« Christina has seven dots to divide among her three
Social Attributes— enough to buy some pretty formidable-
scores. Rachelle decides to make her charismatic rather
than gorgeous; a pretty face won't matter much behind
those cloaks and disguises, anyway. Christina prefers to
mani pul ate people's emotions, and can sweet-talk her way
out of trouble. Thus, Rachelle puts three dots into Cha-
risma and another three into Manipulation, raising those
scores to 4 each. The remaining dot goes into Appearance;
with a raring of 2, Christina is about average — not
remarkably pretty, but not homely, either.

* Next come the Physical Traits — five dots total.
Since Christinaseems more like asteal thy bladesmiththan
a brawler, Rachelle puts three of those five dots into
Dexterity, raising that Trait to4. Christina'sremaining two
dors go into Strength; killing a man isn't easy, and shell

makes a note to consider the Trait later and moves on.

« Spiesliveby theirwits; Rachelleputstwoof her remain-
ing three dots into the Trait of the same name, making it a 3.
Given Christina's profession, she ought to have at least adecent
Perception rating; Rachelle puts the last dot into that Trait
(making ita2) and reasonsthat her character seestheworld in
very simplisticterms; sheisn't stupi dperse, but thinksonavery
superficid level. Her Intelligence 1 rating refl ectsthis.

Notice how the choice of dots starts to shape the
mage'spersonality. By rationalizing her character'sstrengths

and deficiencies, Rachellehas begun tofill in the sorcerer's %

methods and background.
Abilities
Skillsareimportanttoaspy; thus, Rachellechoosesthat
category as Christina's primary Ability group. Taents are
pretty helpful, too, sothat category comesnext. Poor Chris-
tina— shecomesoff poorly in the Knowledgesdepartment.
« Stealth and Melee are all-important in thischaracter's
lineof work. Rachellebuysthreedotsineach beforemovingon.
SinceChristinaspecializesinwinningpeopleover, twodotsin
Eti quetteseemlikeagoodidea TwodotsinRi di ngmakethespy
an adequate horsewoman. So much for the obvious Skills.
Rachelle wants her mage to be a specialist; hence, she

0
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moveson to the"Other Abilities" section and finds someideal St

Skills: AcrobaticsandFirearms. TwodotsgointoFirearmsand
oneinto Acrobatics, reflecting aworking knowledgeof both.
With her high Dexterity, even a low Skill rating makes
Christinafairly proficient. Thus, 13 points are spent.

» Rachelle wants her character to stay alive; when
choosing Talents, she puts three dots into Dodge before
moving on to other things. Since this mage isa liar and a
thief, Subterfuge (two dots) and Larceny (one dot) seem

TZ
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important. Given her hazardous profession, Christina re- |
ceives two dots in Alertness; afinal dot in Seduction gives
her an additional edge. Nine points down.

« It'salways important to understand what people art-
saying. Rachelle buys Christina two dots in Linguistics
(French and Latin, plusa"default" knowledge of Tuscan,
her native tongue). A dot in Academics reflects basic
schooling, and two dots in Investigation helps her discover
the things she needsto know. Thebasic Ability points are
spent, but Rachelle makes a note to come back to this
section later. She's not satisfied yet.

Advantages

« At heart, Christinais aloner. She doesn't trust people
(go figure!) and has few friends. Nevertheless, Rachelle de-
cides to give her a point in the Allies Background — her
contact Maurice. Since Rachelle wants her character to move
about in the shadows, she buystwo dotsworth of the Arcane
Background. Most of her Background points, however, gointo
Daemon; Rachell e has determined that Christinadreams of
Saint Anthony battling demons. Sometimes, he asks for help,
and the spy obliges. A final Background dot goesinto Familiar;
awhite dove follows her around and occasionally gives her
strength. Christinaseesthisasagiftfrom the Holy Spirit and
accepts the dove's aid. Seven Background points are spent.

* Since dreams, secrets and shadows come up so
frequently in Rachelle's conception, the Spirit Sphere
seemslikeanatural placefor Christinatobeginher mystick
career. Thisaffinity began with an ephemeral Awakening
and caries through as a "second sight" (Spirit 1; see
Chapter V111) that allows the spy to see soulsand spirits.
Rachelle holds on to the other five Sphere points until she
decides on the mage's Arete. There'll have to he a compro-
misebetween mystick talent and mundaneskills....

Sinishing Touches
Theplayerelectstoleavethemage'sWillpower at itsbase
ratingof 5; that'sgood enoughfor now. With 15freebiepoints
to spend, she looks to Christina's Arete. Abilities are cheap,
Arereisnor. After amoment, Rachelle decides to make her
character a formidable spy hut a beginning magician.
Rachelle spendsfour freebieson Arete, raisingitto 2;
the Spheres, includingthose held "inreserve," end up like
this: Spirit 2, Mind 2, Entropy 1 and Life 1. Christinahas
an aptitude for seeing things, but hasn't learned how to do
muchaboutthem. RachellereturnstoChristina’'sAbilities
and deals out 10 points in quick succession; each additional
Ability dot coststwo freebie points, so Rachelle buysfive
new dots total. Melee rises to 4, Acrobatics to 2, Alertness
and Subterfuge to 3 each, and Dodge to 4. (With her low
Stamina, Christina does not want to get hit!) The final
freebie point buys the spy another Ally; Rachelle defines
this asa"floating” Ally, someone she happens to have on a
string this week. The 15 freebie points are gone.
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Christinahassevera Traitsat 4; Rachelle, therefore, decides
| tochooseafew specidties. For Charisma, shesdlectsCharming,
for Manipulation, she chooses Innocence, A Quick Dexrerity
speciaty reflects uncanny speed, the better to use the Blades
specialty with Melee and the Sidestep speciaty for Dodge. In
Christine'slineof work, all theseproficiencieswill comein handy.
Shelsawinning young lady with very quick reflexes!
Many aspects of Christina's persondity have come to-
gether by the time Rachelle tillsin the details. The woman is
young, thinand pal e; despite herpallor, she'sapretty thing, with
aquick wit and a radiant personality. Even so, she disappears
quickly, fading from memory almost as though she was never
there. Discarded by her mother at anearly age, shegrew up inthe
careof akindly monk—a man who supplemented his meager
.. incomewithshady deal sandabitof cutpursery. Passinghisskills
on to his foster daughter, he taught her to masquerade as a boy
as welt. Frustrated by her dreamy ways, he disciplined the girl
harshly; in time, she ran away and took shelter with her friend
Maurice, a tinker with some questionable connections.
"Father" had read the Bibleto Christinaevery night, and
regaled her with tales of the saints. One night, a saint came to
visit her; when she awoke the next morning, the girl saw the
world in awhole new light. A dove perched on her cot and
followed her ever after. Sincethen, she'sheard voicesand seen
visions; she tells no one, of course, but has been seeking a
reason for these visitations. Maurice set her upwith a"job" —
a spying commission for a mysterious group that swears its
loyalty to God and the prince. Now Christina watches for
supernatural conspiracies and follows the voice of Saint An-
thony. Though she isn't the most perceptive of individuals,
Christinade Aeoli has begun to suspect she's a piece in afar
larger game. Naturally, she wants to discover her true role —
and to keep her back to the wall until it comes time to flee.

I am a man. | think nothing human is alien to me.
— Leonardo da Vinci
s the mechanical foundations for your
f| character, Traitsdescribewhat you cando
andbow well youdoit. Remember, though,
that your mage— you, by extension — is
more than a collection of words and dots.
B ? These Traits come alive through your
descriptions, roleplaying and motivations. They provide the
stone and chisel; you provide the shape and polish.

Note: In this section, and many that follow it, "you"
refers both to the character and the player. Making that
distinction every time the subject comes up ("You roll
when your character does so-and-so...") would get tiresome
pretty quickly. Mage: The Ascension players should
check out the following sections even if the Traits look
familiar; there are many differences between the modern
setting and the Sorcerers Crusade one.

€ssences

For the soule the bodie forme doth take;

For soule isforme, and doth the bodie make.

— Edmund Spenser, "An Hymne in Honour of Beautie"

What is the color or temperament of a soul? To answer
that question, many sorcerers look to the Essence — the
personality of the Daemon. This Essence moves the Awak-
ened in ways even they do not understand; most times, it
simply colors their moods or picks their targets. Occasion-
ally, though, it emerges as afull-blown Fate— as adestiny.

So what is Essence, precisely? That's the problem —
thereisnoprecisedefinition. Ask adozen magi and you'll
get a dozen answers (most of them incomprehensible).
Most explanations favor one of two theories: That Es-
sence is the lingering pull of a former life, conducted
through an "old soul" on an eternal search for perfection,
or that God guides all souls by using certain "signposts"

related to the planets, the humours and the elements. &

Most European magi prefer the latter theory. The split

between the two perspectives causes a lot of arguments
(and the occasional duel) between magi who, in later ¥

years, might agree to disagree.

The Council has a real problem with the concept of
Essence; while half the Traditions favor
reincarnationalism, those groups are still the minority in
the Christian West. Let those heathen Cathayans, Hin-
dus, witches and shamans believe what they will — the
Hermetics, Choristers and alchemists cannot and will not
accept such foolishness! As everyone knows, God intends
a single lifetime for each human being, and His hand

suggests the Path each person takes! The Order of Reason 7
]

has an easier time with the question; As far as the
Daedaleans are concerned, Essence is the touch of the
Divine Maker guiding His creations. Most independent

sorcerers are equally divided; those from far-off lands L

accept the "old-soul" concept, while European and Middle
Eastern magi regard Essence as the breath of God.

As the idea of Free Will grows and spreads, magi will
discount the role of the Essence in their lives. In the Dark
Fantastic era, however, the specter of predestination is

pretty hard to shake. When someone seems "born" to a /.~

certain role, he's not likely to disagree— not as violently as

a 20th-century person would, at any rate. The Essence, |

then, becomes a diagram of the soul — its temperament,
goals and fate. Faced with its urge, many sorcerers comply.

Each Essence has a series of correspondences. By most
beliefs, everything in Creation is connected by influences
and interplays. Like so many other elements of occult
theory, these correspondences disagree with each other.
Some authorities swear the Furo Essence relates to male
principles, while others consider it deeply female. The real
difference comes in when Easterners and Westerners com-
pare notes. By Taoist alchemy, the Pattern Essence is bound

oy
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. In the long run, many magi will junk the correspondences
and Latin names, or discount the entire Essence concept (as
the Order of Reason later does). In this magickal time,
however, these correspondences are considered pretty im-
portant and, like the Essence urges, are taken seriously.

In game terms, Essence isaroleplaying tool. It helps
you get a handle on the way your magician counterpart
might act, and gives you a view of her Path. It's not an
absolute commandment — if every Castellum magus acted
thesameway, theworld would he pretty boring—but it'l|
giveyou an ideaof what she might do, what she might want,
how she might act and the Path she might follow to
" Ascension.

Essence also colors the appearance, goals and person-
ality of the Daemon. (See the Background of the same
name, page 107.) A Furo Daemon appears as a blazing
devil driving its mage to achaotic destiny; the Castellum,
~x by contrast, looks calm and serene and urges the sorcerer
TS to create great works. Swirling in the waters of her own

N ¢/ mind, the wizard with a Mare Essence sees herself as a
g v mermaid on a mysterious quest; the laughing Susurro
magus, on the other hand, shuns house and home in favor
of the open road. The various correspondences might
show up during Seekings, appear alongside the Daemon,
dictate the wizard's astrological birth sign, or shape his
personality quirks, The Furo mage (a Leo) likes to play
with fire and sleeps with her head pointing south; the
Susurro (born under Aquarius) whistles all the time and
has a twin brother. Other magi with the same urges behave
Il differently. In short, the Essence can be as influential or
» insignificant as you want it to be.
(Historical Note: "What's your sign?' may be ajoke in
| the late-20th century, but to the people of this age,
astrology is considered a science. Even the hardheaded
Daedaleanstakeitfairly seriously, especially the Celestial
Masters who know that the planets are far more than
simple chunks of rock.)

Some theorists speculate that a fifth Essence, Medius,
exists. Connected to the Sun, the center, Spirit, and (in
Eastern thought) Earth, the Medius soul supposedly re-
mains in balance and harmony with all things. Since such

E \‘l' a sublime soul would be invisible to the more imperfect
1} souls around it, no one can prove it exists. Perhaps the
) 4 whole idea is simply atheory, or maybe this is the state all

" souls achieve when they Ascend....

Castellum (Pattern)

Correspondences: Earth/Water, Atrabile, Male (some-
times Female); Signs: Taurus, Virgo, Capricorn; Planets:
Saturn, Mercury; Direction: North

Like the fortress for which he's named, the Castellum
safeguards the land, building wondrous things where chaos
oncereigned. Comforting, ordered and meticulous, heweaves

webs of security. Without his influence, Creation would
spiral into madness. The Daedalean ideal, this urge soothes
pain, slays dragons and brings a wandering soul to peace.

Many Castellum spirits appear as castles, parents, an-
gels and soothing rays of light. Although these Daemons
work their mysticks hard, the promise of order and comfort
makes all sacrificesworthwhile.

Suro (Dynamic)

Correspondences: Fire, Phlegm, Female (sometimes
Male); Signs: Aries, Leo, Sagittarius; Planets: Mars, Mer-
cury; Direction: South

Riding the flames of change, the Furo Daemon drives a
magus to strive, alter, tear down and create. Restless and
cgpricious, sheembodiesthedynamic urgeof chaosand wonder.
Taken to an extreme, this Essence drives the Maraud who
gibbers at the edge of the world; more often, she tantalizes a
mystick with the promise of novelty and the thrill of rebellion.

Furo spiritsresemble pi liars of flame, devils, whirlwinds
and shadows. Always hungry, ever-curious, they're bril-
liant, inspiring and often frightening to behold.

Mare (Primordial)

Correspondences: Water/Metal, Bile, Female; Signs.Can-
cer, Scorpio, Pisces; Planets: Pluto, Jupiter; Direction: West

Deep as the endless waters, a Mare Essence keeps her
silence, sweeping a magus into her depths with seductive
waves and currents. Though her grace seems Devil-sent,
this urge isolder than time and more eldritch than Arcadia.
Her chosen thrive on mysteries and carnal pleasures; in
her womb, they birth a new Creation and watch the old
one from afar.

Rich and strange, Mare Daemons often take the form
of animals, Pagan gods and nature spirits. The magi they
inspire have aknowing way about them and seem ancient,
even if they're young.

Susurro (Questing)

Correspondences: Air/Wood, Blood, Male; Signs: Gemini,
Libra, Aquarius; Planets: Venus, Saturn; Direction: East

Blowing through a crossroads, the Susurro Daemon
glidesover worn pathsand crumbled ruins. A questing soul,
he leads n wizard on an endlessjourney past thicketsof greed
and snares of doubt. Bearing gifts of balance, calm and
vision, this spirit has more focus than the wild Furo and
more imagination than the rigid Castellum. Like the Mare,
he flows past obstacles, but his works are more temperate
and beneficial.

Heralds of a new day, Susurro Essences rarely take
solid forms. Like the windsthey resemble, these spiritsarc-
formless, relentless and ephemeral. Refreshing as they
seem, such souls never rest. Their mages wander until
death ends their journey.
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M Nature and Demeanor
[/

| am frolicsome, | am easy

Good tempered and free

And | don't give a single pin, me buys

What the world thinks of me

— "Saucy Sailor" (traditional)

A magus must be careful. One slip around the wrong
people and he could be on hisway toa very nasty question-and-
answer session. To guard themselves, the Awakened don
masks (Demeanors) that shield their true selves(their Natures).
Sorcerersaren't the only oneswho do this, of course; we all do,
to some extetnt. Not all magi pretend to he someone they
aren't, either; someact the same around everyone, and damned
be the consequences! The following Archetypes, however,
reflect a fraction of the masks our counterparts adopt.

A wizard's Nature is his true self; it offers a few of his
motives and views, and helps refresh his willpower trait.
Should he ever embark on the Path of Gold, hisNature will
ofter you afew clues about the goals and stumbling blocks
on that road, (See the drengths and weaknesses of each
Archetype.) Demeanor is simpler: This is the face most
people see. Ifyour mage is forthright, that Demeanor might
mirror his Nature; if he's got something to hide (and most
magi do), itmay bewildlydifferent. ChristinadeAeoli, for
example, ishardly the person she appears to he.

The following Archetypes aren't “character classes,"
nor are they the only options you can choose. Feel free to
make up appropriate Natures or Demeanors if none of the
ones below suits your vision. Dozens of other Archetypes
can he found in the rulebooks and players guides for the
other World of Darkness games. This list isonly a shadow
of the possibilities.

You are adesigner and a creator. Nothing is as impor-
tant to you as a lasting legacy, and you devote your life to
establishingsomethingof worth. Y oumightbeastonewright,
an architect or a planner; perhaps you work on a more
abstract level, working out theories, principles and laws.
., Maybe you're even laying the foundations for the Tradi-

ions, or hold the Order of Reason together. Whatever your
skills, they help you leave a mark on the world.

Strength comes through such Purpose; most people
are content to live their lives; you're determined to make
improvements.

That Drive could be your downfall, though. Obsessed
with plans and toil, you miss Creation's most pleasant
diversions— love, beauty, deep.... A work ethicisanoble
thing, but you carry it to an extreme.

— Regain a Willpower point or two when you make
some | asting contribution to theworld (build ahome, pass
alaw, clear aroad, write a book, etc.).
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Benefactor

You have wealth — why not share it? This bounty
might flow from material riehes, a good heart, insight or |+
position; you could giveit away out of religiousconviction,
cultural expectations, love or simple generosity. In any
case, you make a point of giving to others what you could || §
horde for yourself instead. "

Generosity provides strength in many ways; first of
all, it'sniceto be needed, When people are grateful, you
feel good, and they often remember you afterward as
well. Social standing, religious blessings and good feel -
ings reward benevolent souls. Such things give comfort
in adversity.

Every once in a while, some Resentment inevitably
rises in your heart. Why can't everyone do what you do?
Why can't people appreciate your largesse? Why does it
seem as through you're the only one giving everything
away? Depending on events, this irritation could over-
whelm your better urges, turning generosity into agrudge.

— Regain Willpower when you help someone who
really needs it with something only you can provide.

Guardian

Inthishostileworld, the strong must protect the weak.
Did God Himself not command as much ?'Y ou might act out
of duty and love, or defend your lord, faith and family. The
weapons you choose could he physical (sword, spell and
machine) mental or even spiritual. All around, thejust are
besieged by horrors and calamities. You cannot simply
stand by and watch it happen.

Strength is, infact, your strength. Y ou were born with
some talent — physical or otherwise — that gave you an
edge over others; it isyour duty to use it for the good of all
(or at least on your loved ones' behalf). \

Rage may undo you ifyou're not careful. It'shard to use
yourself asashield without getting angry with the attackers
— or occasionally resenting those under your protection.
Even thecal mest soul may grow disgusted, and inamoment
of anger, destroy all that she defends.

— Regainapoint of Willpower when you successfully
shield some worthy parry from great harm.

Martyr | &
You would rather die than renounce your beliefs. You “'}:_ o)
would rather give than take. You're never one to allow \;J/
others to go without, preferring to share what little you
have. From your sacrifices, others may prosper. What more
could anyone want?
Your strength is your Devotion. By setting an ex-
ample for others, you uphold the tenets of your faith, or
ease the suffering the world is heir to. Inaway, all magi
are martyrs; they give up "normal” lives to become the
heralds of change.
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Self-Sacrifice is well and good if you can walk away
' from it and give of yourself again |ater. In this violent age,
it's al to easy to throw your life away. If you do that,
however, the world will be poorer for the waste.

— Regain Willpower if you stand up for your beliefsin
the face of immediate danger, or when you go without
| something so that others may partake of it.

Renunciate

For whatever reason, you | eft behind someone or some-
thing that was very important to you. Was it afamily, an
arcaneorder, areligiousfellowship?Whatever it may have
been, you no longer want any part of it — even when it
comes back to haunt you (which it often does).

You've got reasons for leaving; you've aso got some
naggingtietothat old lifethat just won't go avay. Denounce
anyth| ng that reminds you of your past, but be ready for a

Determination isyour pri mestrength. Somehow, you
found the courage to move beyond something you held
dear. The choice wasn't easy, hut you stuck by it. That
strength of purpose often carries you through had times.

Guilt isyour weakness. Despite everything, you still
feel asif you belong whereyou oncewere. Occasionaly, the
temptation to return hauntsyou. Y ou're not always sure
that what you want is right.

— Regain apoint of Willpower when you shake aside
something or someone who remindsyou of your former life,
and do so without consequences. Before the chronicle be-
W\, gins, work out the details uf your prior association, the
reasons you |eft and the nagging items that won't go away.
Someone you abandoned might bejust around the corner....

Sage

You're avery wise and learned person. Although the
nameimpliesageand experience, itcould bethat you'rejust
extraordinarily precocious. Either way, you know a great
deal and givetheimpression of solid common sense. People
come to you for advice, and it often pleases you to give it.

Learning is agreat tool — it's what separates us from
thelower animals. It'salso your greatest strength. Hungry
\ for knowledge, you porethrough books, scrollsand archives
j on aneternal quest for trivia. Ifyou choose this Archetype,
= /iyl beready to spend plenty of pointson Knowledge Abilities;
2 ~ toyou, lifeisaschool and classisalwaysin session.

Y our wisdom is often handicapped, however, by Distance.
To you, everything is abstract; to others, you seem remote,
impassive, clinical. While it seems to strengthen your objectivity,
thistrait cuts you offfrom your surroundings. To progress, you'l
haveto find something more meaningful than mere knowledge.

— Regain Willpower when you counsel a needy per-
son, help someone through your vast reserves of knowledge,
or uncover some obscure bit of lore.

Sensualist

Sensation is a drug for you. Nothing in the world is
better than a life drunk like fine wine and savored like a
lover's caress. You revel in everything you do and every-
thing you feel. Careering from experience to experience,
you take just enough time to soak in each tiny sensation
before sweeping off to find another thrill.

Joie de vivre (love of life) drives your spirit, and
nothing can dampen it. The world is full of intoxicating
pleasures and entrancing impressions, but nothing lasts
forever; your goal, therefore, isto take life by thethroat and
leave it gasping on the ground.

Other people call you Irresponsible, Reckless and Child-
ish, but at least you're not dead to the world like they are! Life
isaride, loveisagambleand commonsenseisanexcusetostay
home. There'll be plenty of time to sleep when you're dead.

— Regain apoint of Willpower each time youdiscover,
experience and savor some new, exciting sensation and live
to tell about it. (Note: The more you do, the harder it
becomes to find something novel.)

Supplicant

Inthe service of some other entity (agod, angel, spirit or
demon) youply your trade. Perhapsyouworship thebeingto
which you're pledged; more likely, you have either entered
into a bargain with it or plan to do so at some point in the
future. Whatever the circumstances, you'realoyal follower
of your Otherworldly patron. His will be done, as it were.

Dedication is your strength; in the name of your
patron,youcanliterallymovemountains, Y ourduty maybe
a secret one; perhaps you follow some forbidden deity, or
serve an angel from amidst a darker flock. You and your
Storyteller should define exactly whichentity you serve (or
at least what you believe the patron to be), your reasons for
doing so, the cost of nor doing so, and the eventual reward
you hope to get out of the bargain.

Y ouare, however, Insignificant comparedtoyour patron;
your personality, wants and needs are nothing next to your
cause (orsoyoubelieve, at least). Until youcanassert yoursel f
amid your duties, you will always be a pawn —a powerful pawn,
perhaps, but a cipher compared to your gloriouslord.

— Regain aWillpower point or two when you advance
the aims of your chosen benefactor without endangering
yourself in the process.

Cheorist

Noonecanexplaineverything, butyoutry, God knows.
Each enigma is achallenge for you, a chance to prove some
new or beloved theory. Perhaps you have some great insight
focused through dozens of interconnected ideas; maybe you
have asingle grand theory that, if it could only be proven,
would rock the foundations of the world. Perhaps you've
already proven your theory, and the magick you possess
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springs from the answer. Whatever concept you might

embrace, never miss achance to either espou.se your theory,
or concoct a new one that fits in with your existing ideas.

This Grand Idea is your consuming passion, and it
drivesall other needs before it. Nothing can stop you from
discoveringthetruth! Naturally,youshouldf ormul ateyour
grand idea, establish its perimeters and describe it to your
Storyteller before the tale begins. This Archetype assumes
a character with some wild, esoteric philosophy and the
means to prove it, if only in his own mind.

Unfortunately, this Obsession blinds you to every-
thing else around you. To Ascend, you must either satisfy
your passion or put it aside in favor of other things,

— Regain a point of Willpower whenever some obser-
) vation based on your theory comes to pass. Note that this
should involve an exotic (yet coherent) set of ideas that
lead to a conclusion; a simple "See! My theory is that
vampires feed on blood and he just proved it! Gimmie my
Willpower!" will not be sufficient.

Crickster

There is wisdom in the antics of a fool. You are that
fool, though your tricks may be less than obvious. Y ou may
not be so much a clown as a Devil's advocate, pursuing the
left-hand path in order to teach others a lesson. By under-
mining established order, logic and faith, you provoke
othersto see beyond their narrow concerns— and you have
agood time doing so!

Freedomisyourstrength; withouttheconstrai ntsthatbind
so many others, you rise above the common folk and all their
worries. Nothing holdsyou hut your own morality — if that!

Contrarinessisyour greatest fault. No matter what the
"sensible" choice might be, you'll usually do the opposite.
This is dangerous. People don't trust you either, and often

just to make apoint. To survive and prosper, you'll need to
findamiddleground. Trickster godsget theinnardskicked
out of them regularly, and you're far less than agod.

Waif

You appear to be logt, discarded and probably an
orphan. People pity you whether you want them to or not.
It's often very useful to be taken care of thisway, but it can
be irritating, too.

Y ourstrengthisyour apparent | nnocence; trueor not, this
impressiongrantsyouleeway few peopleenjoy. Ifyouaretruly
aninnocent, God grantsyou acertainamount of fortune. Y ou
may never be taken serioudly, but you will be taken care of.

Y ourweaknessisjustthat: Weakness. Until youlearnto
stand on your own, shrug off pity, and assert yourself, you'll
be doomed to the role of a child — pitiable, delicate and, in
many ways, contemptible. To survive, you must be strong.

— Regainapointof Willpower when you stand on your
own and accomplish something without help.

T %
= * g“‘— v




MAGE:
THE SORCERERS
CRUSADE

*\\

A great miracle, Asclepius isa man.

— Hermes Tristnegistus

Must people have access to knowing these basic Traits;
hence, they're the Abilities given on the character sheet.
Rarer Abilities can be found in the following section.

Specialties and Variations

For each Attribute or Ability rated four or higher, you
may select a speciality for your character, These "modifiers"
reflect something in which your mystick is particularly
skilled, like being Charming (Manipulation), using Knives
(Melee), or understanding Pagan Wisdom (Occult),

Whenyou'vegot aspecialty, youmay re-roll any "10's"
that come up when that specialty comes into play (flirting
with a countess, perhaps, or holding a knife to her throat).
You can keep the success the "10" originally indicated, but
{ gettotry for another success, too. So long asyou continue
rolling "10's," you can continue rolling for that tear. Only
one specialty may be chosen per Trait.

Some Traits have variations instead of specialties. In these
cases, theTraitincludesmany differentdisciplinesinarelated
field (like Anatomy, Biology and Mathematics under the
heading of Science). Each of these disciplines must be pur-
chased like a new Trait, and costs the usual number of points.

Physical

A common Primary group in this rough-and-tumble
world, Physical Traits denote raw strength, agility and
hardiness. More often than not, such talents are fairly
obvious to those who see the character.

Strength
This Trait ranks physical power, including the ability to
move heavy itemsand inflict damage. Generally, a character
with a high Strength rating will be bigger and brawnier than
someone with alower rating. Use your Strength when attempt-
ing any sort of jump or leap. In melee combat, you usually add
your Strength rating to your Dice Pool to determine damage.
Suggested Specialties: Massive, Lean, Blacksmith's
| Muscles, Powerful,Solid
. Poor: You can lift 40 Ibs.
.. Average: You can lift 100 Ibs.
Good: You can lift 250 Ibs.
Exceptional: You can lift 400 Ibs.
Outstanding: You can lift 650 Ibs.

Dexterity

Speed, reflexes, grace and coordination come through a high
Dexterity rating. Low Dexterity peopletend tofumbleand stumble,

I s ——

Suggested Specialties: Cat-like, Lightning Reflexes,
Nimble, Perfect Balance, Light Touch, Smooth

. Poor: Graceful asabull.

.. Average: Sure hand and steady eye.

e Good: A supple lad or lass.

seee Exceptiond: Smooth as the wind.

seses Outstanding: Surely you are kin to cats.
Stamina

Whensickness,fatigueorinjurythreaten,your Stamina
decides your condition. Hardy folks wave such distractions
away, while more sickly ones need to rest or recuperate.
When you take damage, this Trait helps you "so&k it up."
(See "The Art of War," Chapter VII.)

Suggested Specialties: Healthy, Tenacious, Hardy,
Tireless, Tough, Will to Live

. Poor: Frail and sickly,

ss Average: Often healthy, sometimes not.
Good: A Highlandsconstitution.
Exceptional: Sturdy as an ox.
Outdanding: Last one standing.

Social

Social graces are a necessity in the intrigue-laden Renais-
sance. Theseinnategiftsreflect your looks, charmandinstincts.
Low Traits denote a buffoon; high ones, a master of men.

Charisma

Areyoucharming, likahle, aboon companion or merely /
tolerable? ThisTrait measuresyour impression, your force
of personality. Unlike Manipulation (below), Charisma
measures your innate charm (or lack thereof).

Suggested Specialties: Eloquent, Confident, Sophisti-
cated, Gracious, Sensual, Innocent. Pious, Captivating, Regal

. Poor: An oaf.

.. Average: A likable chap.

see Good: A confidante.
ssee Exceptional: A leader.
sesee Outstanding: A king or prophet.

Manipulation

Areyou good at getting your way? This Trail will tell.
A reflectionofyourtalentfortricking, seducing, charming
orotherwiseinfluencing people, M anipulation allowsyou
to tilt the opinions of friends and foes alike. It's best to be
careful when doing this, however; anger, in this age, can
takedrasticforms.

Suggested Specialties: Bewitching, Dazzling, Inspir-
ing,Impressive, Persuasive, I ngratiating, Charming, Devious

. Poor: "Go away, dullard.”

oo Average: "Hmm... Worthconsideration."

while their more ag||efe||ows seem limber and sure-footed.
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L Good: "There iswisdom inwhat you say."  Intdligence Trait has very sophisticated thought patterns; A
you say. F /i
vees Exceptiona: "Byyour command, M'lord." ~ she can analyze many levels of an argument, and discern f 7 /
sessse Outstanding: "1 shall follow yeto theends truth from lies. A low rating denotes a dull mind — not
o' the Earth!” stupid, necessarily, but blind to the complexities of life.
Suggested Specialties: Brilliance, Craftiness, Creativ-
App\?i\r&nCQ ity, Pragmatism, Bardic Memory, Insight, Genius
Beauty wears a thousand faces, from the vulnerability ° Poor: V|lllage simpleton.
of a highborn girl to a savage Pagan mien. This Trait st Average: Average peasant.

reflects raw attractiveness and measures first impressions,
going beyond the merely physical to encompass a gentle
smile, a gracious laugh, a smoldering stare, or any other
compelling features.

Suggested Specialties: Dashing, Alluring, Bold, Fair,
Sensual, Adorable, Roguish, Wanton, Innocent, Wild

- Poor: Quasimodo.
.. Average: A handsome ploughman.
see Good: A bonny village lass.

Exceptional: Young King Henry.
Outstanding: Guinevere reborn.

Mental

This is an age of great minds and brilliant thinkers.
With these Traits (which measure cleverness, memory,
learning and imagination), you may take your place along-
side the masters... or muddle along in their wake.

Perception

Areyou aware of your surroundings, or do you stumble
rhrough manure? This Trait covers awareness and imagina-
3 tion, from instinct to physical senses. Some people, especially
children, see everything with wondering clarity; others
watch their backs for the inevitable knife. Whatever your
reason, your overall intuition isjudged by this Trait.

Perception goes beyond sensory impression. A mage
with a high rating can catch subtleties in someone's de-
meanor, grasp the intent behind a work of art, or overhear
the snapping twig that indicates an ambush. Characters on
the run will need high Perceptions to survive.

Suggested Specialties: Keen Senses, Uncanny Insight,
Clear-Sighted, Astute, Watchful, Intuitive, Feral

. Poor: Hmm...?

.. Average: A grasp of the obvious.

Good: A sharp mind for derails.
Exceptional: Subtle things become clear
as day.

Outstanding: Nothing escapesyour vision.

(T XN

Intelligence

ThisTrait measuresyour raw mental acuity — memory,
judgment, reasoning, understanding and critical thinking.
The pillar of Reason, the Intelligence Trait reflects clarity

L L] Good: Venetian scholar.
Exceptional: Isabella d'Este.

Outstanding: The Great Leonardo.

Wits

Some people live by their wits — or die for want of
them. ThisTrait measuresyour talent for thinking quickly
and clearly. A shrewd, sharp magus would have a pretty
high rating, while adullard would have a low one (duh).
Your combat reflexes (see "Initiative" in Chapter VII)
depend on Wits. Your ability to hop from one situation to
the next, likewise, depends on your cleverness.

Suggested Specidties; Crafty, Cunning, Survivor'ss
Reflex, Jumpy, Sharp, Calm Focus, Raw Instinct

. Poor: Not the brightest wick in the can-
delabra.

.. Average: Sharp enough to see a tumble
coming.

eee Good: A traveling player.

e Exceptional: A successful spy.

sesee Outstanding: Renyard the Fox.

Calents

Everyone is born with certain abilities. These Traits ‘ ‘rl
reflect innate gifts, as opposed to learned skills. \fl{
i

Alertness

Whether in the wilds or in the high court, you main-
tain asense of your surroundings. Y ou've learned to keep an
eye open in every direction and expect the unexpected.
Seldom are you taken by surprise. /

. Novice: A band of chugswould not escape /" -

your notice. il

L] Practiced: It rakes a clever thief to get 4 |

past you. §‘\§\\\—,"-;
Competent: You know if you're being \_:}
followed.
Master: Y ouknowyou'rebeingfollowed, who's
followingyou,andhowmany of themthereare.
Legend: Y ou know when acolorless, odorless
and tastel esssubstance hasbeen added to
your wine.

Possessed by: Thieves, Beggars, Sergeants, Hunters,
Assassins, Guards

Tyl
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of thought and a grasp of facts. A character with a high
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=4 - Specialties: Shares Ambuscades, Woods, Towns, High
/e Courts, Assassinations

Artist

In the Renaissance, art reaches new heights of refine-
menr and sophistication. This Talent reflects your innate
gift, learned skill and a working knowledge of your craft.
Creating works of art is time-consuming, but in this setting
it's a sure way to win Influence, tame and favors, (See
""Dramatic Systems," Chapter VI1.) With this Trait, you
choose an artistic discipline and give your passion form.
Each discipline must be taken separately; understanding
sculpture won't help you sing.

. Novice: Crude but talented.

.. Precticed: An adequate apprentice,
Ll Competent: The average professiond.
ssse Muster: On commission from nobles,

kings and clergy.
LLEE] Legend: Michaelangclo, Donatella,
maybe even the Maestro himself
Possessed by: Painters, Sculptors, Patrons, Dilettantes,
Performers
Variations: Embroidery, Painting, Musical Composi-
tion, Sculpture, Poetry

Athletics

Climbingcliffs, leaping chasms and hurling cabersare
your bread and butter. Perhaps you're a sportsman, or

simply a hardy lad (or lass). You excel at the rough-and-
tumble, whether the "sport" involves rules, reams or
simple survival.
. Novice: Yourarelyhumiliateyourself.
.o Practiced: People competing againsty ou
swallowhard.
voe Competent: Y ou'reahero inyour village.
seee Mister: You're the toast of market days
and fairs for miles around,
ssnee Legend: Even your opponents cannot help
but appreciate the grace with which you
defeat them.

Possessed by: Performers, Children, Squires, Champi-
ons, Messengers, Jesters

Specialties: Climbing, Juggling, Swimming, Local Sports,
Hurled Objects, Stamina, Head For Rules, Cheating

Awareness

Y ou possess an affinity with the unseen world. Things
that slip by most folks — especially mystickal tilings —
prickle your scalp. While this talent is most common among
sorcerers, some mortals are unusually perceptive. Awareness
islimited tonearby activity; you couldn't sense something 10
leagues away, hut could pick up on nearby occurrences.




night-folk.
Legend: Y oucommunewiththeOtherworlds.
Possessed by: Gypsies, Midwives, Hermits, Priests,
Witch-hunters, Madmen

Specialties: Animals, Talismans, Spirits, Auras, Dan-
ger,Night-folk

Brawl

Your bare hands are weapons. Kicking, punching,
il scratching, biting, and grappling all come easily to you.

. Novice: Thelocal ruffians practice on you.
.. Practiced: Thelocal ruffiansleaveyouaone.
LR

Competent: You are. the loca ruffians.
Master: Y ou can knock amanout with one
punch.
Legend: Nobles hireyouto traintheir sons.
Possessed by: Bullyrags, Brigands, Knights, Pugilists,
Peasants
Specialties: Grappling, Boxing, Armlocks, Pub Frays,
Group Fights, Drunken Brawling

Dodge

Nimble minx! When trouble comes, you're already
% gone. The best way to avoid pain is to get out of its way.

. Novice: You can usually avoid afast-
moving horse.

.. Practiced: Withwarning, youcanusually
find cover.

aee

Competent: Y ou can sidestep rocks, clods
of dirt, or anything else that might be
rhrown your way.
Master: Archers cannot pin you down.
Legend: You can walk through a battle
unscathed.
Possessed by: Squires, Akashic Brothers, Servants,
f Thieves, Reconnoiters

Specialties: Leaping, Rolling, Ducking, Eluding, Block-
ing, Martial Arts, Fencing

Cxpression

You're good at getting your point across. Maybe you're
a master orator, a poet or a good leader. Regardiess, you
know how to make others listen and learn. With passion,
eloguence and commitment, you leave a lasting mark.

. Novice: Folks pay attention—sometimes.

.. Practiced: You communicate well.

= [
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. Novice: You can tell how people feel. see Competent: Debates usually swing in your
.. Practiced: Y oureeriehunchisusual ly right. favor.
ces Competent: The colors of the soul — auras seee Master: You have the tabled Silver
— become clear when you look for them. Tongue.
sene Master: You see all manner of spirits and e Lege?d: Fame precedesyou wherever you
travel.

Possessed by: Priests, Troubadours, Leaders, Travel-
ing Friars, Prioresses, Bards

Specialties: Preaching, Writing, Poetry, Wooing, L ead-
ership, Commands, Debates

Insteuction

Teaching isyour forte. With inspiring words, cohesive
examples or sheer stubbornness, you make people learn
things. A cornerstone of the apprenticeship process, this
Talent passes your expertise down to willing students.

Ingameterms, any Skill or Knowledge you possesscan be
taught to another character with a bit of schodling. (Talents
are inborn and cannot be passed on thisway.) For every month
spent teaching your pupil, roll your Manipulation + Instruc-
tion (difficulty 11 minusyour student'sIntelligence; apupil
with Intelligence 3 would hedifficulty 8). Each success saves
the student one experience point he normaly would have
spent acquiring the Trait; evenwith your aid, theother player
will have to spend at least one experience point. Still, the
"savings' are worth alittle extrawork. (See the Library and
Mentor Backgrounds for details.) Naturally, you cannot
teach what you do not know; the Traits you pass on cannot
exceed theteacher'sown ratings. Aninstructor withOccult 3,
for instance, can't teach her student to reach Occult 4.

Noonecan beeternally brilliant; abored student might 4
have to spend aWillpower point (Storyteller'sdiscretion) to
concentrateon hisstudies, especialy if there are other events
afoot. Long lessons can wear an apprentice down, and in-
struction that lasts longer than two months might force the
issue. The Dark Fantastic eraislessdistracting than our own,
but every pupil has his limits.

)

. Novice: You can expound upon simple
principles.
e Practiced: You're an adequate tutor for

children or young people.
Competent: You could teach at asmall ]
university or monastic school. '{‘ p

. I\ C.j".\
Master: Students praise you asan excellent \\\ w

LR \,
instructor who makes the most complex QJ//J
subjects accessible.
Legend: You are ateacher of unsurpassed
skill and passion; studentsleaveyour classes
withaprofound understanding of thesubject.
Possessed by: Scholars, Daeddeans, Professors,
Hermetics, Students, Monks
Specialties: Specific Skills or Knowledges, Specific
Subjects, Society Specialties

e El
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see Competent: The stranger in the corner.
Master: War-hardened veteran.
Legend: GesareBorgia.

Possessed by: Nobles, Knights, Men-at-Arms, Rogues,
Courtesans, Mentors, Inquisitors

Specialties: Quiet Command, Violence, Threats, Con-

You know how to steal — no mean feat in a land
7 where getting caught means mutilation or worse. Since
criminals tend to stick together, you probably know
others of your kind, and understand their shady ways.
The street patois makes sense to you, and you know how
to find the lairs of thieves. A character with Larceny
blends in with the underside of society, and knows afew
tricks of the trade — purse-cutting, beggary, mugging
and hiding.

Many "shady" activities can bereflected with asimple
Attribute+ Larceny roll; cuttingapurseor drugging adrink
would be Dexterity + Larceny; bluffing a mark would be
Manipulation or Charisma + Larceny; moving aseal from
one document to another would be Intelligence + Larceny,
while locating a hidden cache would be Perception +
Larceny. Most tasks have difficulties of 7 or 8; some are
easier, others are far harder,

. Novice: Lowlife.

. Practiced: Street urchin.

Competent: Gypsy.

Master: A seasoned — and surviving —
member of the underworld aristocracy.
Legend: King of thieves.

Possessed by: Traveling Players, Street Children,
Veterans, Beggars, Vagabonds

Specialties: Street Slang, Robbery, Spying, Trickery,
Forgery, Criminal Underground

Subterfuge

You'reatricky bastard. Skilled in deceit, you can get
away with murder while picking up clues from your next
victiminthe process. Thisknack goesbeyond simplelying;
you can judge another person's honesty (or lack of same) by
her body language while keeping your own motives deeply
shadowed.
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. Novice: You tie easily find well.
o . . .. Practiced: In many transactions, the edge
Some people kill with blades; you kill with a glance. is yours.
When it suits you, this serpent's glance — or some other, .es Competent: Y ou couldwoo threesuitors
less-subtle tactic — assures that you will not be forgotten. a once
Let lesser mortal sbargain or wheedleto get their ways; you ceee Mast ‘.A d ltali
understand the power of aforceful personality! er: gra?n |§n oy
. Novice: Scornful child. il Legend: RodrigoBorgia
e Practiced: Tavern bruiser. Possessed by: Spies, Courtiers, Merchants, Criminals,

Hermetic Masters
Specialties: Church Politics, Courtier, Feigned Inno-
cence, Gossip, Fast Talk

Skills

Practice makes perfection— or skill, at thevery least.
These Traits come through learning and experience, mold-
ing raw talent into proficiency.

Animal Ken

Y ou possess an affinity for the beasts of field and farm.
Whileothersstrugglewith God'slesser creatures, youtrain &
or befriend them with ease. This gift may come from a 4/ Ve
natural talent or from hard-won training, and extends to :
many forms of mythic beast aswell.

. Novice: You can befriend domesticated
animals.
e Practiced: You can teach adog or horse

some simpletricks.
Competent: Professional animal trainer.
Master: Wildbeastsobey your commands.
Legend: A true son or daughter of Saint
Francis.
Possessed by: Falconers,
Stablehands, Farmers, Hermits
Specialties: Dogs, Raptors, M agical Beasts, Farm A ni-
mals, Bears, Wolves, Cats, Small Forest Creatures

Archery

In many ways, archers are the single most important
factorinalargebattle. TheEnglishlongbow ischangingthe
face of world politics, rendering knights in heavy armor ;
virtually obsolete. Entirearmiescanbemassacredby asmall
group of skilled archers, and you possess that skill.

. Novice:Y okel.

L1 Practiced: Poacher.
Competent: Forester or bandit.
Master; Elite longbowman.
Legend: William Tell.

Possessed by: Yeoman, Court Archers, Huntsmen,
Poachers, Native Americans

Specialties: Targets, Hunting, Crossbows, Battle, Flam-
ing Arrows, Trick Shots

-ew
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Knights, Verbena,
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2| A catch-dl Ability reflecting your profession and the skills
| thatgowithit. A blacksmith, forexample, knowshow tousehis
hammer to shape various implements. He also understandsthe
smelting points of various ores and could judge fine workman-
ship over bad. Many people know at least one Craft, and some
have several. Each Craft must be purchased as a separate Skill.

. Novice: Young apprentice.
. Practiced: Knowledgeable but inexperi-
enced.

oo Competent: Professional craftsman.

Master: Specialist.

Legend: Grand artisan.

Possessed by: Alchemists, Witches, Artificers,
Craftmasons, any other skilled worker

Variations: Armory, Blacksmithing, Brewing/Distillery,
Carpentry, Coachman, Farming, Fletching, Forestry’, Glass
Blowing, Jewelry-making, Leathercraft, Seamanship,
Stoneworking

Ctiquette

You posess impeccable manners, and conducte yourself
with grace and style in a myriad of socid circumstances. An
essential skill for diplomatic engagements, romantic interludes
anddeadly intrigue, Etiquettevariestremendously fromplaceto
place. Fine manners in Paris may be gauche in Florence and
prissy in Suffolk. Still, you have atalent for picking up social
graces inahurry, and employing them to gtxxj effect.

XX R RS

. Novice: You know what afork is and can
use it.

.. Practiced: You have |learned the secret of
the napkin.

see Competent: Y ou conduct yourselfwell in
speech and dress at any socia function in
your own country.

Master: Whether entertaining foreign
dignitariesor visiting a peasant'schurch,
your grace and style command respect.
Legend: From Cathay to the Highlands,
your impeccable manners make you a
treasured guest.

Possessed by: Nuns, Ksirafai, Tradition Masters, High
Lords and Ladies, Prioresses, Ambitious Merchants,
Manciples

Specialties: Courtly Manners, Foreign Customs, Din-
ing, Social Functions

Leadership

People look to you to take charge. With firm voice and
unflappablecalm, yougiveordersandretaingraceunder stress.
Leadership is more than a steady hand in battle, however; a
good commander understands tact, strategy and timing. Com-

bined with Charisma and Manipulation, your Skill tuns the (A4 f'[!
tide in many conflicts— military and otherwise. f
. Novice: You can lead a hunting party.

e Practiced: Y ou'retheunofficial spokesman ||
for the group.
Competent: Others look, to you for guid- '
ance. I
Master: Y ou inspire large numbers of
people to do great (or terrible) things.
Legend: You could be the new Pope, a
king, or the leader of an insurrection.

Possessed by: Nobility, Kings and Queens, Knights,
Mother Superiors, Bishops, Captains, Diplomats, Soldiers

Specialties: Military, Commands, Nobility, Rouse, } p
Threat, Diversion, Matters of Faith

Meditation

In some parts of the world, meditation is an essential
part of magick. Those who understand its techniques can¢]
put themselves into trances, screen out distractions and'\%
soothe their jangled sensibilities. Dozens of practices—Tai
Chi, yoga, Tantrik arts, ascetic Christian meditation, and Y
others— employ trance states asavenuesto Divine insight.

To meditate, you need something to meditate about;
most practices emphasize deep breathing, prayer, personal
reflection and tools like incense and chanting. Meditating
successfully allowsyou to performthefollowing tasks: Make
up for lost sleep (Stamina + Meditation, difficulty 8; each
success equal's one hour of sleep); enter a death-like trance
(Stamina+ Meditation, difficulty 9; each successallowsyou
to go one day without sustenance); or gain insight into some 4
puzzle or enigma (Intelligence + Meditation, difficulty 9;
each success lowers the difficulty of an Enigmasroll by one). |

ssss

. Novice: You can focus your thoughts
under stress.

e Practiced: Y ou can achieve peace within
yourself.

ses Competent: Even under bad conditions,
you can achieve a state of calm.

(R T Master: It takes a war to distract you.

ssene Legend: When necessary, you can

become the calm center of any storm.  ifis

Possessed by: Batini, Seers of Chronos, Dreamspeakers,f =3

Monks, Akashics, Chakravanti ’.\U\“\l (:“'

Specialties: Zen, Tanrra, Y oga, Visionquesting, Prayer, \\}_;/"
Waking Dreams

Melee

Common fighting involves weapons of all kinds. This
Skill reflects an aptitude for anything from blades to clubs
to polearms to furniture — any hand-held weapon that
cuts, stabs or crushes. Unlike Fencing (pages 197-198),
this craft isn't fancy, merely practical.

=




Legend: An Arthurian knight reborn.
| Possessed by: Knights, Soldiers, Thieves, Witch-hunt-
1| ers Militia

Specialties: Polearms, Swords, Axes, Tavern Fighting,
Improvised Weapons

| Research

All seekers of knowledge must learn how to find
information. This Skill allows a character to locate the
resources he needs to further his studies. Such information
exists in monastic libraries, private collections, oral tribal
litanies, and in nature itself.

. Novice: You know where and how to ook
for things.
.o Practiced: The local archives and wise

folk are familiar enough.
Competent: Y ou'refamiliarwithmanyof
the libraries in your region, and have
contacts in several counties.

Master: Y ou know the contents of numerous
librariesinEuropeand havecontactsindistant
partsof theworld.

Legend: Y ouownmany extremelyraretexts,
know ahost of tribal litanies, and possess
a well-stocked apothecary.

Possessed by: Acolytes, Scholars, Apothecaries, Al-
» Chemists, Scribes

Specialties: Oral Tradition, Theology, Classical Texts,

LET]

senee

;1 \ || Foreign Texts, Herbology, Forbidden Lore, Magickal Lore,
/ \ "‘l' Secrets

Pt =

(ehy/ Riding

77 People who don't know how to ride a beast of burden
(and many people donot) must walk. Y ou arenotoneof this
sad majority; rather, you understand the feeding, care and
handling of various creatures. Some of the wilder varieties
(griffins and dragons) might be strange to you, but with
time, you could master one easier than another man might.

. Novice: You know how to groom, feed and
saddle ahorse.

.. Practiced: You can walk, trot, canter, or
gallop afairly tame horse under good
conditions.

Competent: You canride in battle, carry
messages long distances, and hunt from
horseback.
Master: A savage beast isaminor challenge.
Legend: No mount is too strange for you
to master, given time.

—
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. Novice: You've seen aknife in use- Possessed by: Knights, Squires, Grooms, Huntsmen, |
s Practiced: Peasant militia Nobles
oo Competent: Typical knight or mercenary. Specialties: War, Endurance, Hunting, Training, Odd |
sees Master: An artist of the battlefield. Mounts (elephants, tigers, etc.). Flying Mounts, Magickal
sesee Creatures

Stealth

Sometimes, it's a very good thing to he quiet. With
this Skill, you can slip past all observers, slink through
shadows, and generally move without alerting others,
Sneaking attempts are rolled against others' Perception
(see "Dramatic Systems," Chapter VII) and depend
largely upon the terrain and circumstances.

. Novice: Y ou can sneak past your husband
at night.
.e Practiced: Shadows are your friends.

Competent: Y ou're an accomplished hunter.

sssse Master: You can move silently through
underbrush.

LT ES Legend: A wolf pack could not hear you
approach.

Possessed by: Hunters, Spies, Thieves, Adulterers,
Ksirafai

Specialties: Armor: Barefooted, Woodland, Conceal-
ment, Blending Into Shadows

Survival

You can live off the land. A character with this Skill
can hunt, find or build shelter, gauge weather and discern
fresh plantsand water from had. Anurban variant allowsa
city-smart character to literally live in the streets. In forest
environments, your Stealth Trait is limited to the dots in
your Survival Trait.

. Novice: You can hunt without embar-
rassment.

.. Practiced: You can survive afew daysin
the woods.

ses Competent: An experienced forester.

ssss Master: Neither wind nor weather bother
you.

sssee Legend: Animalsarc lesswildthanyourself.

Possessed by: Hunters, Foresters, Verbena, Shamans,
Bandits, Pilgrims

Specialties: Urban, Tracking, HuntingParties, Plants,
Weather, Deserts, Mountains, Winter

Knowledges

If you want to debate with kings, you'd best hone up on
the topics of conversation. Knowledges are essential Traits
for magi. They reflect things you study, rather than the
things you know or practice.
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Academics

Although this is a somewhat literate age, many folk

cannot read. This Ability reflects some degree of schooling

— you can read Latin plus your native language and,

perhaps, German or Tuscan (ltalian), add figures and dis- .

cuss philosophy. Education ishighly regarded in thisera; a |. p

wel-schooled man is to be commended, and an educated §'{

woman, while strange, makes a valuable wife.

. Dabbler: You can speak Latin and write
(a bit), do basic math and recite the
names of the philosophers.

e Student: Latinislikeasecond tongue, and
you may write it aswell. Advanced math-
ematicsareno mystery, and you can sound
educated enough when you must-

see Scholar: Y ouknow L atin and Greek, under-
stand math ami basic sciences, and
comprehend many of the principles of

sense Master: Youcould teach at auniversity, and “—_L—L—
can debate politics, art or philosophy any- 1
where in Europe.

sesse Virtuoso: Y ou'reoneof the great mindsof
an educated age.

Possessed by: Guildsmen, Ranking Clerics, Hermetic
Wizards, Scholars, Administrators, Hermits, World Trav-
elers, Vampires

Specialties: TheClassics, The Arts, Literacy, Calligra-
phy, Mathematics, Metaphysics, Philosophy

Culture

If you understand culture, you can predict how people
will behave — a useful skill when you wantsomething from
a foreigner. A wellspring of beliefs, mores, taboos and
politics, culture presents the portrait of a people. Those
with the proper | earning can master those secrets.

Sadly, Renaissance sources are somewhat... fanciful...
when it comes to other cultures; most people bear huge preju-
dices against "heathens," and they bring those preconceptions
with them to the table and the page. Most written sources are
wildly misinformed, and even the best of them are skewed. To |
really learn about a culture, you'll have to spend time with the ,n'[ o~
people — and accept them with a very open mind. Thus, this N\ \G ]
Knowledgeisfar morelimited than itslater counterparts. ‘Q\K\:}’

. Dabbler: Y ou know alew names from far-off
lands.

.. Student: Folktales give you a muddled
picture of the truth.

see Scholar: Though your perceptions are a

bit off, you manage to understand most
broad foreign concepts.
eeee Master: Y oupick up onforeign customsquickly.




of accurate loreabout many different lands.

Possessed by: Courtiers, Diplomats, Sailors, Explor-
ers, Scholars

Specialties: Religions, Regions, Sailor's Tales, Foreign

Courts, Manners, Taboos, Sexuality, Art, Roman, Greek,

| Egyptian, Cathayan,Turkish, Moorish, Heathen, The Edges
of the World

Cnigmas

You understand the totally mysterious. Through a
combination of insight, triviaand intuition, you can piece
together seemingly meaningless images or words. Riddles,
puzzles, cryptograms and codes present less of a problem
than they might to an average mind, and natural mysteries
(like the Paths of the Wyck) make sense to you.

. Dabbler: Youcanwinalocal riddlecontest.

.o Student: Uncommonsymbolsareclear toyou.

s Scholar: Stumping hards isyour favorite
pastime.

Master: Y oucouldwritean alchemical trestise.
Virtuoso: No mystery remains closed to
you for very long.

Possessed by: Scholars, Sages, Philosophers, Alche-
mists, Shamans, Bards, Weird Old Folk

Specialties: Riddles, Logic, Theology, Spirits, Pathsof
the Wyck, Symbols, Arcane Lore, Alchemy

[T XN

Juvestigation

Wirh a handful of clues, you can come to a meaningful
conclusion. Such hints might include tracks or disturbed
underbrush (for hunting), motives and bloodstains (crime),
allegories and nuances (scholarship), or innuendoes and
alliances (politics). Y our conclusion might not necessarily be
correct, but it'sabeginning. Most people cannot get that far.

. Dabbler: Clever child.

Student: Hunter.

Scholar: Hunter of men.
Master: Sheriff or Inquisitor.
Virtuoso: Brother Cadafael.

Possessed by: Thieves, Constabulary, Inquisitors,
Monks, Theologians, Hunters, Poachers

Specialties: Reconnaissance, Tracking, Scripture,
Confessions, Classical Writings, Crime, Rumor

Law

God decreed an order to Creation. Consequently, you
have made the law your passion. Y ou know itsintricaciesand
can recite them at will. Obviously, different states have
different laws; each town, it seems, has some arcane code.
Y our learning, however, has taught you the common strains
behind most laws, and the classic principles of the Ancients.
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senes Virtuoso: A seasoned Traveler with a host . Dabbler: City watchman.

Student: Local sheriff.
Scholar: Court bailiff or priest.
Master: Legal genius.
Virtuoso: Lawgiver.
Possessed by: Priests, Constables, High Clergy, Nobil-
ity, Heretics, Council Members, Facilitators, Guildsmen
Specialties: Classical Laws, Local Codes, Religion,
Sacred Vows, Witchcraft, Heresy, Common Law, Arcane
Principles, High Courts, Magickal Laws, Trade, Weaseling

Linguistics

The wise man understands many tongues— especially
if he's a magus in the Grand Convocation, or a Daedalean
Facilitator. Linguisticsinvolves more than rote memoriza-
tion, words or phrases; it's the ability to understand the *
basic structure of communication, recognize and mimic
accents or vernacular speech, and fathom the effect of
language on thought.

. Dabbler: Y ouspeak oneadditional language.

.. Student: Y ouspeak twoadditional languages.
Scholar: Y ouspeakthreeadditional languages.

e

ssee Master: Y ou speak four to six additional
languages.
T Virtuoso: You speak more than six addi-

tional languages.
Possessed by: Diplomats, Scribes, Monks, Priests,
Council Magi, Nobles, Ladies
Variations: Greek, Latin, Aztec, Maya, Egyptian, Turk-
ish, Moorish, Arabic, Aramaic, Hebrew, (various Asian),
(variousEuropean), (various!Indian), (variousAfricanand
American Tribal)

Lore

There are many secrets to be found in the night. You
may have been lucky — or unlucky — enough to learn just
how extensive these societies of the night have become.
The Kindred, the Garou, the Changing Breeds, ghost
factions, the faerie courts, and, of course, the Awakened
Ones— lurk just out of mortal sight. This Trait allows you
to discover just enough about these creatures to be danger-
ous — to them, and to yourself!

Y ou're assumed to know the goings-cm withinyour own
society forfree. Additional groups— werewolves, faeries, the
Order of Reason, etc. — must be purchased separately.
Without this Trait, you don't know the ins and outs of the
budding Camarilla, Council Politics, the Shadow Court, or
anything else. These secrets must be pried from the darkness,
and the darkness isn't always willing to share....

. Dabbler: "It issaid that vampireshave an
organized society."
e Student: "The vampiresall belong to some

clan called 'Camarilla.”




when | see him!"
Possessed by: NosyWizards, Inquisitors,Night-spies,
Hermetic Sorcerers, Gypsies
Variations: Each being hasa separate Lore; most have
several types(Camarilla, Sabbat, alternatebl oodlines, etc.)

Medicine

Despite the vaunted claims of surgeons, Renaissance medi-
cineisappallingly primitive. (See the "Modern Medicine"
sidebar, Chapter V11.) Nevertheless, you can patch someone
together on abattlefield, soothe afever, or deliver achild. This
Skill may reflect European physician training, midwifery, Ara
bian medicine or the mysterious healing arts of the East-

. Dabbler: Y ou can bandage wounds.

.o Student: Y ou can bleed someonewithllittle
risk.

see Scholar: Minorwoundsand sicknessesare

not beyond your care.

Master: Y our patientsusual ly survive.
Virtuoso: Y ou understand new and radical
techniques, and can use them with skill.
Possessed by: Midwives, Herbalists, Physicians,
Cosians, Shamans, Barbers, Military Surgeons
Specialties: Herbal Remedies, Magickal Healing,
Anatomy, Battleground Medicine, Plagues, Arabian Tech-
niques, Chinese Techniques

senwe

These disciplines contain clues to the mysteries of the
universe. Knowledge of one of the metaphysical sciences
includes a history of thefield and abasic understanding of the
symbolism, language, lore and mysteries associated with it.
Somesciences (likeal chemy) may concentrateon producing
;, specific, tangibleresulrs; thisk nowledgeTraitreflectstheo-
% retical understanding, nottheadditi onal skillsyoumay need
toputittouse (likeChemistry, Mathematics, Crafts, etc.).
Still, it'sabeginning, astepping stone to greater things.
A number of disciplines fall within this category.
These include:

« Alchemy: Thisisthe method of transmuting metals
to higher states, and a metaphor for the transformation of
the human soul. Through a series of arcane procedures, the
alchemist perfects a base element, transforming it into
somethingwonderful.

« Astrology: The method of divining the influence
the heavens have on the Earth, particularly on human
personalities.
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iy Scholar "The Kindred divide themselves * Cdegtiography and Demonology: The study of /V ‘ls
intowarringfactionswithinaso-called angels and/or demons, including their areas of influence, 1}
‘Camarilla™ courts, duties, hierarchies, summoning rituals and weak- !

sasse Master:"Kindredclansgobymanynames.  nesses. Itisanexceedingly dangerousdisciplinetolearntor I
Shall | explain them to you?' several reasons; these studies open one to the influences

sense Virtuoso: "Good sirrah, | know a Brujah and temptationsof Hell (even with the best of intentions),

and Inquisitors often search for scholars with such secrets.

* Gematria: The method of divining hidden meaning
fromnamesandwords, particularly by convertingwordsinto
their numerical equivaents. It is often used in conjunction
withsacredtexts, particul arlytheBible,K abbal ahandQur'an.

* Numerology: Thisisthe science of determining the
essence of anobject or name by reducing it to its numerical
meaning. In numerology, everything isanumber, and this 4@
number is a key to understanding Creation and the }
magician'sroleinit.

» Sacred Geometry: This discipline is the method of
diviningsecret knowledge from the dimensionsand shapes
of man-made or natural structures, including the human
form. The builders of the pyramids, the Aztec and Mayan 7

masters of sacred geometry.
* Stone Lore: To the mystick, all things contain Y
magickal energy, spiritual properties or both. This disci-
pline covers the essences of different stones, gems and
minerals, and proves useful injewelry-making, earthrites,
elemental bargains and Talisman creation.
. Dabbler: Y ouunderstandvery basicconcepts.
e Student: Y ou'vehadsomeinstructioninthe
field.
Scholar: You'vegot acomprehensivegrasp |
of the discipline. 7
Master: You know things that are not f ]
wrltten "’

sss
asss

sesne
and arcane lore.
Possessed by: Hermetic Sorcerers, High Magicians,
Kabbalists, Arabian Mystics
Variations: See above

Occult

Y ou know thewaysof the InvisibleWorld, and canreel
off endless accounts from folklore and arcane texts to hack | e
upyour suspicions. Thisknowledge haslittletodowith the \'"\ Q
actual practice of magick per se, but reflects a familiarity \Q\:}‘_/
with curses, enchantments, forbidden lore, ancient legends
andhidden esoterics. Someof what you know istrue, much
isfalse, and a good deal of it isboth.

. Dabbler: You've heard afew tales.

.e Student: Grandmothertoldyouthings....
Scholar: A student of unhallowed arts.
Master: Y ouknowmoretruththanfal sehoixi.
Virtuoso; All too close to the fire.

i e




Possessed by; Witch-hunters, Witches, Vampires,
Pagans, Old Wives

Speciaties: Pagan Wisdom, Cults, Warding Riles,
Folk Tales, Ancient Esoteriea, Symbols, Far-off Lands

dcence

A necessity for members of the Order of Reason. To you,
Creation hassolid underpinnings, provable facts with which
one can move the world. Your disciplines (which must be
purchased separately) may include metalurgy, advanced
mathematics, astronomy, anatomy and many other sciences.
Naturally, your understanding differs considerably from 20th-
century methodologies, and contains a fair muount of what
would later be called "superstition." Still, it'sa beginning....
. Dabbler: Apprentice toamonk or scholar.
se Student: An educated young fellow.
Scholar: A serious student.
Master: Y ou can designyour own inventions
and make grand leaps of understanding.
Virtuoso: Y oucouldarguewithLeonardo
himself.

Possessed by: Alchemists, Engineers, Artificers,
Craftmasons, Scholars, Astronomers, Architects, Monks

Variations: Astronomy, Anatomy, Botany, Biology, Navi-
gation, Cartography, Mathematics, Metallurgy, Engineering

Other Abilities

The following Abilities are a bit too specialized to be
widelyavailable; nevertheless, they'refairly importantto
certain magickal styles and practitioners. In game terms,
these Trails function like any other; simply mark the
appropriate listing in the "Other Abilities" section of the
sheet if your character possesses any of them.

Calents

Dancing

Youmovewithagracethat beliesyour mortal state. Perhaps
you'vebeentrained inthecourtsof thenobility; morelikely, you
learned the craft in a traveling show or sharpened a talent for
capering 'round the fire. No matter — you draw admiring
glances and envious stares whenever the music takes you.

. Novice: Beltane reveler.

.e Practiced: Trained dancer.

see Competent: Professional performer.
ssss Master: Salome.

sssse Legend: Divinegracewith:-) devil'stouch.
Possessed by: Seers of Chronos, Verbena, Traveling
Players, Courtiers
Specidties: Folk Dances, Impmvisational, Courtly,
Ceremonial
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Intrigue

You're a born plotter, well-versed in power, trickery
and beholdance. Depending on your upbringing and mor-
als, you could be a spy, a shrewd trader or nobility. You
might justify your expertise as "the best way to get things
done"; no matter — you're a crafty sort. This Talent also
allowsyou to glean truth from rumor, and to discern the true
powers from the pretenders.

. Novice: Gossip.

.o Practiced: Deal-maker.

see Competent: Bishop, trader or lower nobility.

seee Master: You'velived long enough to laugh
about it.

assee Legend: Machiavelli.

Posessed by: Ksirafai, Nobles, Royalty, Hermetic
Wizards, Council Primi, Spies, Courtiers

Specialties: Nobility, Church, Finance, Mystickal
Intrigue, Secret Societies, Observation, Wit and Threat

Invention

You have a knack for creating things (engines, clock-
works, strange devices, etc.). An Intelligence + Invention
roll allowsyou to design new and wondrous objects (build-
ing those objects is another thing entirely; see "Art and
Science," Chapter VII) that surpass anything invented
before. This Talent often draws both admiration and suspi-
cion; after all, no man can be too innovative without
acquiring a reputation — and trouble.

. Novice: A few of your scribbles look
promising. “ap

. Practiced: Hmm... Thatjust might work.... '\'&\\.

see Competent: When constructed, your .

devices occasionaly function. g-)u‘):f\f
Mast_er: /_-\rti_sans come to you for advice “..
and inspiration. A AN
Legend: Da Vinci the Younger.
Possessed by: Artificers, Craftmasons, Mad Geniuses
Specidlties: Weaponry, Vehicles, Labor-savingdevices, Toys
Logic
Debate isanother form of fencing; in itsown way, logic
ismorepowerful thanablade. Youexcel withthisparticular
weapon, wrapping your opponents in conundrums and
obscure facts. An innate faculty for reason and counter-
point makes your arguments hard to refute. In the end, your
rhetoric may lay the foundations for the future-
. Novice: You could win afamily quarrel.
.s Practiced: People have a hard time con
tradicting you.
Competent: Y ou've studied the techniques
of formal debate.
Master: Socrateswould have hishandsfull.

o
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eesne Legend: Factsarc putty and reason isyour
potter's wheel.
Possessed by: Orators, Theologians, Philosophers,
Writers, Council Founders

Specialties: Scripture, Classics, Morality, Art, Sci-
ence, Metaphysics, Magick, Public Debate, Dissembling,
Trickery, Emotiond Appeals, Traps

Seduction

Love (oritsillusion) isyoursto command. All thefiner
points of wooing, from courtly manners to crude whoring,

y arechild'splay. The better you are, the harder they fall —

men, women, anyone you want.
. Novice: Handsome lad (or lass).
se Practiced: Traveling player.
Competent: The talk of the social circle.
Master: A walkingscandal - butsodesirable!
Legend: Vows break when you approach.
Possessed by: Rakes, Wenches, Seersof Chronos, K sirafai
Specialties: Wit, Wanton, Innuendo, Courtly Woo-
ing, Temptation, Innocent Guise

Singing

A prerequisite for the Choeur Celeste, this Talent
grantsyou afinesingingvoiceandthewittouseit. Thismay
he apracticed skill or anatural grace; either way, you have
an inborn gift for song-

. Novice: Milkmaid.

.o Practiced: Troubadour.

soe Competent: Chorister.

sese Master: Bard.

sesss Legend: The Lord hasblessed you with an
angel's voice.

Posseessed by: Chorus Magi, Traveling Players, Court

Performers, Shepherdsand Milkmaids

Specialties: Raw Talent, Religious, Chanting, Plain-
song, Ecstatic, Folk

Skills

Tumbling, leaping, pratfalls— you'rearegular clown!
An essential skill for many traveling troupes, especially
those which specialize in comedy. Under more serious
conditions, you may have learned your techniquesaspart of
amartial art, or honed them to survive childhood. For each
Acrobatics dot you possess, you may ignore one Health
Level's worth of falling damage. Thus, a mage with Acro-
batics 4 can fall up to 30 feet without harm.

. Novice: Child.

o Practiced: Villagetumbler.

Competent: Professional clown.
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Master: Chinese acrobat.
Legend: They call you an apebehindyour

LA LR

sssse
back.

Possessed by: Akashics, Seers of Chronos, Traveling
Players, Acrobats, Catfolk, Swashbucklers

Specialties: Martia Art, Pratfalls, Natural Agility, Roguery

Avrtillerist

Thedevastating specialty of theArtificesand Craftmasons.
Y ouknow how todesign, construct and empl oy huge weapons
of war, and have atalent for making thingsexplode. At lower
levels, this isa very hazardous knack; the expression "Hoist
with hisown petard" referstoan artillerist'stendency to blow
himself tohits! (See" TheArt of War." ) Story tellersmay wish
torestrict this Skill to characterswho have an unusual hack-
ground or affiliation— itssecrets are closely guarded!

. Novice: Dangerous to he around...
Practiced: Apprentice.
Competent: Cannoneer.
Master: Artisan.
Legend: Thetoastof warlordseverywhere.

Possessed by: Cannoneers, Sappers, Artificers,
Craftmasons, Monster-hunters

Specialties: Hand Cannons, New Designs, Field Artil -
lery, Sieges, Fireworks, Daedalean Inventions

Do

Anexotic art from the faraway mountains, Do allowsa
mortal man to shatter stone, leap |ike an animal, and dodge
a master bowman. Only the Akashic Brothers and their

ssnse

closest friends know this skill, a skill that frightens most “
f

Europeans with itsalien movements and devastating power,

Do ("the Way") is more than a fighting style; it encom-
passesahighly disciplined stateof bei ng. Thosewhounderstand
itarecareful, reflective and often distant toothers; when they
act, they do so with force, purpose and finality. The skill
channel s* person'sul timatepotential througharigorousseries
of ritual's, meditations, movements (katas) and exercises. One
does not learn Do, one assumes Do. That assumption carries
over into diet, grace and temperament.

In game terms, Do alows a character to use advanced i, p

fighting maneuvers (see "The Art of War," and "Magickal f
Styles’ in Chapter VI11) and channel magick through her skill.
Beginning characters may only purchaseoneor twodotsin Do,
and Storytellers should restrict its use to Akashic mages— it's
far tooesoreric toliecommon, even in theFar Hast. (Higtoricaly,
martial artsareclosely guarded secretsinthisera; commonfol k
werenor taught such secretsfor several centuries.) Asastudent
of the art progresses, she adds an "anima name" to her title.
These names, which are used only among other Akashics,
signify stepsin the student'senlightenment. When the practi-
tioner roachesastareshecanfairly call "human," shehaslearned
how to use her body's ultimate potential.

™
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Insect (grasshopper, mantis, ant, etc.): You
have been initiated into the teachings of
the Way, and have learned the proper
methods of breathing, diet and exercise.
Reptile(snake, lizard, etc.): Y ou havebegunto
understandyour body, mindandsoul asasingle
unit, and have become onewith that unit.
Four-legged Animal (tiger, dog, horse): Call
inguponthehiddenenergy withinallowsyou
to perform amazing feats.

Two-legged Animal (ape, bear, monkey):
There isgreat power racing through every
living being. You understand how to use
that power better than most.
TrueHumanity: A Master of Enlightenment.
Y our mind isat peace; you know that all things
may becreatedor destroyedby onewhounder-
sandsthe Way. By this point, you no longer
concern yourself with what am be done, but
rather withwhat shouldhedone.

Possessed by: Akashic Magi

Specialties: External (forceful) Style, Internal (meditative) Style

Sencing
A new and fascinating art, this swordcraft differs from the
usual hackery of the knight or man-at-arms. Most common in
Italyand Spain, fencersusethin, sharpbladesagainst each other
in dizzying contests. A skilled fencer is a dangerous man (or
woman) whose craft seemsall the moreromantic for itsrarity.
(See"The Art of War" for fencing systems and maneuvers.)
. Novice: Talented oaf.
Practiced: Fiery young gentleman.

..

see

sse Competent: A skillful weaver of steel.
eese Master: Bladesmaster.
sesss Legend: Tybalt, King of Cats.

Possessed by: Italian Gentlemen, Rakes, Sophisti-
cates, Spanish Bladesmen, Spies

Specialties: Florentine (two blades), Sabers, Dirty
Tricks, Fancy Stunts

- Sivearms
A rare and precious skill, Firearms alows you to employ
| handguns. Y ou can load, clean, fireand repair matchlocks, arque-
! buses, hackbutts, hand cannons and even the rare wheellocks. To
apoint, thisskill compensatesfor the guns innate inaccuracy.
. Novice: Apprentice.
Practiced: Expensive mercenary,

see Competent: Experienced gunman.
ssee Master: Death with afirm and steady hand.
seese Legend: A terror with gunpowder.

Possessed by: Artiticers, Craftmasons, High-paid
Mercenaries, Monster-hunters
Specialties: Arquebuses, Hackbutts, Hand Cannons

Corture

Pain isapart of life, especially in the Renaissance. You |
merely specializeininflictingthatpainforajustandworthy-
cause (so you would claim, anyway), while keeping your
victim alive through the process. A specialty of witch-
hunters, spies, mercenaries and royal aides, the art of
excruciation is acommon skill in these troubled times.

. Novice: You can hurt people.
Practiced: Y ou understand several exotic
interrogation techniques.

Competent: The Malleus Maleficarum is
your bedtimereading-

e

ssee Master:Noinformationstayshiddenfrom
youfor long.
essne Legend: You arean artist in suffering. Cries

of horror areyour accoladesand death comes
when you allow it to.
Possessed by: Inquisitors, Court Torturers, Sadists,
Mercenaries, Low Clergy, Witch-hunters, Verbena
Specialties: Heresy, Military, Machines, Magickal,
Exquisite Pain, Public Shows

Knowledges
Cosmology

Beyond the mortal vale lies a teeming Otherworlds you
understanditspassagesandbyways. Whilemany mysticksof this
ageunderstand that theshadow-world isthere, few comprehend
itssecrets. Y oudo understand, though, andeannavigatethrough
the Mists with less trouble than most travelers would have.

. Y ou've been through the Gauntlet once or
twice.

.. Givenatrail, youcanfindyourway around
without offending the spirits too much.

eee The Otherworlds are strange, but not too
unfamiliar.

e You're at home among the spirit-folk.

ssesss Are you human, spirit or both?

Possessed by: Shamans, Verbena, Necromancers,
Hermetic Masters, Celestial Masters

Specidties: Visionwalking, Spirit Paths, Umbrood
Protocols, Underworld, Heavens, Hells, Nature Spirits,
Astral Reaches

Hearth Wisdom

Yours is the common wisdom — tales and lore filled
with forgotten insights, simple cures and homespun good
sense. Sophisticated city folk might dismiss you as a hea-
then, but they do not understand the things you know.

WhilethisTrait isin noway magical, it. can teach you
theweaknessesof varioussupernatural creatures. A success-
ful Hearth Wisdom roll should offer helpful insights into




{ supernatura threats and give you some idea about how to

o) Hermits

- can, Eastern European, Gypsy, South Asian, East Asian,

» recognize them, where to find them and how to grow and
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deal with them. The effectiveness of the insights are up to
the Storyteller, but in general, the more successes you win,
the better the information you receive.

Hearth Wisdom can aso be used for simple medical
remedies. It isn't as potent as either the Herbalism or the
Medicineskills, but thecureshould havesomenominal effect.

ThisKnowledge isn't alibrary of exact facts. Rather,
it'sacollection — often oral, never written down — of tales
and maxims, anecdotes and advice that shed light on a
number of subjects. It can frustrate the hell out of people
who come to you searching for advice. Still, as you know
well, good things come to those who wait.

. Insightful: Y ou'velearned afew bitsoflore
here and there.

.. Clever: Y ou recognizetracesof the Hidden
World.

e Knowledgeable: People come to you for
advice and minor cures.

sese Learned: You'reafountainof lorefromyour

own culture, and have heard tales from
otherlandsaswell. Y oucan spotasupernatu-
ral beingwithasuccessful Perception + Alert
nessroll (difficulty 7) if you can get close
enough, and you know its weaknesses.
senes Wise: Well-versed in the folklore of your
region, you also know many of the ancestral secrets of far-
off lands(Cathay, perhaps, or GreatZimbabwe). Noblefol k
might dismissyou by day, but at night, they travel fromall
around to take your council.
Possessed by: Wi.se Folk, Pagans, Sages, Archivists,

Specialties: Northern European, Native Ameri-

Mediterranean

Herbalism

Thereismagick in plants; you understand how tofind
it, refine it and use it. This Ability grants you a working
knowledge of plants, their uses, their significance and
their effects on the human body. You know how to

preparerhem.
. Dabbler:PulledplantstorGrandmother.
es Student: Studied with a wise woman or
medicine man.
e Scholar: Accomplished herbalist.
sses Master: Mistressof cures, master of remedies.
esses Virtuoso: A walking mandrake root.

Possessed by: Verbena, Witches, Gypsies, Cosians,
Wise Folk, Shamans, Hunters

Specialties: Poisons, Home Remedies, Food, Harvest-
ing,Magickal Plants, Symbolism

o -
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"Usury" issomethinggood Christiansdonor do; neverthe-
less, for society to prosper, someonemust handl ethefil thy lucre.
That's your job, and you'regood at it. From interest-lending to
highfinance, from bookkeeping to figure-bouncing, you under-
| standthetricksandtechniquesof trade, bankingandaccounting.
. Dabbler: Street vender.

.. Student: A banker's apprentice.
see Scholar: Practiced financier.
sene Master: Merchant prince.

(E R L]

Virtuoso: A friend to counts and kings,
Possessed by: Tradesmen, Guildsmen, Moneylenders,
Merchants

Specialties; Jewish Networks, Italian Finance,
Loansharking, I nternational Commerce, ExplorationL end-
ing, Speculation, Fraud, Royalty

Peisons

i Y ouhaveaworkingknowl edgeof toxinsboth magickal
and mundane. Many deadly concoctions are natural herbs
and venoms, but some have been created by those such as
yourself. Y oumay concoct, analyze, identify and sometimes
neutralize many deadly recipes. The better you are, the
more you understand. (See "Poisons' in Chapter VI1.)
. Dabbler: Nasty old woman.
Student: Herbalist with a bad streak.
Scholar: Court spy.
Master: Lucrezia Borgia
Virtuoso: Noonethisgood hasareputation.
Possessed by: Plotters, Spies, Witches, Ksirafai, Assassins
Specialties: Herbs, Court Poisons, Venom, Exotic
Types, Magickal Brews, Antidotes

Secret Code Language

It'soften essential to keep secretsand communicate quietly.
Many occult societies use private code languages— from hand
sigasand flower codesto heral dry and arcane gibberish—to pass
information to theright peoplewhile keeping it out of thewrong
hands. These codes are extraordinarily difficulty to learn unless
youbelongtothesociety inquestion; thosegroupscertainly frown
on teaching such secretsto outsiders, and may hunt down anyone
who learns— or teaches — their sensitive codes to trespassers.
Secret Codesare purchased ti kelanguages; eachdot reflects
an additional form of communication. Y our Storyteller may
demand a good reason for knowing a Secret Code Language,
and may restrict you from purchasing more than one.
Possessed by: Spies, Batini, Verbena, Hermetics,
Ksirafai, Rogues, Craftmasons, Akashics, Artists
Varieties: Thieves Cants, Catholic Codes, I ntriguers’
Lingo, Hermetic Lore, Alchemical Symbols, Witches
Watchwords, L anguage of Flowers, Numerol ogical Codes,
Painting Symbols, and many more

Backgriaunbs

| am but a gatherer and disposer of other men's stuff.
— Sir Henry Wotten
hese resourcesdon'r appear from noth-
ing; they rise from your life experiences
| and might fall the same way. When
you choose your Backgrounds, create
reasons and past histories for every-
oG thing you have. Who are your Allies?
Wheredid you get that M agickal Treasure? How did your
Spiesinfiltrate the Vatican? The answerswill tell you—
and your Storyteller — new and interesting things about
your magickal counterpart.
Backgrounds may he rolled in conjunction with
other Traits; a good Manipulation + Allies roll, fur
example, could get your friends fired up about a cause.
Unlike other Traits, you cannot raise Background rat-
ings with experience points, although your Storyteller
may raise them for you in lieu of experience points. (See
"Experience.")
(Note; The 20th-century Dream Background isn't
appropriate to the Dark Fantastic setting and has been
excluded for that reason. M any other Backgroundsdiffer
from theirlatter-day counterparts.)

Allies

It's always good to have friends, and you've got
several worth knowing. They may be mortal consors,
animal companions, nighr-folk or eventotemspirits, but
in any case, they'refairly reliable— and helpful, to boot.

Allies should be characters in their own right, with
wants, needs, personalities and agendas. They might be &t
loyal enough to die for you, but they won't do it for A
nothing. The "cost" of their friendship (are they family,
lovers, drinking buddies?) candragyou into ascrapejust
when you thought life was going smoothly for a change.
Friendship is adouble-edged sword, and nothing comes
for free.

Each dot in this Background gives you one addi-
tional Ally, or increases the power of an existing one.
Thus, five dots may reflect five moderately powerful
friends, or one or two extraordinary ones. They need not
behuman. M any sorcerersnumber magi ckal beasts, ghosts
and other weird beings among their loved ones. X

. One Ally of moderate strength.

.o Two friends, or a fairly powerful one.

L] Three stout fellows, or one or two superhu-
man friends.

LR LT Four followers, or areally grand mate.

sssse Five Allies, or asmaller but morepowerful
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A master of the mystick arts can hide in plain sight.
Shadows slide around her. Crowds swallow her. No one
seems to remember this odd person — not her lord, not her
parents, not even the villagers in the town she grew up in.
Her features slip away like old dreams.

This Advantage lets you "dide away" from view and
memory. Whileitwon'tactually makeyouinvisibleorhelpyou
in combat situations, it will make you extremely hard to trace-
Somehow, thingsjust happen tocover your tracks. In gameterms,
the Arcane Background addsitsratingtoyour Stealth attempts
and subtracts the same amount from any Perception or | nvesti-
gationDicePoolsthat othersusetofindyou. |f youwish, youmay
"dampen" the effect and "appear" in plain sight.

. Anelusive soul,
.. A face quickly forgotten.

ee A master of misdirection.
sose A needle in a haystack.
senee Who?

Covenant

Most sorcerers keep to themselves these days; still,
those who want to keep their headsjoin fellowships called
Covenants, pool their resources and watch each others'
backs. Y ou belong to such agroup, and reap the benefits—
and the headaches — of such exclusive company.

A Covenant (or Chantry) maybe many things: awizards'
castle, aholy glen, atempl e, atravelingshow, an Otherworldly
Realm— the only constanrs needed are a cooperating sect of
magi, ameeting placeandanofficial charter of fellowship. In
this age, such places are few; most magi tend their own
hearths. Although mystickal fellowships are not new, official
Covenants are a Hermetic idea. The Craftmasons "adopted"
244 the concept in the mid-1200s and built the Order of Reason
around it. Hence, magi on both sides of that particular fence
form Covenants for mutual benefit.

This Background reflecrs your standing in an estab-
lished Covenant, or helps you create one of your own:

« Since characters start asbeginning magi, your member-
shipinanexistingCovenantwill belimited. Y ou'll beprotected
by morepowerful wizards, butthey'll expect servicesfromyouin
return—chores, alliances, favors, apprenticeships, etc. Smaller

Covenantsexpect lessof their members, but of fer lessinfluence
andsecurity. Ingameterms, your ratingdeterminesthepower of
the Chantry you belong to, not your importance therein,

« Building your own Chantry is always an option; land
isplentiful and materialsareeasy to comeby. Establishinga
fellowship entailsa lor of work and responsibility (recruiting
and paying the help, enforcing the charter, defending your
allies, etc.), but for many sorcerers, it'sthe best way to go. In
gameterms, the Background ratinggivesyou afew "construc-
tion points’; you pool those points with other characters to
determine the size and power of your Covenant.

- - Lt

Tiny Band 10-20 point pool fl‘i
Fellowship 21-30 point pool

Average Covenant 31-70 point pool

Stronghold 71-100 point pool

L egendary Chantry 101+ point pool

Naturally, the pool depends on group cooperation; if
the cabal fragments, the points are lost and the Covenant
falls — unless circumstances allow the remaining charac-
tersto "make up thedifference" with some extraexperience
points or story-related resources.

(Note: An old Mage The Ascension book included a
"build-your-own-Chantry" system, but that set of ruleshassince
beendiscarded. A troupethat ownsThe Book of Chantriesmay
adopt that system, but you should consider it an option, not a
necessity. A forthcoming supplement, Castles and Covenants,
will cover magickal strongholdsin moredetail.)

. One "pool point,” or membership in a
tiny Covenant (a wagon or cottage, like
the Lickspittle Players).

Two "pool points,” or membership in a
fellowship (asmall keep or manor house
with servants, like Lord Cabot's Grange).
Three "pool points," or membershipin
an average Covenant (a castle or small
Horizon Realm; the Tower Nocturna).

}

CE

i

ssese Four "pool points," or membership in a
huge Chantry (a demesne, a castle with
many servantsand consors; Brandenburg
Krankenhause).

ssses

Five"pool points,” ormembershipinal egend-
ary Chantry (Doissetep or The While Tower).

Cray

In this magickal time, places of power — often called
Crays — are plentiful. Around these mystick wellsprings,
raw Creation flows in shimmering pools or coalesces into
solid Quintessence — Tass. With this Background, you
have a Cray within easy reach, and may tap its benefits.

A Cray may take many forms: a sacred grove, a holy
sanctuary, the workshop of a master artisan, the unhal-
lowed ground at an especially foul crossroads.... Common
featuresinclude an emotional or mystickal significance, a |
history of odd occurrences, and a regular flow of Primal,| [
Energy. While any place can provide a stirring-ground ofl\y'll\
Quintessence, Crays form where the Fifth Essence gathers ‘bi
— along the seams of the Tapestry, so to speak.

Derived from a corruption, of the Gaelic Cridhe ("kree" or
"heart"), aCray lets you absorb raw Quintessence through your
Daemon (seethat listing) or gather up solid Tassfor later use. The
Background dotsrate thewellspring'spower. LikeaCovenant, a
Cray'srating can be pooled to reflect acommon-law site, and the
Tass can be stored (athough it fadeswithin a month or two if not
used). The Cray's "owners' must refine the Tass from some
mundane form — tree bark, pond water, blood, even paint —

./C‘t\
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T before it can be used. Thisrequires a Prime 3 spell (see Chapter . A slight tugging; one point of Quintessence. NG
VI111) that "boils' the Tassdown to itsessential energies. Instory .o Faint voicesor dreams; two pointsof Quin- K
terms, an al chemist refines base materials, awitch cooks abrew, tessence.
or a Craftmason shapes quarried rock into cornerstones. At the wes Disconcerting manifestations; three points |
end of the process, the Quintessence istreefor use. of Quintessence.
Werewolves hold sacred grounds they call caerns; for sesse A powerful spirit with real personality;
all intents and purposes, these are Crays of great strength four points of Quintessence.
and formidable protection. Trespassing on one is grounds e

for butchery, but that fact doesn't stop magi from doing just
that when things are desperate. Wolf-held or not, Crays
radiate a powerful tingling sensation laced with the Reso-
nance of the area Plague-yards make a visitor feel sick,
while virgin glens engender soothing tranquillity. Wizards
often wage bitter wars over powerful Crays, so the spring
you own today might he the place you die tomorrow....

. Five Quintessence per week, or a Level
One caem.

.. Ten Quintessence per week, or aLevel
Two caern.

LR L] Fifteen Quintessence per week, or aLevel
Three caern.

sese Twenty Quintessence per week, or aLevel
Four caem.

sssae

Twenty-five Quintessence per week, or a
Level Five caern.

Daemon

As Chapter | describes, the Daemon (or Avatar) forms the
seat of the Mystick Self. In plain game terms, this Trait measures
the strength of that inner genius. The higher the rating, the more
powerful the Daemon, and the greater itsinfluence inyour life. A
weak Daemon might manifest as hunches and soft voices, while
afive-point one woul d appear asrea asany human being (at least
in the eyes of the mage— few others can see the Mystick Self)'

All Awakened Ones have their own Daemons; thus,
each magus character should have at least one point in this
Background. The rating denotes three things: the "reality" of
the Inner Self, the strength of its Essence (see "Essences'),
and the Primal Force — the Quintessence — it can store.
The first two cases come through in roleplaying and
Storytelling; apowerful Daemon may almost literally drag its
mage through Hell, as the spirits in the Prelude do. The third
24, attribute comes through the amount of Quintessence you

| can store within yourself. (See " Quintessence," page 108.)
J For the latter, assume that you can automatically absorb
* one point of Quintessence for every dot in the Daemon rating
when you meditatefor at least one hour in aCray (Perception
+ Meditation, difficulty 7). This amount cannot exceed the
Daemon rating. You may also spend one point of Quintes-
sence to aid a magickal working for every point in your
Daemon Trait, (A mage with Daemon 3 could spend three
points per turn, for instance.) Thisenergy flowsfrom within,
and cannot be channeled, used or shared with another magus
unless you choose to sacrifice some part of your essence to do
it. (See the Heart's Blood spell, Chapter VII1.)

A dazzling apparition, as real asany man;
five points of Quintessence.

Destiny

Thisisatimewhen heroesrise togreatness. In thissetting,
amagesfate impacts upon her standing, her willpower and her
identity. Destiny pullsyoufrom theranks of the mundaneand
thrusts you into the spotlight of the gods. Y our Destiny might
not he immediately apparent, but a sense of greatness follows
you: strangers prophecy your coming; people draw away when
you appear. They seek your favor, or try tokill you. Other magi
will judge you not only by how you act, but by how they feel you
should act. Thus, Destiny is a two-edged sword — a Sword of
Damocles, no lesst Someday, that blade will fall....

Instory terms, thingshappentoyou; thereisn't aparticul ar
roll or effect, you simply appear to be the focus for Dame
Fortune. In gameterms, this Background addsacertain weight
and influence to your actions, evenifyou're new to Awakened
society. Moreover, it helps you refresh your Willpower pool.
After all, heroes don't die in stupid ways— memorable ways,
perhaps, but not ignominious ones. When your Willpower
runslow, thissense of Destiny kicksin, driving you to legend-
ary feats. Once per story, you may renew your Willpower pool
with a Destiny roll. Each success (difficulty 8) refreshes one
point of spent Willpower; three successes, for example, would
renew threepoints. Thisbonusdoesnot grant you pointsover
your normal Willpower raring, although you might (with
Storyteller's approval) add your Destiny rating to your Will-
power pool for one especially important roll (once per story, if
that often) that seems appropriate for your eventual fate.

. Someone of consequence; roll one die.

e Bound to he important; roll two dice.
Kissed by Fate; roll three dice-

Touched by Divine (or Infernal) hands;
roll four dice.
A Chosen Oneg; roll five dice.

aee

(EX Y]

Samiliav

You've got amystickal "pet" — an intelligent creature
of spirit-made-matter magi ckally bondedtoyou. Just asthat
familiar is bound to you, however, you are bound to it —
powerfully so.

Different groups have different familiars. Verbena often
takecatsor owlsascompanions, while Dreamspeaker familiars
resemble eagles, hawks, wolves or snakes. Some Artificers
build clockwork pets, while Cosians craft theirs out of living
creatures. Although the Church considersafamiliar asuresign
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of Lucifer's favor, sonic saints have been known to attract seee Roughly the muss of a human heing; this [/ f'|‘!
| doves,whitehorsesand, occasionallyi unicorns. Infernalists, of familiar devours 15 pointsof Scourgeina ‘f } )
| course, favor comely servitors or malignant little imps. single story, and may be considered a one-
Where do they come from.” God only knows. According dot Mentor for study purposes. Requires
to most tales, afamiliar forms from awandering spirit; given four points of Quintessence per week.
flesh by magickal Artsor unholy commands, the companion senee A mighty companion — horse-sized or s,
appears at the mage's behest. More often than not, asummon- possessing powers of itsown. This beast can || §
ing ceremony isessential; occasionally, though, thefamiliar eat up to 20 points of Scourge per week, and 1}
rakes fleshandjoinsits new "master" at some appropriate time lissavast wealth of information, equivalent
(duringaritual, after adream, just before somecrucial under- toatwo-dot Mentor. Requiresfive pointsof
taking) of itsown free will. Although it might appear to hea Quintessence per week and a lot of loyalty!
normal animal at first, such abeing is never ordinary. It will
guide you over mystickal and mundane obstacles, reach you Il'lﬂllﬁ‘ nee

secret lore, perform errands or other servicesand consume the
worst ravages of the Scourge. Whether it's Hell-bound or
Heaven-sent, thiscreaturemakesauseful friend. Inreturn, the
familiar feeds on its mage's Quintessence, soaking up energy
from its master's presence, earing Tass or suckling Quintes-
sence from a hidden "witch's teat."

"The Feast of Nettles" — a common term for Scourge-
eating — is perhaps the familiar's greatest boon. Every so
often, your companion can draw the wyld mystick currents
into itself. What it doeswith them remainsa mystery, butin
any case, a Feast removes the threat of an impending hack-
lash. The Scourge manifestsasaswirling cloud; thefamiliar
sucks it down, then falls into atrance for aday or two. If the
faultliar tries to inhale too much Scourge, however, the
shock kill's the beast. The cloud explodes inside the Feaster's
stomach, gutting the poor wretch where it stands.

Each companion has its own personality; the Story-
teller takesthe creature on asa player character and runsit
for all she's worth. The Background rating determines the
strength of the familiar, the information it can teach you,
the Scourge it can consume, and the amount of Quintes-
senceit must eat per week. (Note: A high-rank creaturecan
\| besmaller than the suggested size.) If it's not well kept, the
creature may get aggravated and cause trouble, or simply
leave. If afamiliar break:., its bond, you lose all the Back-
ground benefits. A mage whose familiar diesimmediately
losss two Quintessence points per Background dot, in
addition to all the other good stuff.

. Y our pet'spretty small (bullfrog-sizedor

smaller). It can consume one three-point
Scourge backlash per story, and knows a
few pieces of information. Requires one
point of Quintessence per week.

.. A hawk-sized companion; thefamiliar can
eat one five-point backlash per story and
understandssomenoteworthy lore. Requires
two points of Quintessence per week.
Asbigasawolf; your companion can Feast
on two five-point backlashes or a single
10-point one per story and knows a great
deal about esoteric subjects. Requiresthree
p0| nts of QUI ntessence per week.

You command respect among mortals. Perhaps you're a
lord or lady; maybe you've got spies everywhere, or have
merchants beholden to your favors. Regardless, when you talk,
fol ksobey — orelsel

presence and lords prepare feasts h| your honor. In game
terms, it also allows you to bully information from people A
(Intelligence + Influence), tilt aliairsin your favor (Manipu-
lation + Influence) or woo well-placed membersof the court
Of Church (Charismaor Appearance + I nfluence), Depend-
ing on the nature of your power, you might work from afar
through agents, or personally through reputation. (Also see
the "Dramatic Systems' section of Chapter VII.)

- A noted commoner.

e You have several well-placed friends, a
minor title, or both. J
Thoughyou may haveatitle, your influence 7 /,
extends beyond mere rank.

Y oupossessahightitle, agrand reputation,
a vast network or al three.

Title, lands, fame and connections all
rolled into one.

Libravy

A rare and precious thing in the Dark Fantastic age (the
printing pressisonly afew decades old and most books are hand- y
scribed), thi sBackgroundreflectsastoreof knowledgewithineasy
reach. Thismay be aroom filled with books and scrolls, aprivate
archivist, or evenaloved one among the bardsor wisefol k. Inanyg\-h i(-
ca, atrue Library allowsyou access to many different subj ects\\\\_ |
andallowsyou timetostudy them. Beware, however; when the \‘\JJ
pious come calling, books are often the first thing in the fire!

In game terms, such study helps you save experience
points. (See that listing later this chapter.) Rolling your
Library Backgroundrating againstdifficulty 8allowsyouto
save one experience point per success. Y ou have to spend at
least one point no matter how well you toll; it takesat least
one week to research your subject thisway, and only onerol|
is allowed when you spend the experi ence.

TR Nt
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Thereisacatch to this beliefit: Inthisage, knowledge is
limited. Many subjects— and many Traits—are beyond the
e Y scopeof theaverage Library. Raising the Cosmology Knowl-

% $“|. edge would be easy in a monastery archive, but close to
impossible in an Irish village, Some Traits, like the Sciences,
are so obscure that many libraries cannot help youraise their
ratings at all. The Arts you pursue  and the society you
favor — have a lot to do with the subjects you can research.
An Artificer would have a pretty easy rime learning the
Anatomy Science, butaL ower-bound Germanwarlock would
have to learn by trial and error. His library isn't likely to be

and cannot befound among the stacks. A mage without the
right kind of Library may have to go elsewhere, or learn from
his mentor instead.

. A handful of boob or scrolls.
.. A small collection of works on several
subjects.

e Several rare books and perhaps a small
archive of common lore.

A room filled with books covering many
different subjects,

A veritable hoard of earthly wisdom —
small by 20th-century standards, but vast.
by the archives of the time.

ssase

(Magickal Treasure

You possess an item of power — some object or device
imbued with genius — when the chronicle begins. Thisisa
tricky Background that, while appropriate, could he abused
by certain players. Thus, it depends on the Storyteller's good
graces and the needs of the plot; if he wants, that Storyteller
may deny this Background to player characters.

Magickal Treasurestakeamultitude of forms, fromthe
witch's flying broomstick to the spirit-blessed murder spear
tothe Titan'sArmor in an Artificer'sforge. Regardless of its
composition, a Treasure contains the essence of magick; it
is nor a mere tool, it allows amagus (and certain mortals)
to utilize its unique powers. Though not as common as %
folklorewould have usbelieve, such itemsarethe stock-in- { .
trade of craft-magi, witches and many shamans. In the early
Ascension War, these tools are weapons par excelence—
and are Treated with the respect they're due.

Tdismansatethe magickal itemsof lore—.thepotions,
wands or weapons that channel unearthly forces. These
Treasures have spells woven into them by powerful wizards, <=
and usually radiate amystickal glimmer. S

Fetisheswork differently; their magick comesthrough 7
the power of aspirit bound within the object, history terms,
these treasures have personality, and occasionally act up

{17/)‘\
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i e | | the Quintessence is used up, the spirit departs. Fetishes
\ | cannot be "refreshed.”

Devices are magickal machines — true wonders in the
Dark Fantastic age created with aspark of genius. Puzzlesto
most mysticks, these Treasuresusual ly requireat | east onedot
in Science (or an appropriate Craft) to use; awitch might he
ableto employ asuit of armor once she got into it, butaflying
machinewoul dbeimpossibletounderstand! Becausesomany
of them contradict the current beliefs, Devices are often
vulgar, andreapthewhirlwindwhen the Scourge comesdown.

Ingameterms,aTreasurehasbuilt-inmagickal Effects.
(See Chapter VII1.) Any character with an Awakened
Daemon, the Awareness Talent, or both can employ those
spells as if she were amage. The Effectsare limited by the
Background ratingin threeways:

« The Sphere Rank cannot exceed the Background
dots. (A three-dot magick candle can't have a Rank Four
spell hound into it.)

« The Treasure may contain one spell per dot, no more.
(The candle can have three spells total.)

« The speil can empl oy one Sphere per dot initsspells. (If
the candle's Effect uses three Spheres, it could have only one-
power. Ifit had three powers, each could use only one Sphere.)

Because of its power, the Treasure costs two Back-
ground points for every dot in the rating. Our magic candle-
costs six Background points, not three.

Every magickal item has an "Arete" of its own. When
the spell goes off, you roll this"Arete" as if it were any other
magickal working. (Again, see Chapter VII1.) Most Trea-
sureshave onepoint of "Arete" for every dot in the Background
rating; anoptional ruleallowsyouto purchase oneadditional
"Arete" dot for another Background point, if our candle had
an "Arete" of 5, it would cost eight Background points.

Our treasure also has a Quintessence reserve —
normally five point per point of "Arete." Thus, our
candle contains 15 Quintessence, which it literally burns
as it melts. Every time the item gets used, it expends a
Quintessence point or two (or more, sometimes), until
the reserve is gone. In many cases, a treasure, like a
blessed scepter, may be "refreshed” with a Prime 3-based
spell. Some artifacts, like our candle, are destroyed by
use, and must either be replaced or bought as a set.
Another optional ruleallows you to buy one expendable
3 ¢ Treasure — an arrow, candle, etc. — for every point of

Quintessence in the reserve, Perhaps we get 15 candles
for eight Background points, rather than one. Each
candle burns once, then rnelts when the magick ends,
and cannot be replaced or restored.

A Magickal Treasure casts spellswirh itsown "Arete,"
not the mage's; a Scourge backlash usually damagesthe user,
but really big ones demolish the Treasure, coo (Storyteller's
option). This happens a lot with the Order of Reason's

Devices, which crash or explode at unpredictable times.

(Chapter VIII includes creation rules for Magickal
Treasures; several examples of all three types can be f’ i
found in the Appendix.) i

. A weak item (2 points, Arete 1, Quintes-

sence 5).
.. A helpful Treasure (4 points, Arete 2,
Quintessence 10).

e A significant object (6 points, Arete 3,
Quintessence 15).
sess A Treasureof great worth (8 points, Arete4,
Quintessence 20).
sesee A powerful artifact (10 points, Arete 5,
Quintessence25).
(Mentor

A foundation of most magickal societies, the mentor-

a teacher, elder, master and, occasionaly, friend. Unlike s#
the casual relaionships of later days, this bond isn't very
democratic — he tellsyou what to do, you either do it or

stern, but none of them brook disobedience.

In game terms, the Background raring determines two
things: the mentor's accessibility and his standing in your
society. That standing may he based on sheer power, but
more often it comesfrom respect and influence. In thewild
politics of the Council and the Byzantine intrigues of the
Order of Reason, these two factors can mean a world of
differenceto the apprentice. A helpful mentor gets involved;
he speaks on your behalf, gets you audiences, and passes on
hel pful lore. A powerful mentorisjust that; hecangetyouout *
of bad predicaments and intercede when other tongues fall f
silent. Either one can be demanding, requiring chores, devo-
tions and favorsjust when you want to be left alone. More
importantly, he expects you to behave with honor; your
deeds, good and bad, reflect on him.

Like the Library Background, a Mentor (capital "M")
Background can hel p you save experience pointswhenyou're
raising Traits. (See the other listing.) Also likeaLibrary, the
Mentor can only teach you what heknows. A master without
LifeArtscannot helpyou raiseyour Liferating, thoughhemay //
be essential if you want to learn Life at all. ;|

Like an Ally, your mentor has his own priorities, \".“b 'c“

personality and goals. He's not just a collection of dots, but ' b /}'
s

/i
\
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a magus in his own right! As a Storyteller character, the
mentor comes and goes as he pleases and sets his own
agendas. Let time and tale determine what he does!

. Unimportant or distant teacher.

[ Helpful but eccentric teacher.
Good and notable patron.
Wise and respected mentor.

=i

teeee Powerful or influential master.
- S 7 )
%V — @)
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Simply put, you've got cash or power. Perhapsyou inher-
ited property or atide; maybe you're a merchant or awealthy
scholar; quite possibly, you stole it all, or created it through
magickal means. Such activitiesare not nearly asdifficult now
| asthey will he someday.

Wealthisnot what it isin the 20th century; most people have
little coinage and measure their worth in goods. Before the game
begins, decide what you own and how you got it — is it cash,
property or lead-crafted gold? Unlessyou'reawastrel, most of your
expensesinvolvefood, clothing, shelter andtaxes. Taxesareby far
the heaviest burden; these days, the Church demands great
tribute, and most people pay it. Lords and kings exact their share
(andthensome!),andthecommonfolk areleftwithlittletospare.
Still, there are rich families in this setting, particularly in the
Tuscan cities. A mage with such ties need never go hungry.

. Beggar's resources— enough to live on, but
you're alwaysin debt.
.e Peasant; you canfeed and clotheyourfamily,

own afew animasand asmall cottage, and
still keep alittle |eft over for incidentals.
Rich commoner; you've got a cottage and
possess property of your own. Occasionally,
you have money to spare, and can purchase
indulgences like armor or fine food.

One of the rising middle class; you own a
manor, animals, slaves and many luxury
goods. If liquidated, you would have a
pocket full of silver and gold — enough to
live on for some rime.

Wealthy; you possess goods, people, beasts
andland. Y our parties—and you probably
throw them often — attract peers to your
table, and you feed them well. Silver and
gold cross your palms often, and your
clothes are fine and stylish.

LT

sesne

Sanctum

Every magician needs a place in which to work. This
Background grants you a secret workshop of some size, stocked
with the necessary tools and materials— herbs, wards, ritual
instruments, cauldrons, fireplaces, braziers, reference books,
]J | smitheryand forge — whatever your practice might require.

il Although hidden from mortal view, this sanctuary exists
" in the material world. Often (but not always) attached to
yourdwelling, thisliterally sacred place might be anal chemi-
cal laboratory, asecluded grove, agarden, an armory, a tower
or even a simple basement with hidden cupboards, Within
your Sanctum, youeffectively havean Arcaneraring (seethe
Background of the same name); this won't help if your
experiment blows the laboratory to pieces, but it will suppress
the pyrotechnics of the average ritual. Assume that any
workings that don't involve major destruction are "quieted”
by the wards around your Sanctum. Those wards keep tres-

passers at bay, too; unwelcome visitors (including
Otherworldly ones) must make Willpower rolls (difficulty =
Sanctum rating + 3) to approach the area Still, the place
remains subject to the normal laws of physics; fires, explo-
sions, floods, battles and lightning strikes will wreck a
Sanctum, devastating the stock and dispelling any wards or
securities you've placed around the area.

L A small area, wine-cellar sized, stocked

with afew essential items. Arcanerating: 1

s A decent space, the size of a large yard,
withanumber of useful toolsandingredients
kept in easy reach. Arcane rating: !
A spacious area, thesize of asmall cottage,
stocked with food, agood selection of tools
andmaterials,andasmall referencelibrary. |
Arcanerating: 2

ssee Y ou're theenvy of your associates; amanor-
sized space containing enough esoteric,
materials, occult works and ritual spaces
tohost asmdll, active coven. Arcanerating: 2
ssene

A tower, small castle or large manor house
holds your trove — anything short of the
virtuallyimpossibleiswithinteach.Y ou'll
still havetoleavethenesttoacquirereally
esoteric materials (dragon's blood, unique
grimoires, etc.), but amost anything else is
right where you need it. Arcanerating: 3

Spies

You've got informers on your payroll. Perhaps they're
monks disgusted with the Vatican, carrion birds in the /
cemeteries, or paid agents among the merchant families.
Like Allies, these folks lend you aid; unlike Allies, they're
not particularly loyal, and may turn against you unless
they're well paid — and sometimes even then! Intrigue is a
treacherous business.

In game terms, your Spies Background allows you to
funnel information in and out of otherwise-secure places
(Intelligence + Spies); skewer your targetswithrumorsand
bribes (Manipulation + Spies); send messages or receive
invitations from influential people (Charisma + Spies); or
notice ominous developments before they strike (Percep-
tion + Spies). Naturally, these insights don't occur without
effort; you have to sustain your contacts, tap them for
information, plan meetings, make visits and watch your
back. Networks run both ways, and chances are your in-
formers are on someone else's payroll, too.

- One or two spies in an auspicious area (a
single merchant's house, a monastery).

L] Four tosix informantsin asingleguarded
place (a prince's court) or several smaller
ones.

A handful of agents in a variety of hard-
to-reach places.
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seae Infiltrators in awhole sphere of busness
(shipping) orareally securelocation{the
Vatican chambers).

You've got eyes, ears and mouths

everywhere you want.

Merits and Slaws (Optional)

These optional Traits allow you to "customize" your
magus with some helpful knacks that don't really fall under
the usual headings. Purchased with freebie pointsduring
character creation, Merits and Flaws provide story hooks
and complications both beneficial and baneful.

Merits give you an edge, and cost freebie points. You
may buy asmany Meritsasyou like, but cannot exceed your
usual freebie point total. Flawsreflect quirks; they actual ly
giveyou new freebie points, but you cannot gain more than
seven additional points this way. Those points can't be used
toraise your Arete above 3, by the way. They must be spent
onotherthings. A wise Storytellerwill makesureyour Flaws
come into play, too.

Asoptional rules. Meritsand Flawsgo beyond the space
availablein thisbook; one Merit and one Flaw, however, are
essential to this setting: True Faith and Echoes As two
halves of the same coin, they reflect the power common
belief hason magicians, Many additional Meritsand Flaws
can be found in Crusade Lore (the Storyteller screen and
supplement book), or The Book of Shadows (the players
guide for Mage: The Ascension).

Crue Saith (7 pt. Merit)

TrueFaith (with acapital "F") isin short supply, evenin
these religious times. A powerful force of belief, such Faith
» reflects apure, unblemished conviction in one's chosen deity.
.4~ Though associated with Christianity, it's not exclusive to die
2} Church. Pagans, Jews, Muslims and devotees of other creeds
have powerful beliefs, too. Indeed, with the corruption in the
Vatican, many Renai ssance Catholicsdespair. Soon, that doubt
and anger will give rise to a new kind of Christianity — the
varioustoniisof Protestantism. Now, however, it merely erodes
thefaith of the peopleand theclergy. It takesapuresoul to have
True Faith, and truth be told, most souls are not that pure.

In game terms, True Faith is a Numina — a Specia
Advantage that even mortals can purchase. Such Faith allows
acommonmantowardoff vampires, deflect magi ckal spellsand
sense the presence of the ungodly. Although you can purchase
it at acost of seven points per dot, True Faith cannot be raised
with experience pointsafterward. It |akesgood roleplaying and
in-character dedication to maintain a Faith rating, and even
moretoincreaseit. Obviously, thehigher therating, thegreater
the character's devotion to her religion and its tenets.

Each dor of Faith gives you one die of countermagick
(see Chapter VIII) in addition to its other effects. Most
peoplewith Fai th possess shining gold auras, although some

beliefscarry other colors. (Pagans often shine green or red;
Infernalists glow greenish-bluck and shamans "wear" a
shadowy totem figure.)
Mages may buy True Faith— it'sespecially appropriate
for Choristers, Gabrielites, Dreamspeakers, Verbena and
Infernalists (yes, faith in the Devil counts), all of whom |
sacrificeagreatdeal for their beliefs. Theinnatecountermagick
addsto the sorcerer'susual total . Faithisexpensive, however; a ||
maguswith even adot in Faith isaweaker magician. Asthe
Word of God says, no one can serve two masters.
. Y ou may drive away vampireswith aprayer
(Faithroll; difficulty =vampire'sWillpower);
Inferndists* feel uneasy in your presence.
One die of countennagick.

“ Y oucansensemagick asityou have Aware-
ness2. Y our prayers may causeavampireor
Infernalist physical pain. Two dice of
countermagick.

cregtures®. Thisisn'tan instant"witch detector,”
butaninnate"feel" for corruption. Night-folk %
feel uncomfortable inyour presence unless they
shareyour beliefs. Threediceof countermagick.
Vampirescannotturnyouintoaghoul;a magus
attempting to use Mind Arts against you
raiseshisdifficulty by two. Y our touch may
burnpowerful representativesof opposing
creeds{ Faithroll, difficulty 7; oneaggravated
HealthLevel persuccess); andyourprayers e
canharmyourenemies(noroll. Storyteller's
option). Four dice of countermagick.
A living saint; unholy foesfall to the ground
inanguishwhenyou pray at them (enemies
must spend a Willpower point to remain
nearby), andyoucanmakethemburnaswell.
Any Awakened being feel suneasy aroundyou,
and many avoid you whenever possible. Five
dice of countermagick.

* Or powerful followers of another religion — angels,
demons, saints, priests, etc. — and magi with the EchoesHaw,

Cchoes: (1-5pt. Slaw) f

Folklore harmsyou. From the earliest human societies, !".'.\ Iy
people have feared mages — and have developed ways of \“-\'\L -‘_ |
dealing with your kind! For some reason (probably related \/f
to the power of belief), the traditional superstitions apply to
you wherever you go. Deep inside, you may believe that you
are some unclean thing, or perhaps that pact with outside
powers came with certain strings attached.

The cost of the Flaw determines the severity and
frequency of the "echoes." Low-cost Flaws cause minor
inconveniences, while more "worthwhile" ones leave you
open to a host of problems.

LET Y]
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‘ ¢ 1 pt.—Very Minor: Slight manifestationsof noreal
consequence. Milk sours in your presence; bread will not
rise; aslight scent of sulfur followsin your wake.

« 2 pts. — Mild: The echoes become inconvenient.
Dogsgrowl and horsessweat whenyou'rearound; your gaze
causes flowers to sag; you must be invited into ahouse, and
cannot enter without some form of welcome.

« 3 pts. — Noticeable: To a trained occultist, you're
pretty obvious. Religioussymbolsdistract you; holy ground
repulses you; church bells break your concentration (per-
haps requiring aWillpower roll, difficulty 8, to keep aspell
from falling apart); the wind blows cold as you pass.

« 4 pts. — Distracting: You begin to stand out, even
among normal folks. Y our powers may be disturbed (see
above) by people who understand folk "counterspells” like
prayers and warding signs; you cannot pass a hex symbol, a
lineof saltor aholy threshol d; your shadow movesof itsown
accord; you do not cast reflections in silvered glass.

« 5 pts.— Severe: Reality shiftswhenyou'rearound,

evenwhen you don't want it to. Y ou will not sink inwater;
i psychically sensitive people may go into fits or convul-
sions nearby; animal s flee your presence if they can, and
small ones may even drop dead; a person who knowsfolk
cures can harm you by casting salt in your face, driving
nails into your footprints, burning alock of your hair, etc.
(Contested Willpower rolls, difficulty 6; if you lose, you
take one Health Level in unsoakable damage for each
success your opponent scores.)

Avete

Tempt me no more; for |

Have known the lightning's hour,

The poet's inward pride,

The certainty of power.

— Cecil Day-Lewis, "The Magnetic Mountain"

j| rete(pronouncedAlR-i-tay)isthefoun-

§| dation of the mystick's power — the

enlightened will. Throughit, themagus

directsCreation'smagickal dance. Such

awareness might slowly rise from igno-

\ 2 | rance, or may explode into a sudden
flood of understanding. It's not unusual for amystick to

acquire a lot of Arete (one to three dots) during her

Awakening, Progressing from there, however, is alabo-

riousroad.

Literallytheinnergenius, Aretemakesamaguswhat
she is. A combination of enlightenment, experience,
insight and sheer will, it defies easy categorization. Each
practice seesitahitdifferently, and few call Areteby that
nameat all, To the Craftmasons, Arete isthe Divine spark
guided by understanding; to the witch, it's the surging of
the gods within; the priest sees it as the blazing touch of
Divinity, while the Eastern mystick finds his balance

these views and many others are correct, and boil down to
the same essential thing.

Ingameterms, Areteletsyoumanipulatereality. The ‘
higheryourrank, thegreater your mystick strength, Every
dot of Arete gives you one die to roll tor magickal work-
ings. (See Chapter VII1.) As a mage's Arete rises, her
powerdoeslikewise.

Mage is more about growth and chall enge than about
raw power; consequently, a beginning character's Arete
cannot be higher than 3. Raising magickal consciousness
also demands more than experience and study; in most
cases (Storyteller's option), you'll have to go on an inner
questbeforeyou canadd toyour Aretescore. (See" Seekings'
in Chapter | and this chapter.) Experience points alone
cannot raise this Trait unless your Storyteller decides to ¥
concentrate on the material over the mystickal.

X Un-Awakened

- Eyes Just Opened

.. Talented
Novice
Disciplined
Commanding
Aware
Wise
Enlightened
Visionary
Transcendent

Game cffects of Arete

« Y our Areterating indicates the maximum amount of
dice you can roll to perform a magickal feat. If you don't
understand reality very well, you can't do much with it.

« Y ou may not possess Sphere ratings higher than your
Areterating, unlessthelatter hasbeen | owered throughloss
of Willpower. (See below.) Inthiscase, you'vestill got the
knowledge, but lack the ability to use it.

* Thegreatest magi learn that will istheonly thing you
truly need. Until that point, sorcerersare bound to the tools
and practicesthat define their understanding. At the high-
est levels of Arete, however, amagus can throw away the
instrumentsof her Art. At Arete 7, she can "buy off three
tools; for every point above the seventh, she may discard
three additional tools, until she reaches Arete 10, at which
time she may command Creation with sheer will alone.

* Magick demands confidence. It your permanent Will-
power rating drops below your Arete score, your magick
Dice Pool is limited to your Willpower rating until you
makeupthedifference. If Caesario'sWillpower dropped to
three dots while his Arete was 4, he couldn't use that last
dot (or his Rank Four Spheres) until he bought his Will-
power back to 4 or better. The understanding is there, but
the mystickal will is not.
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' Willpower

He that would govern others, first should be the master of
himself.
— Philip Massinger, The Bondsman
. &=y efore a wizard can progress in the Arts,

she mustfirstgrow strong. Withoutwill,

7 @ willpoweristhegiftthat separates man
: %% from the beasts. Animals and spirits
simply accept their lotinlife; humanswith sufficientwill
can changeit.
Personal will is a new and exciting concept in the
Dark Funrasricworld; thephrase"l think, thereforel am"

is over a century in the future. As a magus, you sow the §

seeds of that idea now, and you reap the harvest, too. It is

a marvelous thing to he free — costly, hut marvelous |

nonetheless.

In game terms, Willpower is handy in all kinds of
situations: You roll it under stress, spend it to push
yourself beyond endurance, use it to prevent magickal
disasters and refresh it when you reassert yourself.
When some task demands a superhuman effort, you
can spend Willpower to accomplish it — but be care-
ful! Afterawhile, your Willpower Pool might rundry,

leavingyou (or more specifically, your character) bro-

ken and exhausted.

Unlike many Traits, Willpower has two scores: Y our
permanent rating — the squares on the character sheet —
stays consistent; (his represents a character's overall

confidence. The temporary Willpower Pool— the circles

go up and down. When you spend a Willpower point,
you remove it from the Pool; the rating stays the same.
Really severe circumstances — like torture and failed
Seekings — can burn permanent Willpower, though.
When that happens, the magus has to rebuild her confi-
dence from the ground up. That can take months, years
oralifetime....
Willpower is used as the difficulty of many kinds of
rolls, too. Sleepersuse their Pool asthedifficulty, but mages
use their permanent rating instead.

. Weak

.o Timid

s Unassertive
sses Diffident
ssssse Certain
sesses Confident
——— Strong
ssssssss Controlled
sssssssas Iron-willed
ssssssssas Unshakable

-

there is no magick; oh, it exists, hut it's

Yoy
[ezsod

7
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« By spending a Willpower point, you can get one
automatic success in an action. You may use only one
point per turn this way, hut doing so grants a single
guaranteed success. During extended actions, this can
make a lot of difference. Only Awakened beings can use
their Willpower this way; mortals cannot.

« By rolling her Willpower, acharacter may resist the
effects of Mind magick. The difficulty for such rolls is
usually6. (See" Dodgingand Resistance," Chapter VI11.)
Botching such a roll might cost a temporary Willpower
point, depending on the Effect she was trying to resist.

*« When a mystick rolls a botch during a magick
casting, she can avert the worst effects of a Scourge
backlash. This isn't a cheap dodge — the feat costs a
Willpower point and apreviously rolled success, and still
results in failure — but by willing the worst not to
happen, the mage may escape disaster. This only works
once per casting; an Effect that is botched twice auto-
7 matically causes a backlash.

« A point of Willpower can also dispel Madness.
(See"The Scourge," Chapter VII1.) Thisrequiresaroll
aswell, but neutralizes one Scourge point in the process.
Only one point per game session (or per day, if you
prefer) can be spent this way.

* Some urges are too strong to ignore. When a
character faces an irresistible impulse ("Run!!!""), she-
can spend a Willpower point to stand firm. If the
situation continues, though, she may have to continue
spending Willpower to keep the reins in hand. This can
get nasty if the problem lasts longer than the character's
Willpower Pool... and torturers are notorious for their
patience.

LosingWillpower (Optional)
Everybody's got a breaking point. After a while,
severe shocks can shatter even the strongest walls. This
doesn't happen often, but when it does, a character
loses permanent Willpower points (the squares). Until
he can buy them back with experience points and
roleplaying, those points are gone for good. This op-
tional rule is left to the Storyteller's discretion, but
shouldn't he abused. We recommend that no trauma
reduce a mage's Willpower raring by more than two
points, total. Mages are not sissies.

« A magus who receives a strong shock (a severe

Mind attack, apersonal disaster or a Scourging) when his
Willpower Pool sits at one or helow loses one permanent
point from his rating.

« Prolonged emotional trauma (torture, heartbreak,
a disastrous Seeking, etc.) may cause the character to
lose a permanent Willpower point. This should only
happen during especially bad incidents.

i
Regaining Willpower
Confidence ebbs and swells. When your character |
gets a chance to restore his confidence, he can replen-
ish his Willpower Pool, returning it to its normal level:
« At theend of a story (not agame session), the characters
regainal theWillpower they spentduringthetale. Ifthestory
ended on an uncertain note, the Storyteller may limit this
amount until someway of restoringtheir f ai th hasbeen found.
« If a mage achieves some kind of special success
(discoveringanew land, destroyinganemesis, findingsome
logt lore, etc.), the victory might restore a point or two.
« When she acts accord ing to her Nature {see "Arche-
types'), she may regain one or two Willpower. (This
assumes good roleplaying; simply saying, "I beat people up
until | get my Willpower back" isabig no.)
« A maguswith agreat Destiny (see that Background)
can boost her confidence when shereally needs to. Fate has
plans tor her!
« For simplicity's sake, each character can just recover
one Willpower every morning when they wake up — anew
day givesonerenewed purpose. Thisonly worksonceper day .

Quintessence
and Scourging

Our Quintessence is as incorruptible as heaven.
— The Book of Quinte Essence (anonymous)
e T | S above, so below, A mage's body isa
reflection of hisspirit, and the balance
of Quintessence and Scourging within
his body offers aclue to the state of his
soul. Focus on "right behavior," and
/ your body and soul remain pure; squan-
der yourself on carelessness and folly, and you'll pay the
penalty. (See Chapters| and VIII.)

These two Traits oppose each other across a 20-space
wheel; Quintessence pointsare filled in from the left-hand
marker going clockwise, while Scourging blocks out spaces
counterclockwise from the same point. If the two ratings
overlap, Quintessence loses.

Scourge points wipe away Quintessence points if the two
meet somewhereonthewheel. I f, for example, amagewith 14
Quintessence and five Scourge gets Scourged for three more
points, those last two points displace thefirst two Quintessence
points. Tineoppositedoesnot occur; if awizardwith 12 Scourge
and six Quintessence absorbs three more Quintessence, only
two of those new points go on the wheel. The other islost.

Because these ratings might overlap on the track, we
recommend that you fill each type of rating with a
different mark, i.e., Quintessence with checks and
Scourge with "x's."
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Quintessence
| « A mage refines Prime Force through his Daemon
Background or Prime magick, or by absorbing it from a
Cray or Tass. The Daemon rating represents the maxi-
mum amount of Quintessence he can soak up per turn
through any means.

« Y ou can spend Quintessence to reduce the difficulty
of amagick roll. (See Chapter V1II.) For each point spent
thisway, lower your castingdifficulty number by one, toa
maximum of -3.

« Absorbing a Cray's energy into your Daemon re-
quires a Perception + Meditation roll (difficulty 7), up to
the limit of your Daemon rating. Channeling more Quin-
tessencefromaCray requiresaPrime 1 spdl; getting it from
Tass demands Prime 3. A Master of this force can draw
Quintessence from anywhere with a vain Prime 5 spell.
Each success equals one point of Quintessence absorbed.

« Quintessence is usually — but not always— invis-

ible. When huge spells shift it around, strange things
happen; cold winds blow, candles flicker and bystanders
feel an aching in their bones. Characters with the Aware-
nessTrait can sense Quintessence"in motion" (Perception
+ Awareness; difficulty 6 to 10, depending on the incident).
Magi in the spirit world can spot truly strong sources of
Quintessence — including people with high ratings — by
their luminous glow. Strong Resonance colors that glow
with appropriate hues. (See Chapter VI11.)
* Magicks that shunt large amounts of Quintessence
around are never casual; such Artstwist the fabric of reality
" itself. Consider "large amounts" to bedisturbancesinvolving
morethanfivepointsinaturn. Really largeshifts, involving
10 pointsor more, or really violent channelings, can actually
be seen by the mortal eye as bright ribbons, floods or explo-
Al sions. These manifestations are always vain.

77 Che Scourge

It takes a certain amount of hubristo juggle with
Creation; the more severe the juggling, the larger the risk.
4;  Full rules for magick and the Scourge can be found in
§= Chapter VIII.
s « A mage's Scourge rating makes up his Scourge Pool.
i Each pointonthewheel, combined with any pointshe has
just incurred, becomes one die in a backlash Dice Pool.
Storytellersroll this pool when things go horribly wrong.
« Given time, the Scourge fades. A magus with less
than 10 Scourge points can "bleed them off at a rate of
one point per week, assuming he performs no magick during
that time. If he has more than 10 points stored up, some-
thing has to give. Sooner or later, things will go wrong
somehow. Should our magus make it to Scourge 20 with-
outincident (unlikely), hemayeithergoeternally mador
go out in a spectacular calastrophe.

f)ealth

When the Devil sees that a man is weak, he strikes him
with a hatchet in order to make himfall into sin; but if he sees
that he is strong, he then strikes him with an ax. T

— Girolama Savonarola

(See also "Mortality,” Chapter VI1I)
ounds, sickness and other conditions
affect the Health Trait. Whenever some-
thing injures your mage, you subtract
Health Levels to reflect the damage.
Healthy charactershaveeight Levelsto
lose; each one lost penalizes that person
by subtractlng from his Dice Pools. The more injury a
character sustains, the worse his condition. It the penalty f
exceeds that person's Dice Pool, he's helpless.

tated or bel ow doeshe take magick roll penalties. Evenif the #
damage is healed, pain or other traumamay remain. While 3=
this need not subtract from Dice Pools, the player should
keep his mage's injuries in mind, even after they heal.

It'sworth noting that magi are mortal; without magickal
aid, they're as susceptible to sickness, injury and death as any
other human being. Truly severe attacks (called aggravated
damage see Chapter VII) cannot he soaked without some
powerful Life-based spell. Fire, werebeast clawsand thefangs of
undeac! corpses can end amystick's career with great and final
haste. Beware!

Chavacter Progress

Halfway along the journey of our life,
Having strayed from the right path and lost it,
| awoke to find myself in a dark wood.
— Dante Alighieri, The Inferno
]| ver time, the statue you've made (your

| character) will begintomove. It'sinevi-
table — as agents of change, magi
transform themselves and their world / v
Al simply by existing. A callow apprentice |
B =k )| becomes a cocky sorcerer in a blink of
the Devil's eye; in time, he might Ascend to the Zenith or ‘\\ W"" 4
Fall into the thorns of temptation and sin. The Path he \‘-:_/‘l
walks will follow him, and the echoes of his passing will
linger for years, decades or centuries to come.

Every magus, regardlessof cul tureor practice, passesthrough
four stages: Awareness, Instruction, Conflict and Resolution. Chap-
ter | describesthepitfallsand possibilities, and your ownprivate
drama will bear them our. A handful of systems and guidelines
reflect thosefour stages; whilemany of themareoptional, all are
worthperusing, if only for suggestionsof thechallengestocome.
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Imagine yourself in afoggy wood: Roots reach out to
trip you. Strange sounds echo just out of sight. Chill winds
raise goose flesh on your arms. There's a presence in the
night, hut you can't see it. It's stalkingyou, hut there's not
a damned thing you can do about it. Dame Fortune's coins
clink on the verge of perception; your purse is empty, hut
you've got afeeling it won't be for long.

Welcome to the world of the un-Awakened mage.
Too aware to he blind, she staggers through an eldritch
wood. At this stage, our magus holds a guttering candle
and watches the shadows swirling out of reach. Most
sorcerers have terrible dreams and uncanny visitations
justbeforeAwakening. Someaspiringfolk seek outaware-
ness, hut for many sorcerers, magick is a birthright, not a
study. Sheltering her meager flame, the searcher feeds it
with knowledge, secrets and devotion. If she's truly dar-
ing, she might cast it away, open her eyes wide and stride
boldly into the night.

The Awakening cuts through this gloaming; the shapes
hurst into sudden clarity, or deepen into solid form. Some
Awakenings are violent, slaps from the Otherworlds;
others steal upon amage like afog. Perhaps she has a tutor
leading her through the Mists (like Renaud in the Pre-
lude), perhapsshesimply muddlesher way through (like
Melusine). Either way, the Awakening parts the Mists and
exposes the Path. The woods are still dangerous — more
hazardous than ever, in fact — but at least our mage has
some idea where to go.

Che Affinity Sphere (Optional)

More often than not, the incident or study that brings
on the Awakening resonates throughout the sorcerer's life.
An important moment— adeadly fire, an encounter with
the spirit world, etc. — can leave its mark in the mage's
Arts. This moment forges a link between the sorcerer, her
personality and her powers — a link that never fades.

In Mage, amagus is areflection of her powers; those
powers reflect her in return. In game terms, this creates
an affinity Shere — the first and most important magickal
element in amystick arsenal. When you're building your
| character, that Sphere is the first one you place; when
you're establishing her personality, keep that Sphere in
mind. Regardless of the culture she comes from or the
style she prefers, your character's affinity Sphere ought
to add a few twists and quirks to her concept. Note that
while the societies given in the next chapter all feature
"affinity Sphere" listings, you don't have to go by the
hook. At this early point, the Traditions and Conven-
tions are still discovering who they are; in later days,
those societies will train their initiates with a "group
Sphere"; now, however, affinities are suggestions, not
commandments. Y our road is clear.

In roleplaying terms, an affinity Sphere manifests in
several ways; it may trigger the Awakening (like the nun
"adopted" by Forces when she Awakens during a storm),
indicate personality quirks (like the Spirit talent that
guides a dreamy mystick), reflect study (like the Matter-
trained blacksmith who schools his apprentices in Matter,
too), or personify the god or spirit your mage follows (for a
priestess of Venus, Life is a natural "first step”). Since a
wizard is, by extension, magickal, it makes sense that the
Art he masters should play some part in his personality.

Asarule, the affinity Sphere ought to have the highest
rating. When (if) your magusdiscards her ritual tools (see
"Arete"), the affinity Sphere makes a good place to start.
You aso could count some aspect of that affinity as a
specialty (see "Traits") if the Storyteller allows; the storm-
nun, for example, might count "Storm-magick” as a Forces &
specialty, and re-roll any "10s' that come up during weather-
related castings. This option offers the character a hit of an
edge and adds new roleplaying possibilities. An affinity
Sphere isalso cheaper to raise with experience points. (See
the Experience Costs chart.) This reflects the bond be-
tween the magus and her first love — her first Art.

Wild Calent (Optional)

During an intense Awakening, a magus might display a
wild talent—a sudden, uncontrollable power that transcends
her later skills. Depending on the story and circumstances,
such talentsmight includeuncanny perceptions (like Renaud's
visions), a potent inspiration (like the artisan who wakes up
one morning and builds a miraculous Device), or an unex-
pected burst of raw power (like the village girl who, when
attacked, burns her would-be rapists to cinders).

Such powers surge up just before or during the Awak-
ening; dramatically, they surprisethefuture magusasmuch
as anyone else, and usually cause a lot of trouble before the
magickal training takes over, In game terms, such powers jc
occur at the Storyteller's whim, and are completely outside
the player's control, Foravery brief time (a scene or two),
the character commands abilitiesfar above her later Arete
and Spheres. That command, however, is more instinctive
than deliberate. The player may want to do something, but
the Storyteller decides what happens and how. A crisis
forces the mage to reach into herself and the magick bursts
forth. Wild talent makes an ideal prelude hook: At the
beginning of the tale, your character isanormal person; by
the end, she isforever changed.

Instruction

Magick may bethenatural way of man, hut you'vestill
got to learn how to use it. Even in cultures where magick is
common, the Sorcerer's Path is not, It's far too easy to
wander off into the brambles if you lack training and
experience. To avoid an early death, a mage needs to learn
what she is and what she can do.
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When curiosity and insight give way to instruction,
the would-be magus must find a tutor. Sometimes, like
Kalid, that teacher comes of his own accord; perhaps he
notices the student's potential, or ends up stuck with
her as part of a bargain or vow. Or maybe our aspiring
wizard seeks the mentor out and offers herself as his
apprentice, or enters an arcane order that grooms sev-
eral students at once. In rhis age, it's not unlikely that
desperate circumstances — war, famine, forced mar-
riage — brought master and pupil together by chance.
Whatever the story behind the apprenticeship — and
there should be a story there — the young mage con-
scripts the services of a teacher,

The Instruction Skill and Mentor Background cover
the system side ot apprenticeship (pages 20, 121 and
140); the dramatic side of the bond, however, isfar more
important. No matter what kind of apprenticeship our
young mage undergoes, the experience will shape the
magus she becomes.

In the Dark Fantastic era, mystick instruction is
demanding; with eager pupils on one side and rival sects
and angry churchmen on the other, a mentor must be
choosy. He'll assumeaparental roleinasorcerer'slife, and
may even demand life-or-death dominion over her. Once
awizard takeson astudent, he becomesresponsible for her
actions; her disgraces become his, and in magickal society,
that's aheavy charge. An aspiring magus is going to have
to prove her worth, and that could take months or years of
service. For her part, the student becomes the "child" of
herinstructor; thementor may bekindly, abusive, insight-
# ful or distracted, but hisactions will impact on the pupil's
view of magick- Even after they part company — if they do
— the master's shadow looms across his student'slifeina
dozen different ways.

At the beginning of the chronicle, your mage might
still be under her mentor's care; if not, she may be recently
released and dealing with her new life as an independent
magus. Even then, however, the lessons and traumas of
apprenticeship follow her; doubtless, her teacher has
friends, enemies, alliesand loved oneswho'll beinterested
in the new pupil. Is there some lingering spite from
another apprentice? A would-be lover who noticed the
pupil during her tutelage? A crusty old master who wants
to destroy dl that the teacher has made? Most of these
questions remain in the Storyteller's hands, but they're
worth considering when your magus walks on-stage. The
master-student relationship is one of the most significant
events amage will ever know.

Che Daemon

A mentor of adifferent kind, the Daemon, provides
instruction from within. In the beginning, it nags the
aspirant toward a crisis that will throw open the doors of

mystick insight; after that, it lures, frightens, seduces or
guides the magician along her Path. Depending on the
Essence of the spirit (see "Essences"), the beliefs of the
mage and the circumstances of the chronicle, the rela-
tionship between the sorcerer and her guardian soul may
be comforting, confusing or downright terrifying. (See /4
the Prelude.) |
As the sorcerer progresses, the Daemon leads her on
asemi-guided tour of her life. At crisispoints, it inspires
a Seeking— a symholic journey through the mage's soul.
Conflicts and obstacles rise out of these Mists like moun-
tains; to go beyond them, the aspirant must confront them
to the Daemon's satisfaction. The spirit, then, becomes a

the watchtower of magick.

Awarding €xperience
and Raising Backgrounds

The Storyteller should award his players one auto-
matic experience point per game sesson, plus an
additional point for thefollowing examplesof good play:

« Learning from some new experience.

« Noticing an important clue or taking some
unusual action that worked.

« Achieving agreat triumph (defeating an arch-
enemy, discovering a vital secret, saving someone,
gaining a new aly, consummating a romance, €tc.).

« Showing great wisdom, restraint or vision,
especially when doing so leads to victory.

« Exceptional roleplaying (acting out a crisis,
improvising good dialogue, getting the troupe fired
up about the game, etc.).

« Playing in character, even when doing so put
the character at risk.

« Acting heroically, especially if the deed put
the character at risk.

As arule, assign from one to four experience
pointsper session, with theupper limit being reserved
for realy kick-ass sessions and roleplaying. Don't be
afraid to ask the troupe's opinion of the story and their
part in it; the tale is a group effort, after all.

Occasiondly, a dot or two in a Background will
seem more gppropriate than experience points. |If
Caesario the Fool makes a friend insde the Medici
family, for example, you might give hisplayer adot in
Allies or Spies. A whole cabal might receive some
shared Background dots if that seems appropriate. In
general, limit new Background dots to one point per
player per session, unless the situation demandsareally
generous "bonus' (Caesario wins apile of gold, so his
player raises his Resources from 0 to 3). And don't
forget: Backgroundsalways come with strings attached.
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in system terms, the Daemon Background rating mea-
sures the power of the Mystick Self; that rating isn't set,
however — a Daemon could grow stronger or weaker over
the course of achronicle. Asit waxesand wanes, the guiding
personality may grow more intrusive or disappear com-
pletely. The interplay between mage and Daemon can provide
, awhole new level for the story, so it's a good idea to decide
the nature and appearance of your character's"inner magus.”
You might leave the choice to your Storyteller, too, and let
him surprise you with the Daemon's "demands.” In this age,
it's entirely possible that your magus sees the Daemon as a
separate entity — an angel, a tempter, etc. — and acts
accordingly. In game terms, however, the Daemon is an
aspect of the mage — both "characters' are one.

Conflict

Magicians do not study their way to grace. Instead,

7, her, just as she changes the world, and several of those
\ "4 =
(@f’ changes are worth going into....

Seekings (Optional)

Ideally, a wizard embarks on Seekings to learn more
about her Arts and herself. Sitting in a library may teach
you facts, but they cannot grant the vision to move the
world with those facts. That insight comes partly through
lifeexperiencesand partly throughreflection. Themanifes-
tationsof thatreflectiontakeamageliterally out of her skin
. and send her into symbolic landscapes.

Inlater days, it will be said that Seekings occur in the
| mind, that a mystick never actually Leaves her body, but

goes deep inside her subconscious. In this age, however,
the Seeking isvery much an Otherworldly journey. Guard-
ian spirits or totem animals whisk the sorcerer into a
personal Purgatory where obstacles are met... and hope-
fully defeated.

Chapters | and VI go into more detail about this
mystick journey. Depending on your troupe's preferences,
. you might play out a Seeking whenever you want to raise
your mage's Arete, or discard the idea and simply let
experience take care of the |earning process.

Cxperience Points

As the play continues, the characters gain experience.
points — character points that allow you to improve your
sorcerer's Traits. The "prices’ vary considerably and can be
found on the Experience Cost chart.

People don't get better at something without study
and practice; each time you raise a Trait, tell the Story-
teller what your character has been doing to improve
herself. Raising Stealth, for instance, might involve a

month or so of practice under various conditions — }
tiptoeing on squeaky floors, stalking deer, etc. Many skills
require some sort of tutor, if only to tell you where to find
the knowledge you're after.

Magick always involves study, practice and experi-
mentation. To raise a Sphere (or learn a new one), your
sorcerer must find a teacher of the same practice and study
with him for awhile, In later days, mysticks may learn to
"cross-train" each other on common Arts, Now, however,
it's a rare sorcerer who'll even admit that other orders
practice legitimate magick. The isolation and prejudice of
the time makes it near-Impossible to train with someone
of a different belief. The Council and Conventions are
doing what they can to alleviate this problem; some
visionaries have discovered common ground among the
Spheres of Creation. For the most part, however, amagus
needs to study with her own kind before she can advance
in her Arts. Such learning takes at least one month per
Sphere level at the lower ranks (1-3), and possibly ayear
or more per level for the higher ones (4-6).

Traits don't raise themselves. As you spend experience
points in "real-time," set aside some "game-time" between
stories while your character finds resources and betters her-
self, then add the increased Trait to your sheet afterward.

Hubris

Pride isoneof the Seven Deadly Sins, and magi haveitin
spades. That colossal sin inspires fear, which in turn inspires
witch-hunts. Wizards aspire to the mantle of Divinity; in the
process, they often endanger the mortals at their feet — and
their own souls. The Order of Reason rose from the ashes of a
corrupt Covenant; ironically, it later corruptsitself. Theresa
lesson in that — one every magus should learn.

Hubriswarpsawizard'sArtsand actions. A pride-filled
magusisn't muchdifferentfrom apower-gamer; neither one
aspires to anything higher than domination. A proud sor-
cerer grows careless, endangering his surroundings and
leading himself to the edge of a precipice. After awhile, his
magick reflects his "dark side"; demons caper in the shad-
ows as he whips up storms, and angels weep. Sooner or later,
he'll get careless, and things will begin to go wrong___

Pride isn't something you candefine with aTrait; itisn't
always bad, either. To a point, a magus must be proud —
Creationwill not obey acoward. Problemsarisewhen magick
goes to the sorcerer's head, when he loses his beliefsin ahaze
of power. It happens to everybody; the trick is to make it a
roleplaying experience — to lead your character up to the
precipice without stepping over it, or to hurl him off the cliff
and piny out theaftermath. (See Marlowe's Doctor Faustus .)

Chapter VI covers the Storytelling side of hubris; as a
player, you can show the temptations of pride through good
roleplaying. The Sorcerers Crusade doesn't have to be a
morality play, of course, but there'sawealth of dramain the
lure of pride.
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Nature, Demeanor,
=) Arete and Willpower

3 People change, sometimes drastically. The sorcerer who
J startedherjourney asatempestuousloner might acquireaquiet
srength that displacesthe old anger. In story terms, you should
heopentotheideaof change. Asyoufulfill motivationsor watch |
them slideaway, alter your mage's expectations and assign her
new motivations — goals based on the ongoing story.

In game terms, characters sometimes shift personality
Archetypes; aWaif could become aGuardian at heart once she
| findsacause to champion. Changing Demeanor is easy; Y our

character simply behaves differently. Nature is harder — a
changethatdrasti coughttoriseoutof someintenserol eplaying,
especially if it'sabigshift (aMartyr becoming aRenunciate,
for instance). People in this eratend to believe they're tared to
theirlot; rebellingagainstitispossible, butwrenching. Insan-
ity mighttwist Archetypesaround, too, especially if themage's
Nature played some part in "catching” the madness.

Hopefully, amagician elevatesherself asshe learnsher ¥
Arts; that change usually plays hell with her perspective,
though. As the character's Arete rises, her priorities and
goals do likewise. Sometimes, the sorcerer loses Arete, and
her vision stumbles. That kind of drop is akin to tossing a
sleeping princess into a hermit's hovel; when she awakens,
she needs to find her way home again.

Victory can make a man giddy; tragedy can bum him to
the ground. When apermanent Willpower ratingrisesor falls,
the effects should shake the character, A mage flushed with
confidence ought to swagger; abroken one will stammer and
cry. The "Traits" sectiondetailsthe rules, but the roleplaying
comesfrom you. Experience pointsonly suggest thereal story.

Resolution

Sowhat happens?Does Prospero cast hisbooksaside? Does
Joanriseinroeternity, ordersFaustusdamnhimselftoHell The
Pathof Thornsbearsthat namefor areason; it'sapricklyjourney
fromapprenticetoarchmage, andfew sorcererssurvivethetrip.
Therisk, however, makes the game worthwhile.

Sages speak of the Path of Gold and of the Ascension
glittering at theend of that Path. On alower level, the Zenith 4%
offers raw power and endless wisdom, And then there's the [/
cliff, and the Fall below. Supposedly, all magi aspire to Ascen-
4 sion whether they realize it or not, but inthis day and age, no \"
one can be certain. The Council and the Conventions have
both made ahigher ideal their priority, but each side seemsfar
from itslofty goals. In the meantime, each individual magus
chooses hisor her road. Some Ascend 10 the heavens and join
the gods or saints; others attain great power, Fal to the
Adversary or lose themselves in eternal servitude.

At the top of the mountain, three ends await: Power,
Transcendence and Destruction. Which onewill you choose?

I'll bet that choice makes for one hell of a story....
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 Character Creation Process  €ssences
. « Cagtellum: Fortresses of order, such urgesslay dragonswithin
« Step One: Character Concept (see Options, below) and without.
Choose Conoept, Society, Essence, Nature and Demeanor , £yrq: Dragons of the soul, these fiery Essences seek Divinity
Decide style of magick, beliefs and personal history in chaos.

| * Step Two: Select Attributes
Prioritise the three categories: Physical, Social, Mental (7/5/3)
Choose Physical Traits: Strength, Stamina, Dexterity
ChooseSocial Traits: Charisma, Manipul ation, A ppearance
Choose Mental Traits: Perception, Intelligence, Wits

* Step Three: Select Attributes (see below)
Prioritizethethreecategories: Talents, Skills, Knowledges
Choose Talents, Skills, Knowledges (13/9/5)
No Attribute higher than 3 at this stage

* Step Four: Select Advantages (see Options, below)
Choose Backgrounds (7), Spheres (6)

« Step Five: Finishing Touches
Record Arete (1), Willpower (5)
Spend Freebie Points (15)

N7 Options

concepts

(See also "Antagonists" in the Appendix.)

« Artist: Sculptor, painter, singer, architect, poet, patron, writer

« Bastard: Vengeful child, loyal brother/sister, disinherited
child, family aide, lost son/daughter

« Clergy: Bishop, priest,friar, pardoner, nun, I nquisitor, monk,
missonary

« Courtier: Diplomat, spy, bailiff, courtesan, facilitator, proxy

« Craftsman: Blacksmith, artisan, mapmaker, tailor, physician,
midwife, stonecuiter, farmer, groom, shepherd, tinker, shoe-
maker, brewer, innkeeper

« Explorer: Sailor, Skyrigger, navigator, impressed (unwilling)
seaman, stowaway, emissary, rich traveler

* Heretic: Pagan, shaman, false prophet, Muslim, atheist,
renunciate, Sephardim, Martano, Protestant/Catholic

« Merchant: Merchant prince, pardoner, adventuresome
trader, peddler, appraiser, accountant

« Nobility: Prince(ss), lady, count/countess, lord, knight, spoiled
child, sheik, sultan, chief

« Scholar: Sage, wise one, theorist, philosopher, Classcsscholar,
monk, scientist, professor

« Servant: Mistress, nurse, groom, cook, scullery maid, manservant,
lady in waiting, courier, assassin

« Soldier: Enforcer, mercenary, knight, squire, martial artist,
kxtyguard, artillerist, archer, conquistador, defender of thefaith

« Stranger: Tribesman (Africanor American), Oriental traveler,
Arabian visitor, heathen, hermit, Moor

« Swashbuckler: Adventurer, fop, rake, rogue, wench, elite
guardsman, sellsword

« Vagabond: Travelingplayer, beggar, thief, camp follower,
gypsy, war-scarred veteran

* Mare: Deep asthesea, theseprimordial souls set their roots
in nature and eternity.

« Sussuro: Laughing winds bound on an endless quest.

Archetypes (Rature & Demeanor)

Architect: You leave alegacy behind.

Benefactor: Wealth isworth nothing unless you share it.

Guardian: Your strength is others' defense.

Martyr: Self-sacrifice is your pleasure and conviction.

Renunciate: Shadowed by an old life, you try to come to terms
with the present.

Sage: Learning is your meat, drink and breath.

Sensualist: Life isabanquet for those who truly devour it.

Supplicant: You serve agreater being; itswill is your own.

Theorist: Great ideas burn within you.

Trickster: Nothingissacred, andnojestisgreaterthanlife itself.

Waif: A lost child, you get all that others can give you.

Socicties
(See also Chapter V.)
« The Disparate: Independent magi who follow their own
Paths. . -
The Council of Traditions

« Ahl-i-Batin: Weaversof theWeb of Faith, these Arabian i

mysticksseek unity for aII

devastating mental and martial arts.

« Chakravanti/Euthanatoi: Forbidding mysticks riding the
Wheel of death and rebirth.

« Chooer Celeste: Christian heretics united by God's song and
the call of a greater faith.

« Dream-speakers: Shamans from unknown lands, united
by their insight into the spirit ways.

* Order of Hermes Proud wizards with elaborate protocols
and mighty Arts.

« Seers of Chronos: Bizarre visionaries, known for their
carnal appetites and transcendent prophecies.

« Solificati: Wealthy alchemists pursuing the Great Art— to
refine base matter into perfect spirit.

« Verbena: Hunters and hunted, these witches preserve their
Pagan faiths.

The Order of Reason

« Artificers; Master craftsmen united by mechanical creativity.

« Cabal of Pure Thought: True believers seeking one world
under God,

* Celestial Masters: Skymasters charting and exploring the
heavens... and beyond.




= T | cHAPTER IV: S —
X e THE % ;‘
= = CHARACTER | — e
« Craftmasons: Hard-working folk with ancient secretsand Life: An insight into living things. fl

ironwill.

« High Guild: Nothinghappenswithout money; these Grand
Financiers make things happen.

«HippocraticCir cle: Mustersof thehealingartsandlivingflesh.

« Ksirafai: A groupthat doesn't exist, theseintriguersset the
Order's plans in motion.

« Void Seekers: Explorerswith an eyetothe eternal horizon.

General Abilities

« Talents: Alertness, Artist, Athletics, Awareness, Brawl,
Dodge, Expression, I nstruction, Intimidation, Larceny,
Subterfuge

« Skills: Anima Ken, Archery, Crafts, Etiquette, Leadership,
Meditation, Melee, Research, Riding, Stealth, Survival

« Knowledges: Academies Culture, Enigmas, Investigation,
Law, Linguistics, Lore, Medicine, Metaphysics, Occult,
Science

Other Abilities

« Talents: Dancing, Intrigue, Invention, Logic, Seduction,
Singing

« Skills Acrobatics, Artillerist, Do, Fencing, Firearms, Torture

« Knowledges: Cosmology, Hearth Wisdom, Herbal ism,
Moneylending, Poisons, Secret Code Language

Backgrounds

« Allies: Y our companions, from mortal acolytes to super-
natural beings.

« Arcane: A mystick ability to avoid attention.

« Covenant: Y our cabal'smeeting place; it may beaplaceyou
own or afellowship you belong to.

« Cray: A nearby wellspring ot Quintessence.

« Daemon: Y our mysticksell; thisTrait reflectsthepower and
personality of that "other half."

« Destiny: Some mages are destined to do great things— or
die in great ways.

« Familiar: A magickal companionwithsomespecid talents.

« Influence: Your status in the mortal world.

«Library: A repository otmagickal knowledgeandhel pful lore.

* Magickal Treasure: A powerful item isinyour possession.

« Mentor: Y our master, teacher and guardian.

« Resources: Y our access to cash and property.

« Sanctum: A spaceyou haveset toryourself; your placeof power.

« Spies: An information network you control,

Spheres

(See also Chapter VIII.)
« Connection: Undersigning the tiesBetween people and places.
« Entropy: Mastery of Fate, Fortune and Decay.

« Forces: Command over the elements.

Y

« Matter: A grasp of cold matter and solid materials.
« Mind: A key to the workings of the mind.

* Prime: Command over Quintessence, the cornerstone of ||
the universe.

« Spirit: Insight into the spirit world and its many aspects
and inhabitants.

« Time: An understanding of past, present, future and the |
roads between them,

Merits and Slaws

(See also Crusade Lore and The Book of Shadows.)

* True Faith (cost 7+): With piousness and faith, you
perform miracles.

« Echoes (adds 1-5 freebie points): Folklore can harm
you — and does!

Srecbie Points

Trait Cost

Attributes 5 per dot

Abilities 2 per dot

Backgrounds 1 per dot

Merits & Flaws (variable)

Arete 4 per dot

Willpower 1 per dot

Spheres 7 per dor

Quintessence 1 point per four dots
Cxperience Costs

Trait Cost

New Ability 4

New Sphere 10

Willpower current rating

Knowledges current rating

Talents and Skills current rating x 2

Attributes current rating x 4

Affinity Sphere current rating ¥ 7

Other Spheres current rating x 8

Arete current raring x 8
Health Levels
Bruised No action penalties. \-\‘:‘ :@;.
Hurt -1 Mildly hurt; movement isn't hindered. ‘i\\\\_,»"‘
Injured -1 Minorinjuries; littlehindrancetomovement.
Wounded -2 Character cannot run, but can still walk.
Mauled -2 Badly injured; character can only hobble

about.

Crippled -5 Severelyinjured; charactercanonlycrawl.
Incapacitated Completely incapable of movement. An

Incapacitated mageisvery closetodeath.
Ifhelosesone more Health Level, hedies.
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INTRODUCTION

[1117] The Cryst
1: | ),| A sleepless night had passed, Agnesa's throat felt parched from
i her constant prayer s. Bui as dawn lit the cottage, the childfell intoa

healing leep. Karel, the stranger from the graveyard, finally saw in

{oorey 10 hisweariness and slumped against the wall.
T T, "He will live," said Karel, smiling wearily, "though he will bear

y Jf(} a deep scar all his life from where | excised the poisoned wound. He
;.,g'»r{ may well live toaripeoldage." Agnesa dropped her eyes, ashamed far
'{L"- e her anger against this man. While she had prayed, Karel had acted,
— and done so wisdly. In Agnesas silence, Karel spoke again: "Listen
Tlky, 3 to me, m'lady. | want to meet again. Our convictionsmay differ, but

e

4‘? # ourgoalsare thesame. Why must we beenemies? | wouldgladlyteach
[ ,a' you healingifyou will lend to me the skills | lack: the arts of mercy and
*‘F’ pity. How can | 'do no harm' without them?"

» Agnesa came straight to the point. "Ifyou believein scienceand
i

reason, how can you still believe in God? How can your laws explain

¥ magick, which we both know to be as real as we are?"

] " do accept that God exists," he replied, "but | also believe that

@ man must take control of his own destiny. Can you truly say that
davery isjust, or that it is wrong to discover curesfor disease, or that

v we should not build devices; to make the day's work a little lighter?"

She had no reply.

On the longroad home, shefinally nodded her agreement. There
were enemies enough in the world without making more when there
wasno need.

In the stable, Bartolomeo curried his coal-black stallion. As
Agnesaentered, her "brother" stared at her coldly, not utteringaword.

A long winter wasjust beginning.

| am not so very eager to belong to a definite
school of thought; | am striving for truth.
— Dante Alighieri

War Along the Path

Magi, like kings, always want their way. Confronted
with "heretica" practices, many sorcerers try to convert
subvert or destroy their "rivals." This is an intolerant age,
and even Enlightened folk fear the stranger beside them.
Sometimes, that's a good idea. The night holds many
enemies. Other times, though, fear breeds war. Now is one
of those times.

The truth of magick — that all Paths lead to the same |
peak — isobscured by fogs of orthodoxy. "If you're not with
me," cries the traveler, "you're against me." As the Mists
darken and the stormrolls in, however, that traveler might
reach out to his old foes There is, after al, strength in
numbers. Hence, many sects join hands in the darkness.
Their unions create two confederations - the Order of

Reason and the Council of Nine — that face off against F

each other. Those who refuse to join either circle are left

outside. |
\

Tk
fellowships are unsteady, uncertain. The Order is growing ‘\}i\

N

Infutureyears, therivalry will grow bitter. Now, both ||

stronger quickly, hut the Council's sorcerers have centuries
of tradition on their side. Those traditions, however, keep
the old sects at arms' length. To survive the coining storm,
new Traditions must replace old ones. A new idea —
Ascension — must replace the old greed. A new Council
must replace the old rivalries, or al those traditions (and
Traditions) will be swept away.
Good luck. It's going to be a long night.

il

o
e
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Despite their rivalries, all mystickal societies have a
few things in common:

» The members share a common faith, or at least a
| common ideal.

» The group has established protocols, initiations, a
hierarchy and a goal.

* The sorcerers embrace some common style — sha-
manism, witchcraft, etc. —as an expression of their beliefs
and ideals.

« Everyone works toward a common goal (at least in
theory), and shares common enemies (often lots of them).

Even 0, each magus is an individual In aworld where so
many people definethemselvesassmall partsof alarger plan,
the Awakened are simply themselves. No matter which
society awizard joins, heis, first and foremost, a magus,

It's also vitally important to remember that societies

H worki ng together. Within a society's ranks, hundreds or
even thousands of people — each with his own agenda,
personality and motivations — come together. Certain
generalizations apply, but each magus s, at heart, hisown
person. A Chorister can be greedy and hateful; a Verbena
could be shy and timid; an Artificer might be afraid of fire.
Wizardsare people, and peopledo not come inidentical sets.
Incidentally, individual s often work together, even if
they belong to groups that hate each other. Friendship
might be a bit problematic, but given enough motivation,
anyone can ally themselves with anyone else (for a while,
3§\, at least).
) . Bearing that in mind, we can approach the various
L AR
AN

| mystickal societies as fellowships with certain things in
‘.'-“ common. To make life easier for everyone, each listing
‘Q\ig‘ .u;[g followsasimilar format:

%9'/ Introduction: An overview of the group and its gen-

IM} eral history and goals.

Philosophy: The society's general view of life, magick
and Creation.

Toolsand Style: Whileeach magus practices her own
specialties, most societiesform around asimilar approach to
.\ magick. This listing reflects the teachings, preferences and
f tools associated with the group. These descriptions are not
| exclusive, simply common, and do not restrict a magus to
the options listed.

Organization: Some societiesarefairly informal; oth-
erspractice strict hierarchies and chains of command. This
section reflects the group'soverall makeup and coherence-

Primus (or Maximi): The official leader(s) of the
society.

Initiation: Some groups come to you; others demand a
rigorous test for membership. This section shows how most
members join.

Affinities: Some groups, by their overall tempera- ||}
ment, attract people who specialize in certain Arts. This
listing describes the fellowship's master Sphere and the
element that suits it best.

Followers: The sorts of mortals who are drawn to
service or companionship.

Concepts: Common professions and personalities
within the society. A good starting point for player charac-
ters.

Stereotypes: Most societies feel their way is best.
These views present common (mis)conceptions they hold
about other notable groups.

Note that most of the historical events mentioned in
the group descriptions can be found on the "Magician's
Timeline" in Chapter II.

Middle Paths:The
Disparate

Some people simply wish to he left aone. Others
belong to small sects, hut want nothing to do with larger
conflicts. The largest group of magicians in thisworld is not
agroup at all, but the vast body of mystick sorcerers who
wish to remain apart.

Most Awakened Ones crave their own destinies. Many-
attend the nine-year deliberation, make alliances or leave
other groups behind; avast majority, though, gather intotiny
sects or simply stay home. Called "Disparates,” these inde-
pendent sorcerers find themselves in a crofter's dilemma:
Whenarmiesarriveat your farm and want tofight over it, you
have four options: hide, flee, join an army or die.

For the moment, most Disparates keep their indepen- ¢
dence. In time, however, the larger conflict overwhelms
the average sorcerer. Associeties become nation-states, the
solitaries in their path must either join, step aside or be
swept into the furrows for the next harvest. The Ascension
War itself claims many lives; thewitch-fires and wars that
crackle through the next two centuries consume others;
those Disparate who survive the torch, spell and blade fall
to hubrisand night-folk conspiracies. With thispurge, the
spirit of magick falters; like a candle drowned in wax, it
gutters and fades.

Over time, many "Crafts' emerge and prosper. Dispar-
ate societies and isolated sects, these organizations inspire
the newer generations of magi. As the Order of Reason and
mortal explorers reach across the world, they turn over the
soil and prepare anew harvest. Intheir wake, the Craftsrise
like angry ants disturbed in their nests. By the late-20th
century, the Path of Thorns will see many new travelers
who reject the Council and Conventions. The legacy of the
Disparate never really dies.
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Cbc Coungil oftbe Nine
' Mystick Teaditions

Time has not changed my ancient faith;

the bond is still us tight as | tied it then;

nor has the bitter fruit, that | ever gather

made the high cause less precious to my heart.
- Victoria Colonna, "Love Poem V"

5 Unite ov Die

ItisJudgment Day.
The signs have been coming for decades: the rise of a
monolithic Order; the invention of strange new machines;

"‘ %_ theravages of plagues and warsthat have left most countries

LR
&
d-

desolate. Changeisintheair; eveninlandsthat havenever
seen a white man, people sense the coining storm. When it
breaks— which it hasbeguntodo— every man and woman

will need somewhere to run and someone to cling to.
e

Dreamsand prophecieshaveforetold thisday. Thevoices

\: cryinginthewilderness, solongignored, have begun to make

snse Before that tempest roars down, many magi feel, a
shelter must he constructed. A final stand must he prepared.
The shelter: Horizon, the world beyond the clouds. The final
stand The Council of the Nine Myst|ck Traditions.

That word — Traditions — is vital. If anything is to
survive the storm, it must be rooted in the ancient ways.
Although many or the setts that now join hands are new
confederations,thefai thsthey preservereachintoantiquity.
New Paths must he charted, but to prosper, they must lead
back to familiar roads — and forward toward new ideals.

Thewizards are not blamel ess. Judgment Day hascome,
in part, because of magely pride. The fires kindling in town
squares and Covenant ruins were sparked by the depreda-
tions of wizardswho grew too powerful, They had governed
like tyrants, and now everyone reaps the harvest. During the
long years of the Convocation, the |oudest, wisest voicescry
(orareturnrothePathof Gold, for ahigher goal thansurvival
or conquest, for Ascenson, the highest purpose of a mage.

Now the Awakened gather. From across a world too
vast for any chart, they come in packs. Here, a stern cabal
of Hermetic judges confersin Latin; over there, a band of
dark-skinned strangershold themselves proud in the pres-
ence of the unknown; in the corner, wild-eyed men and
women sharescandal ouscommunions; intheair, dragons ¥

soar, ferrying their companions on urgent missions. The ‘=

Convocation is a fair of wonders, but those wonders share
a grim certainty: Judgment Day is here — now — and
everyone must unite to face it — or die.

Heir 10 arich legacy, a Council magus draws her faith
from a well hundreds of years old. Perhaps her ancestors
trainedit) Tibetanmonasteries, gathered vervainby mid-
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" summer moonlight, or sang hymns to the Savior while His
Holy Spirit echoed in their hones. To join the Council's
mission, asorcerer must believeinitscause: Copreservethe
Old Ways through dedication and harmony. The task is
immense and seemingly impossible — no gathering this
diversehasever succeeded. To endure, each Council magus
| must put her personal fears and judgments aside, hold tight
to her faith and greet the unknown with outstretched
| hands. Inan erainfamousfor itsintolerance, thisisamost
remarkableteat.

It's not easy. Although most Traditions are just
coming together now, every group has some ax to grind
with the others. Christians, Pagans, Muslims and necro-
mancers share ancient hatreds; Hindus hear no love for
their Islamic conquerors, and the rivalry between
vy Akashics and Thanatoics still ssimmers. Diverse peoples
g==| from far-off lands are lumped together in awkward con-
'_l‘,; federations that stir new animosities, and many wizards

—1 simply say, "to bell with it" and walk away. Those who

It'sJudgment Day — Genesis for most Traditions, and
Revelations for the world of magick. The outcome is any-
thing hut certain.

Spheves of Influence

« Covenants: The Order of Hermes has the largest
established power base in Europe. For 500 years, these magi
have maintained an organized Tribunal, constructed strong-
AWy holdsandruledasprincesof privaterealms. Despiterivalries

.\ with other sects (including each other), the urban lodges
\ ' and rural castles of the Order command vast resources and
| respect. They also make very obvious targets; the Lodge
/ Warsand University Purges have weakened the Hermetic
establishment, and intermittent conflicts with vampires
drain the Order of vitality. Covenants are falling, hut those
that remain are powerful indeed.

e The Church: Heretics by Church standards, the
Christian magi of the Chorus and Solificati have allies and
debtors scattered throughout God's lands. Their fellow-
ships may have been renounced by the Pope, but their faith
| and charity win many friends, from chapel-bound peasants
| torankingclergy.

« Pagan Enclaves: The Verbena have a cause; The
preservation of the Old Religions. Many rural people re-
member the Harvest Godsand magickal charmsthat succeed
when Christian prayer seems to fail; others simply don't
want robeconverted. Still othersarefleeingwitch-hunters
or the hordes of Tezghul the Insane. To these holdouts,
witch-folk offer sanctuary and comfort. In return, the
Pagansrewardthemwithloyal serviceand covert assistance
—especially inBritain, wherethe Decade of the Hunt takes
bloody reprisal forWyndgarde'sMarch.

» Magical Beasts: Wondrous creatures are dying, |
hunted by Daedaleansand mortals, or falteringfromstrange
maladies. V erbena, Akashicsand Dream-speakersfind them- |
selves in aweird alliance to save as many of these creatures
as they can. Their "rescue missions' pit them against
monster-hunters, the elements and the beasts themselves
(who rarely want help from humans). Occasionaly, a
magical beast will return the favor, riding into battle or
hunting enemies for its "friends."

» The Fae: Hermetics and witch-folk have old ties to
theKindly Ones. Although relations have not been — and
arenot now — alwayscordial, many changelings recognize
theenemiesthey sharewithwizards. InBritain,inMistridge,
in Baerwald and the Slavic forests, dream-folk stand beside
magi; truces like the Glastonbury Compact and the Call of
the Goat (see Ide of the Mighty and Cult of Ecstasy)
illustratesuchtwilightalliances.

« Courtsand Commoners: Magick isagrand tool, and
those who understand it are often revered. Many is the
nobleman who dares the stake to secure a wizard's services,
many is the commoner who recalls the herbdist who saved
his wife, or the alchemist who slipped him a bit of gold.
Mortals can be fickle, but they can be devoted, too. Al-
though their aid is secretive at best, those favors can make
al the difference....

« Outcasts: For those with nothing much to lose, the
chance to help a wizard seems attractive indeed, Thieves,
gypsies, traveling playersand mercenariesare oftenglad to
lend a hand to a magickal friend. While their favors are
suspect, these folk can be surprisingly devoted — and very
helpful — to a magus who treats them well.

* Horizon and Doissetep: Two of the most powerful
Covenants in Creation, these places provide refuge for weary
magi. SecureinOtherworl dly Real ms, thesestrongholdswi th-
stand constant attacks and shelter endless diplomacy. The
Council assembles in Horizon, where itschosen number, nine,
lends an auspicious air to the proceedings. Hermetics control
Doissetep, but open its gates to other Traditions. Despite the
Byzantine intrigues that taint each Realm's existence, these
pillars of strength bear the brunt of the storm.

Ranks

Coming, as they do, from many different cultures, the
magi of the nine Traditions rarely agree on the titles the
Council bestows. Thosetitles, based on Church and Hermetic
ranks, prove awkward for fellowshipswith histories of their
own to call upon. Most sects have certain designations they
prefer to the"official" names; the latter titles appear in Council
records and inter-Tradition gatherings, but rarely elsewhere.

 Servant: A common mortal follower. Depending on
the skill of the servant and the temperament of his Tradi-
tion, he could be called "grog," "acolyte," "brother" or
"friend." Some followers serve out of religious devotion,
others feudal obligation, and still others out of affection.
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m{q" Like apeasant, the average servant isconsidered avassal of
< || hismagus; sheisresponsiblefor hisbehavior andwell being.

« Consor: Although un-Awakened, the consor pos-
sesses some skill, position or talent that sets her apart from
a mere "servant." Some consors are simply good fighters or
skilled craftsmen; othersare magical beasts, lesser sorcerers
or night-folk with some tie to the magus they "serve."

« Apprentice: When a would-be magus begins her
training, she receivesthistitle— and all the dutiesthat go
with it. Unlike the Order of Reason, the Council has no
formal "apprenticeship policy." Some mentors school their
chargesforfive to 10 years, othersfor asingl e season. Under
Council law, however, an apprentice is her mentor's "prop-
erty” for the length of her instruction. Her deeds are the
B S ke teacher's deeds, and she hasfew legal rights or obligations.
WLV Ay apprentice may or may not be Awakened during her
, early instruction, hut graduation demands magickal skill.

« Discipulus(male)/Discipula (female): A new magus,
stilt learning hut freed of apprenticeship, becomes a"dis-
ciple" oftheArts. Withthereligiousfoundationof magickal
practices, thetitleis not inappropriate; still, many Pagans
shunit, ifonly becauseof itsChurchaffiliations. A Discipula
isresponsible for her own actions, and may he challenged as
an independent magus.

* Adeptus: A sorcerer who has proven her mettle
assumes the title "Adeptus’; other magi consider her a
competent judge of magick and politics. Somewill seek her
out asan ally, others as an enemy. Most Council magicians
qualify asAdepti, and sharefull rights, respect and respon-
o Sibility under Council law.

— N « Legatus: With so many different factions to pacify,
“ each Tradition needs several skillful diplomats. No matter
She who he serves, a L egal us understands many tongues, Coun-

o Cil politics, and diplomacy. Hissavvy and popul arity count
formorethan hismagickal talents, but heal wayskeepsafew
tricksready.

* Magister/Magistra: A master magus, possessed of
great knowledge and prowess, can make her own bargains.
Most Magistri demonstrate impressive powers, but others
prefer to let politesse speak in place of might.

* Magister Mundi: An archmage, well versed in all the

Artsand incredibly powerful, may be called by thistitle. Many
W7 Traditions, however, consider the distinction unnecessary.
5 * Primus. Each of the Tradition founders goes by the
title "The First." Several of these sorcerers actually rank
below Magister Mundi in terms of power, hut possess the
charisma and savvy to lead their respective sects.

« Cabal: A group rather than arank, "caba" refers to
several magi working together as an extended family. Al-
though many cabasfeature a single Tradition, the Compact
of Callias encourages cooperation between different sects.

« Covenant: Originally based on the Hermetic model,
these mystick sanctuaries are soon called Chantries (from
"an altar for prayers") instead. Depending on the size and

power of the group (or groups) that establish it, aCovenant
can be acottage, a castle or a gigantic Horizon Realm.

« Deaconus: A rarely used title, "Deacon” refersto one
of the founding members of a Covenant.

Suture Sate

Oh mechanicall victories, oh base conquest.

— Montaigne, Essayes

Judgment Day begins with fire, climaxes with tears,
and staggersitself into a 500-year war. Despitealongwinter
of betrayals, schismsand | osing battles, thefaith burning at
the Council's heart carries it through till summer.

The Council's first grand gesture, the March of the
Nine, is problematic. While these emissaries of goodwill
bring many alliesto the Traditions' doors, they make some
costly mistakes. An entire Frenchtownisleveled in afight,
spurring a colossal witchhunt. Two members — or is it
three?— share an ill-fated romance. Worst of all, the First
Cabal is betrayed by one of its own — the Solificato — and
dragged down by Daedalean forces. In a moment of mis-
guided loyalty, many Solificati stand alongsidetheir chosen
one, alienating the entire Council. The remainder quit the
Tradition, join Hermetic Houses or the Order of Reason,
form a new Disparate group (the Children of Knowledge;
see Book of Crafts), or strike out on their own. The murder
of the Solificati Primus dissolves the Tradition, and nine
becomes eight — a less auspicious number than nine.

From there, things turn downward. Relations deterio-
rate between the Dream-speakers and their white cousins;
asthe Erasof Expedition, Conquestand Empireroll through
their lands, many shamans quit the Council in disgust.
Witchhunts ravage the Verbena and Chakravanti. Her-
metic Houses rise and fall while science and reason give
birth to the Industrial Revolution and the Age of Revolt.
Ironically, the latter gives the Traditions a chance to
rebuild. As industrialization feeds poverty and war, the
mortals look back to old faiths and arcane secrets, Magick
blooms again — in different forms, but vital nonetheless.
The addition of two new Traditions softens the blow when
the Ahl-i-Batin quit the Council and disappear.

As "Reason" becomes the new faith, its opposite — »
madness — thrives aswell. Infernal sects, always present, 47+
blossom into ahuge, sickening flower: The Nephandi. This f{ ("
"Vorecious Beest" swells from a scattering of cults to a 'y \
worldwide infestation. The Marauds, once isolated whirl- '\TQ\ i
winds, scream across the world, gathering strength as the \“3:'/'}
years go by. The Order of Reason, once devoted to its goals,
becomes abloated Technocracy. By the timethe Traditions
regain their feet, the world hasgrown darker, the War more
devastating. Still, through it all, the ideal of Ascension has
gathered strength, too. Five hundred years after the Ascen-
sion War begins, a new Judgment Day finds the Council
with new tools, allies and purpose.
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| i whisper, other times, in a sirocco scream.

= Like the wind, the Ahl-i-Batin seem form-

less, invisible and elemental, And like the wind,
they speak in many voices.

Masters of Connection, these mysticks cross great dis-
tances with ease. During the Crusades, Batini assassins
truck downkings; now their diplomatssmooth ruffled
feathers while their warriors make more per-
manent truces. When need he, these magi
emerge, perform their duties, then vanish.

\ Batini ties to the Council run deep: Long
| ago, mysterious invitations summoned dozens of
¢ magi together. In the home of an Arabian mer-

chant, the guests laid the plans for the Web of
Faith. Eventually, they realized their hostwasa
minor sorcerer acting on behalf of a larger
fellowship: the Hidden Ones, whose name —
Ahl-i-Batin — means "subtle" and "interior."
Behind that elusive name lies a common

tie to each of the other groups, Five hundred
years before Christ, arcane warfare led to a
bizarreunion. A war-weary Akashic group
stumbled across an Ecstatic dance; joining
it, one of their memhers suddenly bonded
with an Ecstatic, creating a two-faced en-
tity called the Khwaja al-Akbar. In arapid
series of revelations, he announced the Doc-
trine of Unity, wherein all the pieces of ¢
Divinity were to be brought back together
intoasingle,ineffablewhole. War partiesfrom
other sects interrupted this "Night of Fana."
Theresulting battleturned afertileplaininto
a wasteland. The Ahl-i-Batin had been born.
Alter that night, the survivors became
mirages. Melding their old Arts with the
arcanerevelations of the Khwaja al-Akbar,
they transcended mortal space. In the well
between time and distance, the Batini dis-
covered Mount Qd&f, the heart of Creation.
There, they built the citadel Sihr Magamut
and forged a fellowship bond by a tele-
pathic network — the Naffas Allah, or
"Breath of God." Over several centuries,
the Batini spread across the Midd| e East,
sowing wisdom among the warring tribes.
In their travels Subtle Ones crossed swords
with Whash (Marauds), Magouh Doudi
a (Nephandi) and other, seculartoes. To prevail,
Batini employed disguise, stealth and misdirec-
tion. Their invitation to the other groups gave
them allies. Soon, Islam gave them purpose.

N5

The wind spesks. Sometimes in alover's | ik
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Undoubtedly, the Web of Faith provided acradle for e
the later Convocation. Through emissaries, teachers | |
and occasiond assassins, the Subtle Ones now
| guide the fractious Traditions coward the Unity

group's efforts, most European magi remain
ignorant of the Batini; thosewho know of them
atall considerthemheretical Muslims. Although
Batini eagerly embrace Mohammed'sfaith— a
Divineextension of their own doctrine—the group
remains hidden behind veils of secrecy. The uncanny
powers of Fana are like abominations to most children of the
Prophet, so the Batini remain "subtle" to thisday.

Asindividuals, Batini are often charming, hard-working
folk. The word "sorcerer" isan insult to them, but most will
= tolerate "magus." The average Subtle One calls himself a
khilwat — a silence. This strange appellation refers both to
the mindspeech the Batini prefer, and to the silence before
a grand revelation. In that silence, Allah whispers to the
. Enlightened Ones, and that whisper carries like the wind.
Philosophy: Wisdom comes not from seclusion, but
% from experience. Schooling is vital, but maturity moreso.
Most Murids (experienced magi) have mastered Mind well
enough to achieve a profound empathy for other people.
Combined with histravels, studiesand doctrine, akhilwat
mirrors the concept of Unity in himself-

Unity lies at the core of our belief. Divinity slumbers
within all people, even unbelievers. All things are con-
nected by Allah; with His help, we pull the connections a
little closer. Sabr — perseverance — strengthens wise men,
and generosity makes them virtuous.

(Sadly, the Crusadesand Reconquista mock the Doctrine

5 ranceand treachery, Subtle Onesteach whenthey canandkill
+ when they must. The eternal comfort "La ilaha. ilia'llah" —
"There isno God hut Allah" — is never far from their lips.)
- Style and Tools: Magick isAllah's gift to His muttagi
(devoted servants). A M urid performshismiraclesthrough
prayers, meditation, chants and music. Esoteric mathemat-
ics break the chains of preconception, and dance frees the
mind and body. Some khilwati practice alchemy, but even

j Organization: Some Batini avoid subtlety; dressed in
£ finery from various cultures, they delight in Arabian splendor.
Subtlekhilwati disguise themselves and hide their mystick

tion and storytelling.
# Most Batini are Muriels, magi of limited
R , insight. Gathered into khanagahs (lodges),
i they tend to Earthly affairs. Truly wisekhilwati
\,.. Otherworldly Mt. Qaf. Back home, shaykhs

iz m,...‘.}
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talents. Despite preconceptions, many Batini are women
. — respected, if not equal, membersof the fellowship.
These take the titleshaykha,and favor divina-

attain Murshid status, and travel on to the

' (high-ranking Murids) maintainharraams, resting
placesfor weary magi. Each membher of the khanagah
takeshisor her title from a household chore (the Baker, the
Cupbearer, etc.). The Breath of God connects them all, and
allows Batini to commune across great distances.

Primus: Ali-beh-shaar represents his Tradition, but
makes it plain that lie speaks on behalf of greater Murshids.
This "hidden |eadership" does not make Batini popular with
other magi, who wonder at the Subtle Ones' true loyalty.

Initiation: A Murid tests a promising recruit's sabr
through irritating questions, enigmas and apparent contra- §
dictions. If the pupil perseveres, he is brought before the
khanagah, questioned, and perhapsinitiated. Afterward, he
becomes a "child" to his "family" and begins a seven-year
instruction. When hefinishesthat, heisacceptedasaMurid.

Daemon: The Bos (Reed) guides a seeker back to the
ponds atop Mt. Qaf. Until it returns, the Reed whistles
plaintively, mourning its separation from the Whole.

Affinities: Connection, Mind and Earrh.

Followers: Moorishrefugees, Arab traders, wandering
wise men, harem dancers, slaves, farmers, family members

Concepts: Physician, tradesman, scholar, houri, al-
chemist, defender of the faith

Stereotypes

Council Magi: Blood has been spilled between usthat
cannot beforgotten; still, in the name of Unity, all Allah's
children must be endured, if not loved. If we refuse to
shelter each other, the storm will sweep us all away.

Daedaleans: Their words are wise, but their ways are
blood and dust.

Infernalists: Supwith|blis(Satan) and youshall burn.

Disparates: Oases arefew and far between. Wander off |
if you will, but do riot blame me when you perish.

Marauds No desert windisasharsh asthedreamsof themed.

I'drather offermy banb thanmy sword blabé.
Which will you take, 1 wonder?
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Ak‘;sbic Brotherhood

All dungs pass away, Only the soul lives, forever, passing from one vessel to the next
in an endless Wheel ot Dhrama. Who can say where the next life will lead? The Akashic
Brothers find the root of their Arts in such observations; unlike Christians, these

exotic magi believe that each life is one of many — and spend those lives
perfecting the soul lor itsreturn to the Wheel.

Not that they don't believeinHell; in the Pits of Harmony, one'ssins
are stripped away through exquisite agonies. To avoid such torments,
the Brothers practice an equally exquisite Art — one created in an

ancientvillagenamed Meru. Through mastery of body, mind and
soul, these magi ascend from crippled mortals to splendid
immortals— inheritorsof theDo ("Way") that man haslost.
The Brotherhood's Path began in Meru, the "first village"
built highinthe mountainsot the East. Therethegrand spirits
Dragon, Tiger and Phoenix instructed the people in the
Way of HarmoniousLiving, Perilswere many; to
protect themselves, theMeru'ai shaped Dointo
mighty war-arts. When Meru passed away, as
al Ithingsdo, itsdescendantswandered oft
W into the world or built strongholds high
above it, and continued to refine Do.
Though rhese "Brothers of Meru" sepa-
rated, their mindsreturned to asingle pool,
ashared remnant of their bygone home.
That Pool of Mem deepened as ages passed.
Brotherswho had never met in person still knew
each oilier, and those who died left their
remembrancesinthespiritual waters. Like
carp, the Brothers swam in this Pool be-
fore, during and after each lite. There,
they washed away theterrorsof Hell.As
the children of Meru spread across the
eastern |ands, the Watersof Meru formed
a mystic connection between them.

Several of these magi - now
called Akashi tor their reverence
for Akasha, the primal living
revelation—wandered south,
_ reaching and learning as they
went. As their wisdom grew,
their arrogancedid likewise. In time,
they earned the name "Warring Fisrs."
Those who disagreed with their
teachings fell before their Arts.

Soon a terrible war with

Thanatoic sectsstained the Pool.
Brothers died, remembered their deaths and
avenged them in the next life. The Way of
Harmony became the Way of Destruction. By the
[ time the Akashi withdrew, hundreds of years and
1 ’ thousands of lives had passed. Determined to avoid

such things in the future, most Brothers entered
seclusionandsettheirmindstowardfindingpeace.
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Peace has proven hard to find. Rival sects have
risen, and they fall upon Brothers like angry
dragonswhenever possible. Thanksin the Long 1
RedNight (arecent revtval of theancientwar),
tensionswith theThanatoics are as fresh as new
wounds. And now therearetheforeigners, with
their had smellsand worse manners! Despite il
all, the Warring Fists have tamed their rage;
mingling Do with the faiths of Buddha, Lao Tzu

spiritsand minds, Still, every man has abreaking
point. As the Ascension War stirs the waters of the Pool,
the Akashic Brothers contemplate an answer.
Now a handful of "Walkers" (emissaries) travels to the
Council. Eachoneisabravesoul withformidableArts, curious
eyesand indomitablespirit. Itisnoeasy thingtojourney sofar
— nor to enter another man's war. An Akashic Walker
combines spiritual mastery with remarkable martial prowess.
From the Pool'swell of lore, helearnsenough skillstosurvive
in this bitter new world. He faces daunting obstacles, though
— strange languages, stranger customs, rude companions and
peoplewhotear his"demon'seyes." Drawing adeep breath, he
turnshimself inward, seeks the Pool'ssoothing watersand tries
to overcome the illusions that surround him.
Philosophy: The world is a dancing shadow, a veil of
pain tor those who cannot see beyond it. All things can
Awaken, chough many refuse; guide those who seem ready
and keep watch for those who are not.
The Way flows through moderation. Preserve health,
transcend selfishness and reach beyond limits. Do wells up
from (he balance of elements; when you do not expect it,
theWay will come. Until that time, prepareyourself. Water
will not remain in a cracked vessel.
: Style: The Do practitioner's fearsome strength, uncanny

) awareness and unshakabl e courage are fruits from the tree of
spiritua perfection. | deal ly, hisharmony with Drahma'sWheel
alowshimto flow beyond Self and Other, entering the shared
watersof the" all-mind/no-mind" whereeach being dwells. By
doingso, aBrother sensesemotions, readsminds, sendsthoughts
to distant places, or leaves his body behind.

That body is a cup; the soul iswater. The stronger the

&, cup, the more it holds. Thus, a Brother exercises his body

constantly. His-empathy -for ethers-transl ates inte-compas-

siontor all beings, even hisenemies. A well-trained Brother

seekstoreform his opponents. Violence is a last resort.
Organization: Independent retreats across the East shelter
countless Akashic schools — Xiudaoyuan. The Waters of Meru

connect them all, allowing amaster in Zhongguo(China) /¥
to confer with one in Choson (Korea). Although [ (#/)
most Xiudaoyuan separate men ("Y ellow Doors")
and women ("Red Doors"), both sexes receive |,
nearly identical training. In each retreat, an

2 elders") wield ultimate authority. Thefew Walk-
ersin Europehavenoformal organization, but
follow a chain of respect based on seniority.
Primus: Wu Jin speaks for the Brother- i

hood in the (Council, but makesit plain that he
isnor its leader; in essence, each Brother leads himself.
Initiation: Brotherhood begins with training; even the
mightiest magus is considered a child when she begins training.
Theinitiatemust convinceamaster toteach her; if successful, she
must observeacodeof behavior called the Noble Precepts, which
advises the initiate to avoid harmful speech, needless killing,
intoxicants and sexual misconduct. Tak ing the name "Brother"
—-which all peopleare, regardlessof sex - theinitiatebegins
thearduousWay. Sheistested constantly, and maybesent away
iffoundwanting. Eventually, themaster deckleswhether or not
the Brother deserves to enter the Tradition. If she does, an
exquisite rite welcomes her into the Pool.

Daemon: Dragon, Phoenix and Tiger guide most Brothers,
but some find direction from astral masters or elemental spirits.

Affinities: Mind and Water.

Followers: Oriental travelers, Akashic acolytes (crafts-
men, families, un-Awakened initiates, warrior censors)

Concepts: Diplomat, weapons-master, sage, student of
loreign Arts, translator, young apprentice, vengeance-
minded warrior

Stereotypes

Council Magi: As odd a garden as | have ever seen. 'l(
Some conduct grand rituals; others raise songs to their gods,
and still others conceal darker motives. The death-cultists
among them give off an evil stink, but the Way hums in
their bones. Drahmahas laid atwisting path for usall, but
great lessons flow from such things,

Daedaleans: The Stone Dragons haveacrue hire, one
they have used on us once too often. 1 have teeth, too, and y
will gladly use them if | must.

Infernalists: The Pit of Harmony holds great treasures |
for them, W

Disparates: An arrow (lies straighter than a rock.

Marauds: Burned rice with a poisoned grain.

Be slow to anger. Haste and pri'bc cloud cleavsight.

r
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W Chakravanti (Cuthanatol) -

As everyone knows, a crossroad is the surest path to the Under-
world. Soit'sfittingthat acrossroad of tour diverseculturesled ...
to the Thanatoic Tradition: the uncanny Chakravanti, or
Euthanatoi, who watch over the Artsof mortality.

Like leaves from an autumn tree, these magi guard the
moment between life and death. Heretical reincamationists, they
see Creation as a spinning Wheel of Death and Re-
hirth. When something — or someone — interferes T
with the Wheel's motion, the obstacle should be re- “wigy
moved. Themethod of removal may beassimpleasakind iy
word or asfinal as murder. No other Tradition inspiresas
much dread as the Chakravanti. Even the sweetest "‘M,\
among them seems, to others, like ademon from Hell. ¥

Why are they present at all! Because death and Fortune
hold fascinating power. More to the point, they occupy
== important places in God's plan. Better to have an aly who
H understands and respects death than one who toys with
it- No one doubts the sincerity and insight these magi
display, and none can question the power in their hands.
So long as the Keepers of the Wheel measure their steps,
the other Traditions grudgingly accept their presence.

Allies help. The Hindu part of the sect shares an ancient
bond with the Seers of Chronos; together, these bizarre Tradi-
tions command the Arts of Time, Sight, Fortune and Death— a
combination the Council cannot do without. The witch-folk and
shamans, whileuncertain of the necromancers, often ally with them
as well; amutual respect for cycles and spirits places them in tough
agreement. The other parts of the sect — Greek and Celtic Pagans and
the mysterious Madzimbabwe — complete the bond. Similarity bridges
the four Traditions, willingly or otherwise.

Even the group's name is controversial; sometimes its followers call
themselves Chakravanti, the old name for the Hindu necromancers;
their brethren often use Euthanatoi instead, a name the Hermetics
prefer because of its Greek origins, The issue has yet to be decided, /A~
so most magi simply call them "The Hooded Ones' — or other, |
danker names.

The name-calling began centuries ago, when the Akashi
waged 600 yearsof war with several Hindu seers; thosewarsended
long before Christ's birth, but began again recently. In between,
these “"children of plagues’ set themselves up as guardians of life and
ministers of Fortune. A rigid code— the Chodana— evolved, separating death-
fanatics from their wiser cousins. Several Samashti (meetings) established ties
between the Hindus and other Thanatoics, and laid afoundation for integrity and
cooperation that has carried the Tradition thus far.

Those Thanatoic sects comprise an odd four-way union. A Celtic group,
the Aided, preservesthe Pagan mysteriesof Annwynn and Carbonck;
threeHindusects(theNatatapas, L haksmistsand Consanguin-
ity of Eternal Joy) comprise the largest faction, and pursue
war, healing, luck, and necromancy respectively. The Afri-
can Madzimbabwe cure plagues and tend ghosts, while the ~
small but vocal Pomegranate Deme retains the secrets of
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Persephone, Hadesand classical Greek philosophy.
United by the Scholars of the Wheel (archivists
who track past incarnations), these diverse
primpsfind common ground at the crossing

Organization: Each sect uses its own hierar-

chies; asarule, the Tradition acceptsthe usual
Council ranks, hutonasimplcrlevel: Shravaka
(apprentice), Chakravat/Euthanatos (magus),

of death and rebirth.

Like all crosyoads, this Tradition is
uneasy. Death exerts a fascinating pull —
Jhor (see page 236) — that few sorcerers
can resist; walls of language, culture and
practicedividethedifferent sects, andtheir

' Acarya (teacher) and Rimposhe (Magister).
Elders are obeyed without question, hutrarely
act without consulting their fellows. The
Scholars of the Wheel serve as the group's ||
"head council."
Primus: Chalech.

companionsare hostile at best. A Chakravat

must walk very, very carefully. His magicks are
not to be regarded lightly. Still, there are fertile
Arts to be mined from the corpse-yard. A Euthanatos
believes that Death and Luck follow the same spin; with
asteady hand on the Wheel, amaguscan turniill Fortune
into good.

Despite the dark image they share, most Chakravanti
are generous to a fault. Many of the smartest and kindest
wizardsin the Convocation belong to thisTradition. Their
sect demands responsibility and foresight. It rewards care-
lessnessharshly. Todwell at the crossroad, amagus must be
honest, perceptive and wise. Thisuncanny fellowship pro-
videsastrong hand at the Council's rudder and avigilant
watch on the moment of death.

Philosophy: Allthingsdie, andall shall bereborn.Y ou
need only look at the crops to know this is true. All life
carriesdeath and new lifeinside. The secret to understand-
ing this is to observe them both.

Ghosts surround us; listen to the wind and hear their
voices. They are the souls stuck on the Wheel of rebirth.
Besttofreethemandendtheirsuffering. Good fortunerides
on that Wheel, too, for those who understand how to spin
it properly — and with reverence.

Tools and Style; Kinship with Fate makes a Hooded
One master of it. A practiced Euthanatos may commune
with ghosts, cure or breed disease and decay, crumble
stoneand twi st Fate'sthreadsto suit hi s purposes. Histools
depend on his sect: Celts favor Pagan rituals; Africans
prefer prayer, paint and corpse-parts; Hindus employ a
frightening variety of self-tortures, purifications, ordeals
and designs; Greeks pepper elaborate rites with fruits,
dust, chants and sacrifice. All sects use weapons and
symbols of mortality.

Initiation: All Chakravanti must dieand &

be reborn — literally. An Acarya brings his P

charge back from the far edge of death (where she

Awakens), then schoolsher in the Artsand Chodana, often
with visions of past lives.

The Chodana code is essential: Briefly, it decrees a
belief in reincarnation, entropy and the uniry of all things;
a duty to ease suffering, deny excess, practice mercy and
purity the self; and the necessity of death beforeinitiation.
Euthanatoi are carefully trained and watched by elders.
Those who stray are cut down.

Daemon: Dependingon her faith, a Euthanatosmight ;-_
seeher Atman asShiva, Kali, Persephone, Hades, Annwynn,
Dame Fortune or some simple but potent animal spirit.

Affinities: Entropy, Spirit and Earth.

Followers: Ghosts, grievingrelatives, animal's, physi-
cians, beggars

Concepts: Healer, guardian, merchant, assassin, spy,
ghost-tender, necromancer

Stereotypes

Council Magi: Whilewestand in brilliant company, “
their fearsblind them to the truths that seem so plain tous.
Only Sahgjiyaandour witch-cousinsunderstand theWheel |
as we do; the Warring Hands know its name, but cannot
comprehend its spin.

Daedaleans: Todig agrave for the world and call it a
bed isfoolishness.

Infernalists: We stand on the brink of darkness; they
leap into it, and must be purged.

Disparates: Go your ways, cousins. | force no one to
follow my road. /

Marauds: Pity the Mad Ones; they havedied standing ‘-"‘
up, and have forgotten to fall. \

P &

Nomanis move corrupt than one who knows death
and caves nothingfor life.
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Many seerswho recalled the First Song joined
theSavior'sAria. A fellowship, theMessianic
Voices, arose just before His crucifixion; af-
terward, they kept His Song alive. Despite
the pyres, lions and other torments, their
Song continued until an emperor began to
singaswell. By thetimeRome collapsed, the
Voiceshad afirm place inits Church— and
the friendship of the Knights of Gabriel.
AsrheChurch'sfortunesgrew,theVoices
swelled... sometimes with pride. In their
quest to spread harmony, they clashed
with Pagans and wizards. Although
militant inshebeginning, some Sing-
ers began to question an Aria written

No sound is more transcendent than
the voicesof man and God in harmony.
; ‘h Transported by communion, an im-
jil perfect human song rises like awind

| and becomes a chime in the music of
the spheres. How malignant, then, to
hear that song drowned out by the
clink of coins and the rustle of vest-

ments. The song is broken like athief on
the wheel, and its notes turn bitter. The
true Singers of the Lord are appalled by
this clamor, and they bear light into the
darkness, sometimes with candles,
sometimes with brands.

The Song began with Creation. As

=1 God Sangforththefirst notes, theEarth,
« heavens, angels and each living thing
" added their voices. That Divine Song
swelled to a crescendo, and afterward
all thingsrested. But L ucifer added dis-

with blades. Their song wavered, then
faded beneath the screams of the in-
quisition. The resulting "Mercy
Schism" crushedtheM essianicVoices;
hunted by their former cousins, they

sonance and his voice coiled about the
base of Creation. In the Garden, Adam
and Evejoined the Lord each day insong. On
thenightoftheFall, they ceased tosing, and
the world became darker thereafter. God
still lovestheworld, hutCreationnolonger
sings hack to Him.

But the Song never ended. To hear it
istoAwaken. All Choristershavedone so,
and their mission is to compose a hymn
thatwill bringall voicesback toharmony

soon kept their songs to themselves.
RutGod'sVoicewill nothedenied. United
by the charismatic Singer Valoran, the refu-
gee Voices and newly Awakened Singers
joina"Celestial Chorus' raising itstrium-
phant tune among acompany of heretics.
In most eyes, rye Choristers are he-
retical themselves. Their mystick ways
brand them like hot irons. Only vision
and profound faith could bring a person
to join such afellowship, and indeed

|| called a gathering. Many

— quikly! Choristers hear anew Song in
the background — a Final Dirge. Before
itsnotes crack the pillars of Heaven, the
Singers will unite Awakened voices
and return the world to harmony
It's a dangerous task, one
that began when the Egyp- .
tian magus Mentu-hetep 2

magi had heard the First
Song'sechoes, hut tew had
listened. With those who
had, Mentu-hetep created
the Sacred Congregation,
thensentthembackinto
theworld. That world m.&
had little use for t:-%;
them; until JesusSang ™
above the din. Cre-

ation rang with dissonance,

many of themleave. Thosewhoremain
are hardy, devout souls, glowingwith
conviction. Each of thesemagi (they
will not tolerate being called "sorcer-
ers') hears the echoes of rue First
Song so strongly that no fire can
purgeit. Giventhechoicebe-
tween a decaying Church
and a vital new congrega-
tion, the Singers prefer
3 the latter. Jesus, after
) iﬁi all, ministered to
1 whoresandraxcol-
lectors; most
Choristers
would rather
surround them-
selves  with
honest sinnersthan
saintly hypocrites,
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The Chorus provides a voice of conscience,
" reverence and charity in a Council filled
| withrage and spite. Not that these folk are
| meek — it takes a strong man to stand
before the gates of Hell and sing! A
Celestial Chorister is an outlaw before
the Church and an enemy before many
of hiscompanions. [twould befar easier
to simply slink to the shadows of the
Church and hide his lamp under a basket,
but the light burns so brightly that he can-
not turn away. Torn between faith, tear and

the undeniable Voice of Cod, he sharpens-his pitch,
fills his lungs and sings tor bis immortal soul.

Philosophy: Our Father hasmany voices— when you
hear Him in another's song, you cannot turn a deat ear.
# Thar Song may swell from the throat of a Moor, an artisan,
even awitch-woman; words are unimportant when faith is
there. The Final Dirge is growing like thunder in the
7, distance. Soonitwill drown usall unlesswesing together.

Courage must be your refrain — the courage of Daniel
inthe lions' den or Christ on Calvary. The Lord's Song was
never sweet or easy, butwithHisGCraceitwill driveaway
the very flames of Hell.

Toolsand Style: Song, Oreand prayer focusthe power
of God. Asthey heal the sick, grow the crops and call down
fire from on high, these mysticks blaze with heavenly glory.
Like saints, Choristers often manifest halos and rays of
sunlight when they work their Arts; mortals, seeing such
« displays, often fall to their kneeswith awe. In game terms,
™, most Celestial miracles are casual; no other sect commands
#f7»" the same reverence from the common folk.

b The price is devotion: Although each Singer suffers
from doubts and lapses, his faith must be titanic. Like a
4. cathedral vault, a Chorister's vision reaches an exalted
2 place most humans never see, Without profound convic-
tion, hisArts— and hisfellowship— would beimpossible.

Organization: Several Council ranks come from
Valoran's suggestions; thus, the Chorus uses them with-

‘Seemy lamp. fHear my voice.

out complaint. The Tribunal Miscracordium
(Mercy Tribunal) addresses policy for the
Tradition; Valoran heads that Tribunal,
but does not dominateit unless necessary.
Primus: Valoran (the "secret name"
of aFrench bishop).
Initiation: While some Choristers
come from the clergy, most are simply
commonfolk whoexperienceoverwhelm-
ingvisions. A persondazzledby suchinsight
alight find her way to other like-minded
souls, or to some holy place or hook. From a
mentor, shelearnssecret lore. I nitiation featuresseven
sacred vows, each of which is enforceable by death:
Silence, Charity, Mercy, Reverence, Reflection, Holy )
Labor and Enlightenment.
Daemon: No Chorister would use thisword to describe
the angels, saints or Divine voices who guide him.
Affinities: Prime, Forcesand Air.
Followers: Clergy, worshippers, bodyguards, church
goers, the sick |
Concepts: Holyhermit, priest, Churchreformer,cleri-
cal reiumciate, healer, scholar, knight, innocent, fallen
person redeemed by faith

Stereotypes

Council Magi: Wesing before aCouncil of wolves, but
perhaps we can ease their appetites by reminding them of
the Song we all share.

Daedaleans: Oh, groan, Prometheus! Theeagleol Pride-
tears at your liver as Reason chains you to astone. Even | 4
cannot set you free — you must rise of your own accord.

Infernalists: We must choke the Final Dirge in their
throats.

Disparates: Voices crying in the wildemness Let us
comfort them.

Marauds: Cod blinds the proud with insight. Pray you
do not join their company.

Please — the Last Hourisnear. ...
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Dream-Speakers

To Europeans, dreams come from inspiration, a visit from Queen Ma
bestowing some half-remembered treasure. To the shaman who journeys half-
way across the world to stand in the Council, that dream isreality, a doorway to
a higher plane where the gods speak directly to man. In the place between them,
the Dream-speakers build their lodges and draw their symbols. No other
fellowship understands the spirit-ways like these strange folk do.

The saga of the Dream-kin is new, yet ancient. In the earliest
days, men and women knew the Iwa as well asthey knew each other.
Animals spoke, ghosts walked and the elements themselves offered
giftsto the wise. Pride and ignorance shattered thisworld, however,

and the Dreaming Ways were lost to all but a handful of people. As
most men toiled in the hot sun or savage jungles, the cleverest ones
walked into the Dream and kept the old promises. To their mortal
friends, these people died hut returned with odd and terribl e secrets; to
the Iwa, those shamans had been reborn to the true Path of Humanity
— aDreaming Way that stirred insight, respect and frightening powers.
Most shamans kept themselves apart; even among the smallest tribes,

these mysticks carved a solitary road. Every so often, a pupil would he
Called and an elder would teach him; otherwise, the medicine men and
clever women tended quiet fires, gathering only when it was necessary.
Therisingstormhascaused suchagathering—agatheringunlike
any before. The spirits have warned that a tempest is approaching, a
cataclysm so great that everything will be swept away. Through the
Dreaming, the Iwanow open passages, beckoning their chosen toward
a new Way. Some shamans meet Nightshade, the spirit-blessed
woman whowinsthem to the Council'scause; others meet each other
whilevisionquesting. From distant lands, the Dreamerscome. What they
find when they arrive at the Council is both wondrous and horrifying.
Malice and greed are no strangers to these wanderers, but tew of their
peoplehonethosevicestoan art theway thepalefolk do. Here, thespirits
scream like sick men, and [heir corruption is
terrible to behold. Worst of all, these pale
\ folk arerising like locuststo devour the
landsof the Dreaming People. Thisis
theheart of thestorm. Some-
thing must be done!
; Those-Who-Spesk-
With-Dreams are a
diverse lot, gathered
from a thousand differ-
; ent landsand crammed
intoasingleTradition.
The dark hues of their
skinsand the strange sound ot
their languages lead the other
,  magi to unite them by their
- Spirit Arts, then leave
P4 these "Dream-speakers'
to puzzle over each other.
Fortunately, men and women
of great vision and wisdom soon
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leaves many Dream-speskers angry and ashamed
None are happy with the current stare of affairs.
The old Dream has grown bitter; a new vision

must hold it together. /|

All Dream-speakers are united by vision;
aman whohasnot truly walked the Dreampaths
hasnor Awakened. Each of them hassacrificed
great things— family, health, safety, comfort
— tor the "privilege." of creating this grand
Council. SomeshamanscomefromAfrica'sjungles,
mountains or endless plains; the forests of the New
World send their children to the pale lands years before
Columbia "discovers’ them. One odd group comes from a
place no one has ever heard of, a place where the Dream and
the mortal world are one. Pale Northmen give "shamans'
their European name. The Spirit Tradition embraces them
all and figures out how to live with them later.

Each shaman is a walking dead man; like a Chakravat,
this medicine man has died and been reborn — symboli-
cally if not literally. He may be friendly, curious, sullen or
warlike; he might laugh, speak in riddles or talk plainly.
Above all else, he holds the Iwa sacred, reveres his friends
and wishes he were home.

Philosophy: Thisworld is alive, and richer than you
could imagine. The Dream helps you understand it better.
You should never think that you see it al. The spirits are
infinite, as are we all.

They're tricky, too; spirits tempt you with power. Do
not answer them then. A man or woman who has been
Called to avision can avoid their snares and walk the Good
Road of respect and harmony. None of us asked for what we
have become, but we endure it gladly if our sacrifice will
keep our people from harm.

Tools and Style: The Spirit Arts are not "magick" -
magick isadeadly irick. Medicine isthe Way of Touching;
it heals, alters and sometimes harms. Even awarlike Dream-
speaker shows reverence to the spirits, however; to him,
they are masters, not servants.

With ordeals, invocations, trance-statesand offering, the
Dream-kin commune with spiritsof nature. Many adopt totem
animals, which they often befriend or even become. The exotic

"z flavor of this Tradition comes through itssimple yet powerful

rites, its primal fashionsand its respect for the living Earth. As

they transcend the material world, these magi kiss the (/7777071 (*

spirits and walk among the Otherworlds. A
Organization: Dream-speskers shun Coun-

cil titles and often remain with familiar folk.

youngsters, respect accomplished visionquesters {
and revere elders. As of yet, they have no ||§
<common titles for such folk — one simply{
recognizes a person worth respecting.

Most disputes are handled by discussion
before a council of elders; each party gets to speak,
and the elders decide afterward. Punishments are usually
light, bur betrayal or corruption are sure death sentences.

Primi: Star-of-Eaglesand Naiobasharemarriage, chil -
dren and leadership of the Tradition until Naioba's death.

Initiation: A shamanisCalled; apowerful visionends
his former life. From there, be undergoes a ritual "death”

K]

2
¥

rbe Tradition isfairly easy to attain after that.

Daemon: Ancestorsand totem animal sinspire Dream-
speakers to advance along the Good Road.

Affinities: Spirit and Fire.

Followers: Families, alies (often Pagans or farmers),
escaped slaves

Concepts: Diplomat, warrior, healer, craftsman, shape-
changer, curiousstranger, distrusting skeptic, heroof her people

bTCl‘COIyp&’S
Council Magi: Brothers and sisters, shut your mouths 7. . "
and leave my tent. Y ou malign what you do not understand If,:/;fr (/
and pollute what you know. | see wisdom in your eyes, but | F*/-" P
your mouths speak foolishness. For my peoples sake, | \ (‘ [
remain with you, but do not try to bend me to your ways!
Daedaleans: Long ago, the Dreaming Place was sun-
dered from our world; we are the wal king doorwaysto that
Place, and we will not suffer it to be tainted further.
Infernalists: These Vision-mockers poison the Iwa with
their breath. | would see them burned in their own Hells.
Disparates: Run away as fast asyou can, cousins!
Marauds: These folk are trapped on the far side of the;ﬂrf
Dream. They are dangerous, hut deserve pity, not hatred, 'I".n\ {

Ifyouhave seen avision, hold it proudly to your heart;
itis worth whatever you have given up forit.
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A crack of thunder heralds the arrival of Magus Rex, the High Magician who
II' commands the richest Arts of sorcery. For over 500 years, the Houses of
' Hermes have reigned as the supreme magickal order of Europe.
I || Now barbarians batter the doors of the mighty Covenants,
and the wildest of them appear to be the Hermetics' own
allies. How did thingsreach thisstate?

Various Hermetic guildscrawled fromthe ruinsof
Rome; They fought until two visionaries struck the
Pax Hermetica and established an Order of 12

minology, titles and social discourse. Thus
solidified, the Houses went on to shape magickal

2 Originally, the Order of Hermes was a
3 ‘confederation of 12 Houses united by the Code
of Hermes, shared Arts and Enochian, a secret
’magickal language. A mixture of Egyptian Arts,
> Hebrew secrets, Gnostic concepts and Creek phi-
losophy and science, the Hermetic style of magick
stressed scholarship, craft and sheer will. The key to
| lermetic thought is perseverance; a man or woman with
enough insight, wit and will could literally move Creation,
which is precisely what the High Magicians did....

Until Mistridge,

No one gave it much thought at the time. It was neither the
first nor last Covenant to fall. Most Hermetics were too busy
worrying about vampires (who had corrupted House Tremere
. some years before) or rival magi (in the Church and Pagan
\ lands) to bother with the upstart Craftmasons. It was a fatal

\ i .), oversight. By thetime the Order of Reason beganitspurge, the
/ ‘ Wl | Hermetics presented a large— and overconfident — target-
Vﬂ More than any other group, they havefelt the cannons hear

and the lash of the Scourge. This unbecoming circumstance-

|\4$ " led a previously unremarkable master named Badric )
| LaSalle to end hostilities with the witch-folk and .

Christian Singers. With the approval of the Judi- ! ’

ciumHermes(Tribunal of Hermes), He began a

. project that would culminate in the Grand Con- {r

vocation — a project impossible without the

| resources and influence of the Hermetic Order. ™. R

I To unite such disparate sects under Hermetic

|eadership, the Order propounds the Spheresand ranks.

But though the new Traditionsaccept thisscheme, they

ungratefullydenytheOrderitsrightful authority. Inplaceof

a Council led by the 12 Houses and their Tribunal, the

other sects now demand asingle Tradition comprisedof ./

al 12 Houses in one — and an equal one, a that! No

subject causes more strife, begins more duels and i7

provokes more intrigue than the consolidationof .

the Hermetic Houses. Master LaSalle, laureled though




1| scheme. Although the wizards appreciate their allies
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heis, has earned many enemiesamong the Housesfor his

and encourage the stimulating trade in ideas and
Arts, thereistradition to he considered. The Houses “JLU&
of Hermeswere the first among many — and many iﬂl‘}:\
wizards plan to keep it that way! [ 5
Privately, some Hermeticswonder ifjoiningthe
Order of Reason might be feasible- After all, both
Ordersrequirediscipline, discretion, scholarship and ©
apassion for understanding; both believe a small elite must
guide and protect the masses. Though this idea rouses bitter
arguments, quite a few Hermetics want to "improve the
Daedaleansfromwithin"  or at least approach themfroma
position of strength. Strength, after all, isthemark of arnagus
— strength of will, strength of mind and strength of purpose.
Even now, theHermetic Order commands tremendous
power: vast fortunes; strong ties to merchants and academia;
the greatest archives; best organization; most potent allies
and the most powerful Covenant in existence— Doissetep.
While some Hermetics sense that their star isfading, most

» view the future as just one more challenge in a life filled
# with challenges. The Order will prevail!

Philosophy: Challenge defines the magus. A true
| wizard does not shrink from difficulties — he embraces
them, transcends them and overcomes them with his Arts
and wisdom. As above, so below. Glorious is the worker
who knows this, who speaks Heaven down upon Earth and
lifts Earth up unto Heaven, and who thereby occupies the
void between. He can truly call himself Awakened.

e Tools and Style: A dazzlingly complex Art of signs,

=, Sigils, correspondences, pacts, languages, rilesand incanta-

* tions greets one who would learn the Hermetic Mysteries.
The intricate rituals that define High Magick sharpen the

.- mind and craft bonds between things that cannot be shat-
"~ tered easily. A master of such Artsweavesgrand magicks—

2 elemental commands, spirit-summonings, storms of fire

A and castles of ice — as well as subtler enchantments —

AL

@‘5

charms, scryings, translations and the like.

Hermetic doctrine teaches magick in three stages:
goetia (minor rituals), theurgia (union with godforms) and
magia (High Magick). Through obscure texts and complex
rituals, the willworker develops insight into the realm of
pure thought, then transforms herself through its prin-
ciples. Thisendlessprocess is arcane, dangerous and secret.
Thosewho seek these truthsmust prove themselvesthrough
scholarship, pofiticking and luck.

| e J@
THE . 'h \

Organization: Different Colligium speciaizeindif-
ferent fields: Bonisagus(research), Flambeau (warfare),
} Mercere (communication), Quaesitor (law and
N security), Tytalus (recruitment) and Verditius
(Magickal Treasures). The seventh Collegium, Ex
Miscellanea, exists as adiverse catch-all group of
four smaller Houses: Criamon (seers), Jerbiton
. (art), Merinita (the fae) and Bjornaer (animal-

mysticks, now joining the Verbena).

All Collegia prize discipline, formality, secrecy and
rigid hierarchy. The Code of Hermes and its Peripheral
Corrigenda dictate proper behavior, forms of address,
certamen procedures and every orher imaginable form of
interaction. The Council ranksfollow asimpler version of
the Hermetic mode (five titles instead of 10).

Primus: In Council, Magister LaSdle represents the
Order; however, he answers to aJudiciumHermes composed
of mastersfrom all Houses.

Initiation: Universities provide most of the Order's
recruits. Likely students undergo hidden tests of memory, %
wit and insight. Recruits spend a year in a College Cov-
enant, then serve an apprenticeship that lasts several years.
After rising through three apprentice degrees (Neophyte,
Zelator, Practicus), the apprentice faces an unexpected crisis
that provides afinal test; formal initiati on follows success.

Daemon: Angelic hosts, heraldic beasts and ghostly
mentors provide extra tutoring for a Hermetic magus.

Affinities: Forces, Matter, Mind and Fire.

Followers: Scholars, merchants, nobility, Covenant
servants, magical beasts, mercenary troops, spies

Concepts: Young wizard, rake, spy, artist, scholar,
elemental master, judge, noble-

Stereotypes

Council Magi: An assembly of High Artsand Low, the
like of which no man has ever seen! (Too bad they're such
ungrateful bastards!)

Daedaleans: A puzzle: vital, to be sure, and guided by
good purpose. Their Arts, however, are brimstone and cold
steel. Trust them not, but don't discount them.

Infernalists: A babbling rabble of would-be magi. Let
them roast, their own behinds! [

Disparates: Pah! 'f A

Marauds: Sofar into Twilight thesedemensi go that the l}&\ E |
earth itself quails'beneath their feet.

Vo)
N\

N

- Bebold, generous and proud, ye scions of the griffin! -
Oursis a magnificent Order, and it’s weathered
harsher storms than this!




MAGE: 2 —
THE SORCERERS ’ ’\‘ -
CRUSADE = N

Seers of Cbroﬁo?(_SAbAj iya) 7

To Awaken, you must leap from mortal perceptionstoimmortal ones. And no ||

magus understands perceptions and their alteration like the Seers of Chronos.

Named for the titan of time, these eccentric sorcerers give the fig to mores and

preconceptions. Fear isthefirst thingshedwhenaSahajiyaarrives; other things
— inhibitions, clothing, sanity — often follow.

Church and society revile thebody; passionsare man's|egacy
from the Fal, Seers — or Sahajiya (roughly, "Naturals"), as many
call themselves— believetheopposite. By theirbizarrelogic, even

the darkest passions are Divine. Through them, a person might
glimpseCreationasif shewereagod. Fromthisexalted perspective,
a magus can see the endless weave that ties all things together.

i Creation, toSeers, isalivingthing, onethey claimtolove—often .
1+ inthe most carnal ways possible! To open this Path to godhood,
the Seers indulge in every vice imaginable — apractice that

1 puts them one step higher than demons in the estimation of
L )‘ most companions (and one step lower than angels among

those who wish to enjoy such license).
The so-caled Ecsratics occupy an odd place in the
Council. Dismayingastheir practicesare, the Seersshare
gifts of prophecy, hindsight and empathy that no other
sect can match. It was their greatest master, Sh'zar, who
4 ‘.‘ called for the gathering; his close companions, the three
'- DivyasTali,AkritesandK al as, hel pedassemblethemagi.
| | Althoughtheirfellowshipisextraordinarily loose, Seers
number in the hundreds. Even the least of them can
glimpse the recent past or future, and their masters can
literally move time — a feat most wizards consider
impossible! Sodespitetheirevil reputation(orsome-
timesbecauseofit), the Sahajiyaalwaysseemtoend

up at the high end of the table.
Like most magi, Seers claim to have inherited
the oldest magickal Arts. Their sects can be traced
with certainty back to ancient India and Greece,
wheremad Tantrikas, M aenadsand siddhudanced
across the night. Not surprisingly, their kind
share along friendship with the Chakravanti;
Sh'zar is instrumental to that Tradition's
acceptance. Until very recently, however,
the Ecstatics themselves were hardly a
"sect" at all; their devotees congregated
in tiny groups, but never made much

effort to unite — until the Seer.

If tales are to be believed,
Sh'zar has lived many lifetimes,
and has done more in one than
most men could do infive. With

awesome powersof persuasion and
foresight, he is said to have traveled
the known world. Devoted to peace, he
has defeated many awarlike sect with cha-
risma, eloguence and prodigiousclouds of hashish,

“i
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ﬁhﬁ’:@ Although renowned f or hisprophecies, hisgreat-

est Art consists of bonding several people
together. By sharing love and pain, he con-
vinces many folk to share one and avoid
| causing the other. His followers favor this
method over open violence, and often create
empathic "punishment wheels," joining ator-

mentortohisvictiminurdertodi splay thepain

hecaused. DespiteSh'zar'sideals embodiedus
the Code, of Ananda, the Ecstatic commandments
— some ot his followers are exceedingly dangerous.

' greatest magus is taxed to watch over hisflock.
Asprophets, master Seers have the unenviable ability
. ). to seewhat lies ahead. During the Great Betrayal, they will
WELY be disgraced; a hook by Tali Eos, The Nine Sacred Passions,
—% Will redeem them somewhat, but Ecstasieswill be regarded
with hostility forever after, Despite the dark prophecy,
these magi passionately seize thefuture, kissitand moveon.
A demon to some, a mad saint to others, the Sahgiya
glows with inner fire. Even away from her vices, she's
? abnormally perceptive, eloquent and often well educated.
Shedefendsher Artswith logic socomplex, yetsimple, that
master Hermeticsareleft sputtering. To her, boundariesof
morality, form, and time are illusions. When you cease to
believe in them, they turn away and allow you to Awaken.
Philosophy: The world is a living thing. It weeps, it
sings, itloves, itdestroys, all withoutrestraint, Creationis
too vast for mortal vision. We takeitasalover andjoin its
eternal joy and pain. Passion isa Divinebirthright,and it
sets our feet to that Path.
But never forget that each man makes tipples on the sea.
nld .
iy To love the world, you must shun malice and carelessness.
There is enough pain in the world as things are; to create
s>y X moreisto spitintheface of your lover, then laugh at her teats.
; Tools and Style: The Path of Passion has many roads.
# Some Eestatiesare veritableincubi and succubi, while others
surround themselves with drink and drugs. Most Eestatics
dance, sing and meditate in strange postures, and a few
forswear all vices and punish themselves in flesh-warping
ways. Some do it al, and let passionsride in as they will.

- When an Ecstatic's spells take form, the world seems to
Yy spin, meltandfade; awild vision takesitsplace—agodsland
& whirling to the tune of Shiva and Kali. She sees past and
future, communes with spirits, reads emotions, alters her

When "passion” becomes the key to godhood, even the

body (with strength, speed, healing or even
pain) and senses everything with inhuman

§ v acuity. Occasionally, she shares....
R Organization: Despiteitsseeminglynon-
4 %.'?) existent nature, thisCult of Chronospractices
& tribal organization, Sects of Hindu Tantrikas,
Muslim apostates, Christian heretics, African
medicine folk and Pagans of Greek, Celtic and
Norsedescentall followtheirancestral ways, breed-
% ing them with other sects to produce a demented
hybrid. Sh'zarandhi sDivyas(masters) presideover the

lot, enforcing their proverbs: the Code of Ananda.

That Code providesmorality and stability to the mob. The
Code declares that all things are miraculous; encourages ac-
countability for one'sactions, and tor the heal i ng of old wounds;
protects mortals from forced Enlightenment; denies the inevi-
tability of prophecy; declares punishment for one who harms
another; admits the existence of fear, but withdraws its power;
and tells Seers to avoid anger and nourish humor.

Primus: Sh'zar the Seer. :

Initiation: Each Sahajiya has her life ripped out from
beneath her by a powerful vision; from there, she's often
taught the Path of Passion by a mentor who gives her a
sacred bond of trust (Diksham), connecting them across
time and distance. Depending on the sect, her final initia-
tion could be easy or perilous.

Daemon: Gods of passion, trickster spirits, and even
future selves manifest to guide a Seer,

Affinities: Mind, Time and Water.

Followers: (Would-be) lovers, sycophants, artists,
philosophers, scholars

Concepts: Libertine,dancer,travelingplayer,prophet,
madman, poet

Stereotypes

Council Magi: Y our eyes are hook-blind, friends. Come
feel the sunshine and truly see the sun.

Daedaleans: Their future is a steely fist and whirling
screams of smoke,

Infernalists: Pain comes with life, but to make all life
pain is an abomination.

Disparates: Kiss me and go your way. |

Marauds: No starsshine brighter than those who have |
set themselves alight.

A temple’s sanctity isinits soul, notinits stones.
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Solificati ,

An Awakened person wears a crown. Like the halo of a saint, this glittering |
coronet displays God's favor. To win that crown, a magus must look past false
appearances, muster the Art of Transformation and refine himselffrom clay to gold.

Alchemy, the Transformation Art, concerns the ascension of base material
to an exalted state. Mortal "puffers’ try to turn lead to gold, but the true alchemist
wantstotransformhimself. Whilethisquestinvol vesmaterial disciplines, those
refinements are baby steps on the Royal Road. Solificati alchemists take their

name from the crown of mastery. These "Crown'd Ones' wear their
achievements proudly — too proudly for some tastes — hut they have
that right. The road to their ranks is long arid torturous, beset by
dragons of greed, ignorance and material instability. The fire of
genius can hecome a torch (or an explosion) all too easily.
That Path begins in the Cup of Isis, with the Arts of Hatshepsut,

who powdered her cheekswith gold she made from sand. Glowing like
the sun, shetaught her best studentshow torefinetheglittering dust.
Just asthehumbl esand becomespuregold, shetaught, thebasest pupil
could, through wisdom, become a magi cian— and more. To protecg

Iher secrets, she hid them in esoteric hieroglyphs — pictures so -
symbolic that even master scribes could not decipher them. The
queen passed thesecretsto 10 of her most trusted Cupbearers, bidding
the magi to perfect themselves along with the sand.
Naturally,thosesecretsspreadtolesstrustworthylips. Hatshcpsut's
lore soon mingled with the discoveries of Taoist
magicians, Hermeticwizards, Jewishrabbis, Pagan
oracles and Christian mystics, breeding a strange
Art that could damn or divinify with equal suc-
cess. To those who pursued alchemy with greedy
intents, the Curse of Gold turned their fortune to
ruin; to those who sought the Royal Road of self-
® | perfection, alchemy granted wealth, Enlightenment
% | andimmortality.
| Along the way, alchemists refined marvelous
cures, magnificent ores and a language of symbols so
ornate and complex that even its masters only half-
'/ understood it. A group of those masters, the White
} Lion Guild, joined several High Artisan sects; this
L\ auspicious "Golden Guild" alliance boosted the

Craftmasons from a collection of lodges to a full-

scale Order. Shortly afterward, White Lion Duc Luis

deVarreunited hisguildwith several other al chemi
} cal schools. Dubbing the result “the Crown'd Ones,"
he helped establish the Order of Reason. Ay
It was not to last. The alchemists, used to self- /
sufficiency, rebelled at "interference” fromother
Conventions. The Solificati walked out of the
¢/ Order soon after its foundation, and rapidly
disintegrated into squabblingfactions. A seriesof
internecine wars resulted — wars that ended when
Diplomate Luis led the Crown'd Ones back to the Royal
Road. Now a Tradition, the Solificati retain their inde-
pendence while working toward alarger goal .

,_.\.
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7 || absorbed. Her research appears more important
4 | than social graces, and she often speaks in
1/ riddles and searches for hidden meanings. If

rounds herself with worldly goods — which
she doesn't seem to care about. Behind that
shell, however, the alchemist is a seer strug-
gling with her own blindness. To her, the
world isalapeslry of symbols, tantalizing inits
complexity, yet simple if yon know where and t
how to look. Her enigmatic ways are a challenge to
others: See beyond the obvious. Reach past your limits. Crack
the serpent's egg and cut yourself on Ouroboros' teeth. Only
then can you call yourself "magus.”

Philosophy: Magick is a symbol tor self-refinement.
=% While it bestows great powers, those trinkets are nothing
9@\2 compared to the spiritual process, Everything in Creation is
w part of that process (the stars, the minerals, the spirits, the
’W _ beasts), and is areflection of a cosmic truth; every item has
—<== ahigher state. Theworld is organic, caked with baseness that,
——2 whensmelted away, reveals Divinity. That smelting presents
7 the greatest challenge; it requires wisdom, education, intu-
ition and a balance between inner and outer elements.

Perfection of one breeds perfection for all. Material
things are ultimately hollow. One must be generous as the
swan, honorable as the flame and valiant as the lion. The
true Philosopher's Stone is not a stone at all— it is the spirit
that lives forever.

Tools and Style: Unlike the Hermetics they resemble,
==, most Solificati are calm and patient. In laboratories overflow-
%' ing with books, burners, astrological charts and strange

objects. Lead into gold is only the beginning. Their potions,
" dusts, True Metals and strange fires are less i ntimidating than
. thewild stormsof their Hermetic friends, but used wisely, they
can be equally effective. Mishandled, they breed catastrophe.

Those toys are a dumb-show, however; the true magick

that a good alchemist achieves. His senses, mind and
endurance reach superhuman levels; he can see into the
past or future, heal himself, even read thoughts and emo-
tions. The magus becomes his own focus; so long us he can
% concentrate on his experiments, his senses sharpen. Some
| Crown'd Ones actually becomerebi — hermaphrodites that
" meld male and female aspects into a perfect whole. The

Tradition's hanclpicked emissary in the First Cabal is
one such rebis, formed from two magi into one.
Organization: Diplomate Luis avoidsthe
errorsof the past. HisSolificati are left largely
to their own devices. These days, an achemist
[ ] isjudged by her achievements and insight, not
her ranking in some paltry hierarchy. Appren-
ticeshipisessential, bur after graduation, each
Crown'd One is equal — provided she can
prove her worth. Disputes are often left to the
magi to settle (preferably by certamen, not mur-
der). Scandalously enough, thisTraditionreveresmae
and female equally. Insght is more important to them than
decorum.

Primus: Diplomats Luis de Estes.

Initiation: Convincing a good alchemist to train you is
difficult enough; the endlesstests, |aborsand lessonsthat come
with that training drive out all hut the most dedicated seekers.
Many apprenticeships last five to 10 years; in that time, the
"egg" (apprentice) | earnsthemost commonsymbols, hutmust
figure the rest out for himself. Few alchemical texts feature
writing — pictures and afew cryptic references arc all an egg
has to learn by. If he Awakens, he might be taken into the
formal fellowship  or he might not. Most eggs don't know
what they have joined until they've been chosen to join it.

Daemon: M agi cal beasts, animal sandzodiacsignslead
a merry dance along the Royal Road.

Affinities: Matter and Earth.

Followers: Rich patrons, artists, aspiring alchemists,
recipients of generosity

Concepts: Mysterious stranger, apothecary, monk, as-
trologer, painter, noble, ne'er-do-well

Stereotypes

Council Magi: Oh, the Lions of Hermes are worthy
bedfellows, and the Desert Winds shim- like gold, but the
rest of these fops are embers in grease, Perhaps the Ethiopes
have secrets to share....

Daedaleans: Their stony towers weigh heavily upon
one's heart,

Infernalists: Dragon's Hood is wine fur these fellows.
May it rot out their maggoty guts!

Disparates: Who am | to chastise sparks for fleeing || =
from the fire? \ 6

Marauds: Brokenthread makesbitter tapestries.

Lift yourself above the dust if you would turn it to gold.
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followers. Despite the spread of Christianity, the
woods and mountains still shelter Pagan ways.
Even most Christian folk know enough to re-
specr the Old Gods. Who knows when they —
or their servants — may be watching."
Bur now those servants are besieged by the army of
God. Oncetolerated, the Pagans have become symbols of
everything the Church forbids. As witch-hunters scour the
countryside, acoalition of Pagans— theVerbena—risesto
meet the threat. With bloody Arts and savage ways, these
children of Brigid, Odin, Freyjaand the rest gather around
firesto invoke the coming night. When darkness tails,
they teach their young and destroy their rivals with the
passion of their warlike forbears.

In the dawn of time, Verbena say, the primordial Wyck
rode thecurrentsof Creation. Gaelsincarnate, they taught magick
tothefirst sorcerers. Storiescall themTuathaDeDannann, Aesir,
Vanir, Bogatyrs.... Their namesare not asimportant astheir
legacy. In addition to their magick, these demigods cre-
ated the Old Roads, and left their descendants signs by
which to travel them. Other magi have different
opiniuiis, and call VerbenaspawnofLilith or whores
of Eve — the tainted offspring of sin.

Although heirs to the oldest mystick se-
crets, the Verbena are a new fellowship. Until
recently, scattered Pagan sects tended the old
tires alone. As witch-hunters and demonic
cultsswelled, however, the Paganswereforced
further and further into the darkness. Things

are changing. When two Inquisitors, General -
Wyndgardeand Baron Ulrich, attack Pagan strong-
holds in England and the Black Forest, the survivorsform a
vengeful fellowship. Twocharismaticsorcerers, Nightshadeot
Harrowgate and William Groth of Baerwald, construct their
sect from Celtic, Slavic, Norse and Pagan practices.
During the early Convocation years, Nightshade and Groth meet with representa-
tivesof the Chorusand Hermetic Order; soon, they meet each other. Through aGreac Rite,
they embody Thor and Brigidand formalife-bond. After establishing acore sect with British
and German Pagans, they gather allies from distant lands. Forsaking everything but apair ot
knives, these brave magi venture off through the Paths of the Wyck, William going east and
Nightshade going west. Intime, Nightshade comes home with magi from unknown lands (North
America); Groth perishesin the Far East, but Akashic Brothers returnin his place. With help from
refugees escaping Tezghul, Nightshade establishes a new Tradition from the Old Religions.
Liketheherbfor whichthey'renamed, Verbenaare mastersof healing, foresight and purification. Not
that many of their rivalswould swear tothat - only the Chakravanti and Seersgenerate the controversy that
these Pagans do. The hatred between the witches, rhe Hermetics (who once exterminated House Diedne, a
% 3 druidic. sectwithtiestoNightshade'sf ol k) andtheChoristersiswell known. Theseuneasy alliesseetheTradition's
§ darker side - the hedonistic shapeshifters who dance naked under the moon, spilling blood for banished deities.
_ Tothewitches, however, liteisasacred. Itisto be enjoyed. Itisnot afallen state to be atoned for. Pain, joy, hatred,
B ecstasy, birth, death, song and prayer — these are spokes in an eternal wheel. Verbenacelebrate the brightest and

darkest aspects of Creation, and their deities epitomize the passion and valor the witch-folk so respect.
T = o = — ==
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These magi revere the cycle of seasons, too.
Each turning is a holiday, each harvest a bless-

World Tree. Birth is the scream of new cre-

ation and death is the seed of things to come. (X

A Like their gods, Verbena can be ruthless. [ 5

| 1)  Each covenground has a tree, arid that tree i )&\'%
#igl  nourished with blood from live sacrifices and =‘

f the witches own veins. Yet honesty, compas- s
sion and generosity are prime Pagan virtues, too.
A Verbenais loya to her friends, remorseless to her
enemies, defiant in her manner and courageous in her Arts. No
sect, asarule, breeds better friends or bitterer enemies.

Philosophy: Magick flowsfrom the union of inner and
outer Divinity. Creation is sacred, the body likewise; likea
child, power emerges when the two are joined. The cycle of
seasons echoes the cycle of life — from birth to death to
4 rebirth. Passion is the pulse of Awakening and sacrifice —

- especially self-sacrifice— is the greatest gift you can offer.
¢ Nothing comes without a price, and all things, good or ill,
return threefold, If you would grasp the fire, prepare to be
burned by it; but better to be consumed by Creation's flames
than to stand coldly and watch them from afar,

Tools and Style: No other Tradition understands life
the way the witch-folk do; they swim in its waters from the
moment of Awakening. To bridge the gap between flesh,
spirit and the elements, Verbena use fire, herbs, blood and
L concoctions. The open air provides their sanctuary and the
=, _moon blesses their celebrations. To stay close to the earth,

4.* most Verbena go barefooted and perform their Arts skyclad

of eternal unity — becomes their Cross, and the tree —
symbol of the living world — marks their cathedral.

banded together. Still, they shun Council titles and mock
those who consider rank important.

The witch-folk do have ranks, of course: A
coven, made upof 13, nine, seven or three, takes
. the Covenant's place. Each coven features two
seniors (apriest and apriestess) who lead the
rites and maintain order. Most disputes are re-
solved by debate, but somefeatureordeal's, combat
or both.The Sabbats—Imbolg(Feb. 2),Beltane || §
(May. 1), Lughnasadh (Aug. 1) und |
Samhame (Oct. 31) — provide great cel-
ebrations, asdo Midsummer and Midwinter.
While men make up a good portion of this
Tradition, no other sect is more closely iden-
tified with women — wild, dangerous women.

Primus: Nightshade of Harrowgate.

Initiation: Each initiate must undergo arilual death
and rebirth. She is harshly tested, and must swear blood
oaths before acceptance. Oncereborn,thewitch iswhipped
while spirits look on. Her blood seals the oaths.

Daemon: Verbena often see the Old Gods, but some
are led by animal guides instead.

Affinities: Life and Water,

Followers: Fanners, families, bidden Pagans, herbal-
ists,huntsmen

Concepts: Hermit, firebrand, herbalist, shapeshifter,
healer, forester

Stereotypes

Council Magi: Swallow your pride and extend your
hand — these folk may be strange allies, but we all share a
commonfoe.

Daedaleans: I'd sooner drink my own heart's blood #
than watch you turn this world to steel and paper. ;

Infernalists: They rebel against the Church by worship-
ping itsopposite. A perverseslave, though, isstill aslave.

Disparates: Tend your gardenswell, cousin. The storm \
isupon us.

Marauds: Sages with the hearts of wolves and the
mindsof children.

TheWorld Tree has more branches than your Cross —
F andfar deeper voots!
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W Che Order of Reason
} ... God the Father, thesupremearchitect, had already built
thiscosmic home we behold, the most sacred temple of His
| godhead, by the laws of His mysterious wisdom.... But, when
thework was finished, the Craftsman kept wishing that there
were someone to ponder the plan of so great a work, to love, its
beauty, and to wonder at its vastness. Therefore... He finally
look thought concerning the creation of man.
— Giovanni Pico della Mirandola, "Oration, on the
Dignity of Man"

Assistance (Dost Rare

Without tools and philosophy, man is a fallen angel-
To remain worthy of God's trust, a person must reach out to
the sacred patterns left by God, embrace them and illumi-

the Daedalean magus, the Grand Design He left behind is
the key to salvation.

When the earliest Sacred Artisans uncovered the se-
crets of fire, languages, agriculture and trade, humanity
moved beyond supplication and hope; while others stood in
the tain and begged God for help, craftsmen and kings
answered their prayers, A Sacred Artisan does not place
himself above God, but takes up the Lord's tools and
becomes His apprentice. The Grand Design, therefore, isa
sacred trust.

It's also pretty cool, especially by the wretched stan-
dards most people endure. A Daedalean character is on a
mission; to hel p himself, he carries guns, slender swords and
marvelous machines; he ministers to the sick with mighty
potions and flies through the air in glider wings or hot-air
balloons. By medieval standards, what he does should not
work. But it does... quite well.

No one epitomizes the spirit of the Renaissance like a
Daedal ean magus, Knowledgeable, sophisticated, dedicated
and restless, he or she steps boldly out of the Middle Ages
and holds a lamp to illuminate the Path. To this virtuoso,
God crafred His Creation by precise rules and calculations.
To understand them is to enter God's workshop and join
Him at the craft.

Spheves of Influence

* The Arts: Artistic sophistication is the goal of all
aspiring gentlefolk; thus, the humanities — philosophy,
literature, logic and the fine arts — are breeding grounds for
new ideas. By working allegories, symbols and classical
ideals into their work, Daedaleans of all persuasions en-
trance their audience and spread their message- That
audience is hungry, especially among both the newly rich
and the titled nobility.

« Courts: With their wealth, sophistication and inno-
vative ideas, many Guildsmen are welcomed by monarchs }
and merchants alike. This allows the Order to influence |
policy (openly and covertly) across the known world.

* The Church: Staunch allies of the Catholic Church,
the Gabrielites find themselves fractured during the lute
Reformation; until then, however, this Convention rides
into battle, constructs hospitals, hunts witches and sways
the Vatican with open purses, bared blades, peerless theol-
ogy and, of course, miracles.

« Lodges: On the local level, skilled tradesmen flock
to build cities and seaports; there, Craftmasons, Artificers
and Seekers establish lodges, where they spread the gospel
of good work, teach advanced techniques, and carouse after
hours. Every lodge combines sanctuary, school and tavern;
this appealing combination makes it a natural magnet for
working folk.

« Secret Societies: During the Dark Ages, Artisans
had to keep low profiles and preserve their skills. Their
lodgesremain covert to thisday; after all, wisdom hasmany
enemies. WhiletheKsirafai arethereal mastersofintrigue,
the Craftmasons, Gabrielites, High Guild and Celestial
Masters work through a variety of secret societies — the
"true" Masons, Templars and Orders of the Rosy Cross so
revered by would-be occultists.

« Universities: The battlegrounds for new ideas; some
lodges operate wi thin established universities, whil eothers
areuniversiti esthemselves.

Ranks

The Order's hierarchy is fairly strict. Although it's
possible to buy yourself atitle, you'd better to ready and
able to prove your worth! Daedal eans do not tolerate fools
or incompetents — the Great Ideal is too important to be
forsale.

« Brother/Sister: As yet un-Enlightened, the Breth-
ren provide labor, messages, alliances, funds and military
might. Although treated with respect, Brothers and Sisters
arc lesser members of the Union.

« Apprentice: Pupils with talent, these young folk
train hard for six years; each New Year's Day, a new secret
is revealed and a new rest is required. The final two tests
require mystick ability; an apprentice who fails these exams
joins the Brethren instead.

« Mediator: A graduate of the six tests joins the low-
level willworkers, and begins to learn Ars Praeclarus.

« Resplendent: An accomplished Daedalean must
pass five additional tests; if he succeeds, he gains this
renowned rank and assumes a degree of respect within the
Order,

« Lodge: A place rather than arank, the lodge might
be aguildhall, seaport, library, hospital, castle or school,
depending on the needs and goals of the local Magistrate.
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| Craftmasons, and functions an aC'ray and Covenant (see
| Chapter 1V) for its members, Nonmembers must pay dues
}{ or perform services to take advantage of the lodge's facili-
ties. In addition to a vat number of lodges, each
Convention (except the Ksiralai) has one or two
Guildhalls, the "heads" of the organization.

 Facilitator: A traveling Resplendent skilled at
politics and languages, the Facilitator conducts messages,
performs intrigues and implements plans tor her Conven-
tion. While many of the upper ranks within the Order are
y held by men, women seem to dominate this level.

* Magistrate: A supervisor with mystick skills,aMag-
istrate facilitateswork and communicationwithin his lodge.

+ Honestus Resplendens: A powerful and highborn
Daedal ean might become a prince within the Order. Very
few’ commoners ever achieve this rank.

+ Resplendent Maximuis. A member of the Inner
Circle. Only 14 Daedaleans hold thisrank at the same time.

2 Internal Politics
V Order is of course, essential. Everything, theoretically,
has its place — even the woman, the stranger and the
infidel. By puttingacommongoal above old prejudices, the
Conventions utilize the genius within each member and
direct it toward a single purpose.

Ar the top of the hierarchy, the 14 Maximi of the
Inner Circle meet in a single heavily fortified tower,
designed according to special geometric principles. In
early days, the Circle met in Brittany; a few close calls

s g # during the | kindred Years' War convinced the Maximi to
y y&i move their headquarters to Langudoc (the old tower still
g g functions as a fortress). Both towers are bleached white,
l_, ringed by triple keeps and guarded by small but powerful
=\ armies. Each of the six Conventions has two Maximi — a
f man and a woman; two untitled Ksirati report to the

Circle, but do not attend.

Each Convention has 20 Honori, each overseeing a
district; within each district, that Honestus is essentialy a
prince, answering only to the Circle. Some of these men
(rarelv women) are accomplished magi, others are simply
adequate magi ciansbur good politicians.

A series of Magistrates mind the lodges, ports, castles
T and hospitals spread across the known world; at the "lodge"
?fj level, agroup of Respondents, lesser Magistrates, Appren-
tices and Brethren attend to local concerns — usually a
combination ot trade, education, moneylending, fighting
and invention. In the Far East and Turkish lands, the
hierarchy is essentially the same, though distant cultures
employ othertitles.

Discipline depends on the Convention and local
Magistrate; generally, minor infractions are punished by
chastisement, demotion and hard labor; major failures
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might earn branding, torture or exile, and betraya is a
death sentence. A chastised Daedalean has her research
seized and distributed throughout the lodge; a censured
lodge is put to the torch.

Human nature being what it is, of course, this "order"
works better in theory than in practice. The Conventions
have been at odds with each other since Day One, and the
strange gender and religious politics within the Order
heighten the tension. Sessions inside the White Tower
are contentious indeed; even local lodges have their
discipline problems and rivalries. Trade guilds constantly
find themselves tangled in each other's business, while
inventors and military commanders try to outdo one
another as a matter of pride. On the whole, however, the
q Order works better than any other government on Earth
— afeat facilitated by magicka Vtaslicos (see Appen-
dix), mail fretworks and messengers who keep
communications open across vast distances.

The real schism lies in the ideological rift between

sans. The Gabrielites seek a single Church, and dislike
¥ the liberal policies within the Order; the Craftmasons
champion the common folk and hard work; the Guild
warns to build anew, cosmopolitan world through trade
and wealth, while the smiths secretly prize innovation
over everything else — even God. Whil e these factions
squabble, the Cosians and Ksirafai keep to themselves,

following private agendas; the Void Seekers and Celes- %
tial Masters form a right bond and eventually unite as
one Convention, but keep many discoveries secret from
the other groups. Although the Order continues to
prosper, its inner alliances, rivalries and treacheries
eventually have dire consequences....

Suture Sate

Let us, instead, concentrate on reaching a rational, sen-
sible, civilised agreement which will guarantee a world fit for
Yieve  Process....

— The Honorable Mr. Jackson, The Adventures of
Baoni Munchausen

The next five centuries are wildly successful for the 3
Order of Reason. With their toes in disarray, the Conven- 7.
tions ride the rising tide of science and rationality. By the %
19th century, they stand astride the majority of the world,
That pinnacle, however, isachieved over millionsofbodies
and the corpse of the Order's Grand Ideal.

Out of the best of intentions, the Craftmasons have
created amonster. Even now, it'sbeginning to get away
from them; in 1670, they will be betrayed and extermi-
nated by an alliance of the Cabal of Pure Thought (itself
dissolved in the late 1830s), the High Guild and the
Ksirafai. This last group then conducts a purge of all
records mentioning the Craftmasons before melting fur-
ther into the shadows.
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By the late 1600s, the Daedal eans have begun to dis-
tance themselves from their flamboyant foundations- Many
records and artifacts of the early Ascension Conflict are
g "lost" or "reclaimed"; all evidence of the Order's advanced
practi cesissystematically destroyed, suppressedorrevised.In
W 1745, a magickal battle shatters the White Tower of
# Languedoe. BoththeTraditionsand I nfernalistsare"cred-
ited" with the deed, but no reliable records survive. The
Council getsthe blame, and a massive series of assaults and
intrigueshackstheTraditionsintobits. Flushwithtriumph,
the Order shines through the Age of Reason, but stumbles
into decadence by the mid 1800s. Many of the original
founders die or retreat into solitary research, leaving the
Order to a new breed of scientists. Under the leadership of
£% Queen Victoriaand anew I nner Circle, the Order isstripped
& down, shaken out and transformed into the Technocratic
£ Union — the Technocracy of the modern age.

Duringthisreorganization, the Artificersdiscoverama-
chine-Realm. Dubbed "Autoethonia,” this Otherworld
becomes a sort of spiritual focus for the group), which takes the
man-machinesfusion to itslogical extreme under the name
IterationX. TheCelestial MastersabsorbtheV oid Seekersinto
asingle Convention during the Age of Exploration; eventu-
ally, thisgroupassumesthenameVoidEngineers,andbeginsan
aggressive push against the horrors in deep space. Two new
Conventions rise out of the Industrial Revolution: the

Electradyne Engineers and the Difference Engineers. Both groups
later defect to the Council of Nine, becoming the Sonsof Ether
and Virtual Adeptsand sparkinganew and bitter phase of the
War. The High Guild shufflesits papers and dons the sinister
mask of the Syndicate; arevolutionintechniqueand applica-
tion turns the Hippocratic Circle into the flesh-crafring
Progenitors, Of all the Conventions, these two groups change
the least. The Caba of Pure Thought is undermined and
decimated when the other Conventions decide that its "One-
World-One-God" philosophy iscostly and outdated. Shortly
afterward, a New World Order rises in its place.

And the Ksirafai? Having never "existed" in the first
place, thegroup purgesall recordsof itself (al ongwith many
of its own members) and lays the foundations of the NWO.
All records, that is, save one library. Knowing the corrupt-
ibility of asecret shared (andthetreachery of their comrades), |
the Razors conceal their collected documents, even from '
theirowneyes. Most of thesurvivorsdieout; by thel ate-20th
century, perhapsfivepeopleknow theK sirafai ever existed.
Five more tend the hidden archives somewhere in Europe.
The Technocracy has no records of either group, and the
librariansare unaware of the archives' significance. Figura-
tively buried alive, the final heirs of the Ksirafai maintain a
lost treasure trove even they cannot find, overseen by keepers
who do not understand the treasure they tend.

Such is the price of success.
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W Artificers
7 (High Artisans)

In an ideal world, any man (or woman)
can have the power of a magus. While the
ancientshuddled around their firesand prayed
‘4| tospirits, theforerunnersof the High Artisans

P\ } made clothing, and smple machinesto culti-
l@\ vate the soil. Thus, did science supplant
| magick, at least among practical folk.

The true breskthroughs came with ad-
vanced mathematics; asarchitectsand artisans
strove to perfect their crafts, they discovered
ﬁ formulae that allowed them to get predictable
5} results. The men who mastered such secrets

Tﬁ became like gods to the people who had not, and

Artisans uncovered sacred geometry (see the Meta-
physics Knowledge, Chapter 1V) — the spark of Divine
guidance that illuminates genius.

In the court of Thothmes and Hatshepsut, High Artisans from
across the known world gathered to share their secrets, then returned
hometo raise new guilds. Aspiring craftsmen had to petition these guilds
to learn the necessary skills; the most talented among them were
elevated to special ranks and taught the Divine secrets, then went onto
create the marvels of the ancient world — the wonders of Cathay,
Egypt, Greece and Babylon.

b Sadly, itisman's ot to destroy. Vast amountsof ancient artistry were
" lost during the Long Night. Barbarians smashed through Greece and
| Rome; Mongols destroyed Cathay's wonders; Religious fanatics burned
the Library of Alexandria, not once hut several rimes. Throughout this
era, scribes tried to reproduce this lost knowledge, but failed. Without
Divine inspiration, the writers saw mere facts, not higher truth- Some
guilds, notably the Dalou'laoshi (an esoteric word roughly meaning
"People of the Five Sacred Stone Dragons') of Cathay and the Greco-
Roman Collegium Praecepti, survived those times by passing on the
mysteries to handfuls of initiates. In time, their descendants came
together again, crafting a foundation for the Temple of Reason. That
Temple, a symbol rather than a place, epitomizes the unity of Divinity,
Humanity andCreativity. Throughhardwork and study, amaster Artisan
// unlocks hisinner genius; having done so, he scattersthefruit of hislabors
/¥ tothecommonfolk. Through their acceptance of hisArts, he drawsthem
along the Path of Reason— and makes life easier, besides.

To High Artisans, politicstake the hindmost; creativity and skill
are an Artificer's greatest prizes. Because the doors to the Temple are
not barred by religion or sex, High Artisans accept women and infidels
on a more-or-less equal basis. All is not harmonious, of course, but
human imperfections are tempered in the forge of inspiration.

A long affiliation with the Craftmasons has established
the Artificers' position within the Order. While the humble
Grafters assimilate and distribute technologies, the High

3




guilds: the Forgers (or Villains), who fashion
mechanical Devices; the Bright Lions (mock-
ingly, Puffers), who pursue alchemy and esoteric
A its; the Pythagori (also Scribblers or Heng'ti
who concentrate on mathematics, languages
and principles; and the Mauls (Hammers),
who carry their discoveries into battle. Useful
asthey are, most Artificersfrighten theirfel-
low Daedaleans. Although they embody that
genius's achievements, their odd ways and disregard lor
custom make them suspicions, if brilliant, companions.
Philosophy: Invention is the pinnacle of human
achievement. To that end, we constantly create wild new
gadgets, toys, weapons and artwork. Each new creation, it
issaid, bringsyou closer to Divinity. Sometimesthat ideal
kindlesafireso intense it burnsan Artisan from the inside
out.
z Toolsand Style: Skill, hard work and imagination are
¢ thekeysto ArsPraeclarus. Withthem, aperson might become
nearly Divine. Tothisend, Artificersempl oy tools, al chemical
laboratories arid machines: Clockworks, steam, gunpowder
am! advanced metal sprovidetheraw materials, whilemuscle
and inspiration work those materialsinto miracles.
Artificers are renowned for their stamina, but even
morefor their eccentricities; scotched black by their forges,
some add strange designs to their skin and odd prosthetic
_to their limbs. To these radicals, the human form isjust
another machine — one they enjoy experimenting with.
Such is their dedication that some people say these Artifi-
wcerscarry on their trade even after death.
(Soryteller  Note:  Artisan Devices shouldn't be LOO
Jvisionary. Anything invented within a century of 1500 is
(air game, as are inventions like those envisioned by da
Vinci. Twentieth-century innovations are out of bounds.
Also note that wild gadgets often malfunction around
mortals— wil h catastrophic results. See " The Scourge.")
W, Organization: For the most part, Artificers disregard
‘& the usual ranks; respectisgiventor merit, nottitle. Within
Y ‘ their variousguilds, High Artisansrecognize abewildering
'L' array of degrees; in practical application, however, they
divide their Convention into Apprentices, Artisans, Mas-
ters, Grand Aristans and Epitomes — titles granted by
personal accomplishments. Althoughthreeroughcouncils
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w (one for Europe, one for Cathay and one for the Arab
p world) comprise Artisan concerns, they're chaotic
affairs at best.

Artificersprefer to handletheir own busi-
ness. Even so, most require patronsto support
them. A few isolated lodges are sel f-sufficient,
but most get revenue from aweal thy or pow-
« erful benefactor — one who often helps
llimself to the lodge's inventions.

Maximi: A progression of people, all
known by the titles Daedalus and Ariadne
(who was secretly Daedalus' apprentice).
Initiation: All Artificers, even those who
concentrate on esoteric studies, must know crafts and math-
ematics. Before or after his Awakening, an initiate must
convince anArtisan to teach him mundane skills; if hedisplays
genius (or Enlightenment), his master tunnels Ars Praeclarus
intothelessons. If the pupil grasps theprinciples, heisbrought
to a forge and welcomed through any one of a hundred
differentceremonies; dependingontheguildorculture,initia-
tion might range from a genteel rite to a hot-iron ordeal .

Daemon: The proverbial Muse of Fire guides each
Artisan's hand, often appearing as alegendary inventor or
mathematician.

Affinities: Forces and Matter, Stone and Metal.

Followers: Craftsmen, cannoneers, mercenaries, lords
and princes, merchants, apprentices, monarchs who love
mechanical toys or war machines

Concepts: Inventor, alchemist, blacksmith, architect,
artillerist,gunsmith, artist, war-machinemaster, toymaker,
Skyrigger, dragon-killer

Stereotypes

Council Magi: Packsof children, playingaroundtheir
campfires and often burning their lingers — or ours.

Daedaleans: A cathedral is made by the labor of many
hands. Let others tend the hearth of faith, the proportions of
thestructure, thehealth of theworkersor thefundstor the task.
We, withour Crafter brothers, will provide the inspiration and
materials. Together, wewill all construct a spire to Heaven.

Infernalists: Worms in the timbers of Our Great Work.
They must be squashed underfoot or thrown into the forge,

Disparates: Child, you need to learn a rrade. It you're
willing, | will teach you.

Marauds: Every structure has a few loose cobbles,
Every structure but ours.

Aninventionislike untoa child — aliving product of
sweat, blood, love and genius,
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of Pure Thought (Gabrielifes)

For over a thousand years, God's Holy Church has brought order to civilization. Throughout
the Long Night, monasteries and nunneries tended to the needy, educated the poor and above
J"I\‘L all else, ministered to the faithful. As a result, the Church has kept darkness at arm's length.
e Now that the Church has become corrupted. Simonists sell salvation; nunneries hide

- "‘""\Whorehouses; clericssell their approval for worldly goods and influence. Many servants
N

of God remain mercifully free of this spiritual taint, but the threat of corruption is still

there. The City of God is besieged. Fortuitously, the Knights of Archangel
\ rr—"‘_’ Gabriel, Messenger of God, are there to break that assault,

( A, . . . . .

% é*ﬁ' L‘ In His eternal wisdom, God granted a vision to His servant Claudius
X ? 3 /f Dediticius many years ago. In it, Gabriel outlined a fellowship of reverent men and

: women who would supplement Peter's Church. To seal the covenant, Gabriel
kissed Claudius, imbuing himwith Holy Might — the Awakening of God's
Powerwithinhim. Tothisday, thatfirestirswithinal | trueGabrielites,
and defines their sacred mission.

Claudius set his vision down as the Revelation of the Pure
Thought of God, and assembled a fellowship of talented
Christians to aid him. This Divine order outlasted

Rome, Charlemagne and the Pagan hordes that once

ruled Europe; its members went on Crusades, built

cathedralsand compiled librarieswhen educationwas
almost nonexistent. Working within the shadow of
Peter's throne, this secret Cabal sought to unify all Chris-
tians under one World, one God and one Church, then
protect that Church against its adversaries.

The decline of that holy institution and the
stains on Saint Peter's holy robes have pushed
the Knightsinto amore militant position, What
good is world unity when the Church that pro-
vides it is defiled? When the Convention of the
White Tower was called, Gabrielites saw it as a way to
spread God's Word through prosperity. Some had ini-
tially hoped to convert the heathens in their midst, but
were soon disappointed. Now, the Cabal seems beset on
all sides by the enemiesof God. In response, some Knights
have suspended their commitment to the Sixth, Eighth
and Ninth Commandments (killing, stealingand lying).
Surely the Lord understands their distress!

This army of God conducts its war on three fronts: The
Illustroferatores, who feed the hungry, tend the sick,
debate the Word of God with skeptics, and monitor books
for orthodoxy; the Poenitenti, who minister to the
weak, takeconfessionsand spy uponthefaithless; and

the Venatores Maleficorum, who war upon the

enemies who will not be dissuaded by softer
ministrations. The well-known "Falcons of
\ Gabriel" come from thelatter branch, while

» agents of the other two are inconspicuous
in their dealings. Within the Church,
these"Dovesof Christ" conduct asecret

S

s

o
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crusade; they loose the Falcons — their
military cousins— only when grace hasfail ed.
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These Falcons form the sword-arm of the Con-
' ventions, of fering shelter to the Lord'sfollowers
(likethe disgraced Knights Templar or refugees
of the Hundred Y ears War) while punishing
heretics, night-folk and unbelievers. Equipped
with the best weapons and armor the Order
canprovide, they take the field when no other
optionsexist. Because the Falconspresent the
Cabal'smost obviousface, mostoutsidersthink
all Gabrielitesare warrior-priests. Thisis hardly
thecase; most K nightsseetheir Cabal asamerciful
order. Better to slay an errant soul than to stand by while
innocent onessuffer. Worsestill, theworld woul d beforfeit if the
Church itself fell. In the void, the Pagans and monsters would
rush in, just as they did after Rome's decline, and take the
collective soul of mankind screaming into Hell. That must
never be alowed to happen!

Philosophy: Goodness comes through Christ's holy
blood, shed on the Cross, Mankind has refused to follow the
teachingsof God, His Son and the prophets; thus, the world
spiralsdownward, and Satancackles, Thistruthissimpleand
self-evident; thereisnoreasontodisguiseitinriddlesorsigns.

A pure soul thinkspure thoughts; whilenomaniswithout
sin, this ideal gives us something to aspire to. (Incidentally,
Gabrielites hate being referred to as "Daedaleans,” and never
call themselves such. Daedal uswas not areverent man.)

Tools and Style: Each Gabrielite is invested with the
Holy Fire—the Awakening—and carriesit asasacred trust.
That trust can only be broken by forfeiting one's soul. Prayer
is a Gabrielite's greatest tool; through it, God answers a
servant's needs. Even so, He appreciates resourceful follow-
ers. Hence, aK night al so employs speeches and invocations
(tochangeminds); healingsalves(to cureillnessand wounds);
fire and water (to purify); and weapons, armor and torture (to
) destroy that whichwill not be changed). When discretionis
2\ essential, passwords, hand signal's and Scri pture-based codes
assure the Cabal's secrecy.

Organization: The Doves (Knights of Peace) and Fal-
cons (Knights of War) follow the basic Daedalean ranks, but
make distinctions between peaceful and military
Respondents. Gabrielites refer to Apprentices as Aspirants

= and lodges as temples; a Senatus oversees the Convention and

reports directly to the M aximi. Despite the noble title, all

Gabriel ires, even commoners and women, arecon- ¢
sidered Knights of God (within their own
fellowship,anyway).Several militaryorders
— among them the Templars, Swords of
Grace, DieWolffgilde and the Order of the
Hammer — comprise the Falcons' ranks.
Maximi: Early 1400s:GirolamaGallo | | §
and Franceses Gillaume; after 1440:
Bonifacio Valle and Gertrude de Aquino.
Initiation: A Gabrielite experiences a
holy vision before Awakening. This usually leads the
Aspirant to a tutor, where he receives instruction and
a special sacrament- This ritual, the Kiss of Gabriel, in-
volves long prayer, fasting and purification, followed by a
series of vows and afinal kiss. If the Aspirant feelsthe Holy
Fire within him, he joins the ranks; if not, he becomes a
Brother instead.
Daemon: Each Gabrielite has a personal guardian
angel who acts as guide, teacher and disciplinarian.
Affinities: Forces, Mind and Fire. 1
Followers: Peasants, clergymen, knights and soldiers,
witch-hunters,scholars, missionaries !
Concepts: Scholarly monk, exorcist, orator, torturer.
Inquisitor, knight or man-at-arms, healer, monster-hunter,
servant to a bishop or cardinal

Steveotypes

Council Magi: Pagans, monsters and detestable rabble
— these are the forces we were formed to protect mankind
against. A few have worthy talents or aspirations, hut
they're heretics, one and all. Most shameful are those who 4
once took their tune from God; now they screech a disso-
nant cry, hidden among their Satanic consorts. lie may
forgive them, but we cannot. |

Daedaleans: Allies of necessity. Someday we will con-
vert them to the Truth of Gabriel and lead the world to
glory; until then, minister to them when you can and guard
against them otherwise.

Infernalists: Isthere any question?

Disparates: Lost childrenwanderingin Satan'sthicket.
Let us go to them and pluck the brambles from their eyes.

Marauds: Driven by demons; these poor souls need '“
pity and exorcism. |

God gavelighttothe world.
Letus uphold it with wisdom and honor.
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T Celestial (Masters

Human destiny iswritten inthe stars. Theearliest magi turned their attentions
Heavenward almost by instinct. Their heretical descendants, astronomers with the
11 gall tocall themselves"Celestial Masters," have stopped watching those Heavens
» | and started questioning them. In the dead of night, they aim their telescopes
Y ){ upward and pray the answers they receive do not drive them mad.

Tothesemagi, thesun, planetsand starsareenigmatichostswho reveal troubling
| truths. Examining the skiesis only part of the plan; the Masters want to visit them
— to walk in through God's gate and request a personal audience.

Whenthepriestsof Babylonand Egypt charted theskies, they divinedevents
and personalitiesin the passage of the stars. Ascommunitiesdemanded schedules,
\ theastronomersgave themdays, weeksand years. Y et the undeniable connection
k between the skies, Divinity and mankind remained out of reach. A hundred

2 celestial disciplines provided a foundation for greater study when Antonio

- ‘R Velio and his patron (and mistress) Mariana Sabine assembled a school of
15 astronomersand adventurers: the Colliegium Astrologia. Unsatisfied witl
4 being playthings of Heavenly forces, these philosophers turned an active

= hand toward discovery; rather than simply noting and tracking phenom-
ena, they wanted to affect it. Wrapped in their academic robes, these
so-called "Celestial Masters' toyed with devices of questionable design,
hoping tosight Heavenitself. Most heretically of all, they soon began
toexperimentwithsky-travel. L egendary heroeshadascendedtothe
stars; the so-called Masters wanted to follow them.

Soon, they did.

Some Masters call it "the Ruined Road," "the
Straight Road," or "the Long Road" — a path off" the
edge of the world. To navigate it, ships depart in the
dead of the night and sail outward, never dipping
il below the horizon, going ever forward until they

* |eave the waves behind. These ships catch the
Celestial Wind in their sails or cruise upon
. the notes of the Music of the Spheres,
||| striking out for different worlds. The sea
W1/ fog swallows the craft and carries if
i }]/ away into the Otherworlds. But the A

f Ruined Road is treacherous and uncer-
tain; many sailorsnever return, ordriftacrosstheoceansuntil they find
LR land, not stars. Expeditions on the Road are expensive, and often ill-

R fated. Tosurmount thisproblem, Captain Bernardo M arzani constructed
an airship and went up rather than out. Hisfirst expedition returned from
, the moon with its crew largely intact. Although Marzani died soon

i ,l' afterward, his example has given the Masters a new quest, a Profundum
78) r’l Expeditio that travels straight to the stars rather than out toward them.
/ Now the Masters divide themselves between those who study,
those who invent, those who explore, and those who prophecy. The
House of Prometheus maps the Firmament, describing the
character of the skies in vast, cryptic tomes. The House of
Daedalus works with Craftmasons and Artificers, engi-
neering the great ships, weapons and clockwork fantasias
so essential to the Expeditio. The House of Helios sends adventur-
ous "Skyriggers" out to seaor into the clouds, while the House
of Selene transcribes chronicles, publishes theories and
makes prophecies based on the mysteries they uncover.

s
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The latter group is called "the House of

that prophetess, these seers have begun to
sound a quiet hub urgent alarm. Returning

Skyriggers claim the Earth is an insignifi-
cant hall in a celestial Void, and that
horrific creatures lair beyond the stars.
This rumor is not only blasphemy to every
religiousand scientifictruth, butithintsat

forces than not even God can conceive. Some
"Cassandras" have thrown their fortunes into
war parties, equipping Skyriggers tor a campaign
against these forces; others arc suppressing their discover-
ies, or undermining the entire Expeditio before it gets out
of hand, Either way, their efforts are subtle. Men of faith
(especially the Gabrielites) would be happy to burn the
, entire Convention it asingle Master was overheard ques-
tioning God's Grand Creation.

As a whole, the Masters are a wealthy Convention;
most Promethiansand Daedal eansarenobility,orhaverich
patrons, The group's deep coffers fund elaborate experi-
¢ ments and journeys, some of which pay handsome returns.

The greatest weal th, however, comes from the potential to
command the Spheres of Heaven. Compared to that power,
mere gold is nothing. Some Masters, however, have begun
to doubt that anyone — man or God— can truly claim that
title when the skies go on forever.

Philosophy: Within the stars, there is power; a wise
and educated visionary can tap that power. Knowledge is
the key to chains of ignorance. To free yourself of those

=h chains, pluck that key from the Heavens.

Toolsand Style: Weird mathematicsand secret "tricks"
of time and distance alow Celestial Masters to open door-

s ways across space. Astrological charts, properly used, can

become vehicles for prophecies, influence, charms and
2 even mind reading. Ships, telescopes and navigational
toolsperformtheirusual functions,whilewildDevicesfrom
Promethian laboratories channel elemental forces. And
then there are the occasional alien herbs, ores and gases,
brought back from space and capabl e of God-knows-what....

Organization: Largely autonomous; eachlodge
has one Magistrate, who conducts business as
heseesfit. ThoseM agi stratesconveneacoun-
cil twice a year in Paris, deciding policy
during elegant week-long meetings. |
Skyriggers consider themselves a separate t
Convention tied to both the Celestial Mas- |
ters and the Seekers, but follow the dictates
of the Magistrate council, if only for gold.
Despite the popular image of long beards and
spyglasses, many clever women form the back-
hone of this Convention.
Maximi: Caesare de Porto and Sabina Valmarana
(great-granddaughter of Mariana Sabine).

Initiation: Aboveall, aMaster fearsnothing; timid souls
are not alowed. Every Apprentice must display courage,
intelligence, cleverness and perception. A promising candi-
date finds a patron, then endures exams based on her House;
if she passes, her patron decides how to best employ her talents. ;-.

Daemon: Indreams, the stars and constellations advise §{
their observers, teach them, and sometimes punish them. \

Affinities: Connection, Spirit and Air.

Followers: Merchant princes, astrologers' patrons, ship-
builders, sailors, scholars, radical philosophers

Concepts: Skyrigger, horoscope prophet, astronomer,
mad inventor, paranoid visionary, tormented scientist

Stereotypes

Council Magi: Not had sorts once you get to know
them. Terribly disorganized, of course, but not entirely
lacking in vision or ambition. y

Daedaleans: A necessary evil, I'm afraid. One must I"’r,:{,z_.r
occasionally suffer boorish companions to reach a greater ||/
state, and our world istoo chaotic to go without watchdogs.

Infernalists: Patheticchildren, really. Unless, of course,
they'reright... but that's impossible.

Disparates: Didn't they all go and form some Council
orsomesuch?

Marauds: Gravel-eaters and cess-wallowers. Phew!

CTo one who can touch the skies, nothing is impossible; if
those skies seeminfinite, then theiv poweris also infinite.
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Cmftmaélons

The Grafters are the architects — literally and figura-
tively — of the Order of Reason. Across the centuries, they
have brought together separate orders, established lodges
within the mortal community, and used their Divine myster-
iesto safeguard the common folk. Moreover, they're humble;
in place of the cathedrals favored by other Conventions, the
Grafters prefer a simple chapel. One would think they would
be popular, even revered; instead, these dedicated Artisans
hide behind walls of misdirection. Their crimes? They fired the
first shot of the Ascension War, but even worse, they dared to treat
commoners as equal's, even superiors, of magi and nobility.

The gathering that brought the original High Artisans together laid the .
foundation of the Grafters' chapel. Schooled in sacred geometry and esoteric
lore, these "Craftmasons" understand the relationships between mathemat-
ics, the elements, Divinity and the human soul. Their Arts, channeled
through architecture and invention, take advantage of Shallowings and
‘ Crays, focusing mystick power to auspicious locations. Each stone set and

> each wall erected is aritual dedicated to the construction of something

", greater. Each creation becomes a symbol of a larger Unity-

1.ong ago, the Mt. OssaCalyx and Collegium Praecepti birthed

guilds that preserved the secrets of alchemy, architecture, trade

and transportation after Rome fell. During that dark age,

pride and jealousy splintered those guilds into dozens of

fragments. Theresulting"Masonic" sectsoffered variations

on sacred geometry, but rarely with the insights of

—— trueDivineguidance. Topreservethe ArsPraeclarus,

—  the masters of several guildsforswore grand works;

instead, they dedicated their fellowships to the
common man and to God.

Slowly, these guilds built their chapel with mortal

Occasional lodge wars undermined thework, but alliances
reinforced the walls. When Wolfgang von Reismann called
his Gathering of the Square, the chapel became a gate; when
the resulting Craftmasons declared war on the Houses of
Hermes, that gate became a castle.
A castle was necessary; as guildmasters compiled their
archives, they noticed a disturbing pattern: Without help, the
average person was trapped in an endless maze of mortal slavery
and supernatural predation. Hammersin hand, the Craftmasons
began to demolish that maze, first by cir-
® culating texts about their enemies, then
M by encouraging free trade and advanced
workmanship. When necessary, these gifts
werehacked upby cannons, crossbows, Greek
Fire and other "impossible” innovations. The
greatest strike— the Convention of the White Tower
— shook the maze so hard that it's still trembling today.
Over acentury later, the Craftmasonshave become peasant magicians.
Forswearing thefinery of rival wizards, thesefol k useonly what they need.
Long centuries of cooperation have established abond between common

architects and began handing down the ancient secrets. ‘<
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humble but powerful Convention that com-
bines esoteric doctrines with solid labor.

But now their castle is beset by storms. Her-
metic wizards have sworn revenge for Mistridge;
rival "Mason Lodges' strike back at every opportu-
nity; peasant uprisings, encouraged by Crafters, [/
become purges; even the High Guild, aproduct of
Craftmason activities, now mocks its founders'
values. The dream has become a tempest and its
winds shake the Crafters' keep.

Craftmasons revere the common man, but other groups
consider him a tool. This has caused a schism between the
foundersand their former alies. Although they're still part of
, the Order, the architects have begun to withdraw. While they
stilt maintain the guilds that sustain the Order of Reason,
Grafter Magistrateshave begunto sap their owncreation. Like
Stephen Trevanus (the real Robin Hood), many of these magi
establish secret societies and outlaw bands. The Sacred Arti-
sans have become secret traitors among their own kind. The
castle trembles. How long can itswalls hold?

Philosophy: Sorcery is lazy and sinful; good things
come through hard work.. Flaws invite disaster. An imper-
fect building must be torn down and begun again.

When God made the world, He left His mark on it —
aGrand Design symbolized by asingle red rose of 99 petals.
Each of those petal scirclesasinglehub; that center symbol -
izes Unity, and Unity is strength. Like the rose, a perfect
structurecombinesdisparateelementsintoaunifiedwhole.
Hence, our philosophy blends esoteric and symbolic aspects
into concrete work — work that mirrors the labor of God.

(Some accounts claim the Colligium Praecepti under-
mined Rome, intending to rebuild it to its former glory.
Thus, do the Grafters undermine rival magi, feudal society
| and the castle they helped construct. When it all comes
down, they'll rebuild again.)

Toolsand Style: Magick is Craftsmanship; aspell isbuilt,
not "cast." Most workingsinvolvepowerful tools, onecreation,
the Viadlicos, isthe pinnacle of Craftmason Arts. The greater
mason'stools—levels, chisels, rulingsquares, ladders, hammers
arid plumb lines—all haveritual and symbolic significance as
well aspractical uses. Lesser tools—guns, cannons, and theone-
handed crossbows many Craftmasons employ — symbolize the
Grafters' commitment to force when necessary.

R

Organization: Within their lodges,
Craftmasons recognize 33 levels of achieve- 4
ment that approximate the usual Daedalean |§¥/
ranks. Nine guilds function within the larger
Convention: the Chalice (healers); Coin |
- (traders); Level (political reformers); Sword |
(men-at-arms); Hemlock (spies and assas
sins); Chisel (architects and teachers); Arrow
(charities); Stone (laborers); and Scroll [
™ (teachers and scribes). Some accounts claim [ §¥
2 mysterious "elder circle" of astral magi
governs the Maximi, but the tale is impossible to prove.

Maximi: A succession of humble workers, chosen each
year by election.

Initiation: Many Sacred Artisansbeginasmortal crafts- '
men who learn the greater secrets through the symbols
employed by the group. By meditating at a site of architec-
tural genius, an initiate receives visions of the Great | deal ,
and Awakens. From there, she recruits a sponsor, who takes

the fold. If not, she's often kept on as a valued retainer.

Daemon: Most Craftmasons dismiss their Daemons as W
delusions or demonic tempters; some mystics, however, see
the spirits as ghostly mentors or "Hidden Masters" who
have transcended mortal form.

Affinities: Matter and Earth.

Followers: Workers, men-at-arms, radical clergy,
tradesmen, bandits, midwives, apothecaries

Concepts: Mentor, Platonic visionary, reformer, Gnos-
tic mystic, lodge mastermind, outlaw leader, Facilitator,
architect, occult librarian, artillerist, monster-hunter

Stereotypes

Council Magi: Tyrants and leeches, lording over man ||/
and shitting on the floor of God's temple.

Daedaleans: With theexception of the Artificers, this
crumbling cathedral needsto beruined and built again. A
shame, really, it took so much work....

Infernalists: Debrisfrom a castle built by amadman.

Disparates: Some of these stonesare finefor building;
others are cracked or misshapen and must be discarded or
broken for rubble. f

Marauds: Dust storms and ashes.

g/
W
/
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| medicine, builds bridges and rewards the
| scientist. Gold and trade are the corner-
| stonesof any good society. And wherever
| thereisgold, there must be people who
help gather and distributeit.

The Italian Rebirth would be
impossible without trade. The con-
stant cry for luxuries and
| necessitiesalikecreated this
traffic in goods, culture
and idess. If merchants
and bankers still abided
by the old prohibitions
against money lending
and left all trade to
zthe kings and the
i Church, Europe
would still be wad-
ing in mud. The
unearthed glories of
Rome and Greece re-
veal the good things
commerce brings; with
those treasures on dis-
play, the Golden
Convention refuses to
return to the old ways
W, — even if its members
® must toil warlocks and
clerics everywhere!

A stepchild
Craftmason reforms,
Guild isactually anetwork of
guildsspread across|taly, Arabia
; and the Holy Roman Empire. A

\ few scattered halls pepper other
\ nations too, but the Convention
focuses its attention on these brisk
, states. During the White Tower gathering,
:\I several tradesmen pointed out that the
\|; foundation of progress was widespread
commerce. Despite objections from more
" conservative factions (especially the
Gabrielites), a new Convention gathered
to facilitate international trade, The mar-

ket for goods from Byzantium, Arabia and
the Far East provided funds; the reopening of
the Silk Road between Europe and Cathay
added incentive. Now the High Guild sets
prices, protects trade routes, mediates dis-

putes and lends funds for new endeavors.

Guild (Grand §inanciers)

Gold buys progress. It buys art, purchases

/

Not that there wasn't opposition; the |
Church calls moneylending a sin, espe-
ciallywhenitinvolvesunbelievers. Also,
there were the nobles who were not
ready to share power with commoners
— even rich ones. Heavy penances
(bribes), a few skirmishes and the
occasional spell cleared the way. This
taught Grand Financiersavaluable
lesson: Wealth is a form of magick.
Like a god, it draws power from its
worshippers. Themorepeoplewant
things, the more power they give |
those who supply them. From the
Crafters' magicks, Enlightened
Guildsmen created their own subtle
form of enchantment called Ars
Cupiditae ("the Art of Desire").
Now the scattered
Guildhalls conduct their
business. Among them,
they employ Enlight-
ened mercenaries (the
Resplendent Axe
Guild); patrons of the
arts, sciences arid medi-
cine (the Patrons Guild
or "Black Uncles," named
because of the rich dark
clothing they wear);
moneylenders (the Royal
Griffin Guild); traveling &,
merchants (theAlbatr oss
Guild) who also fund
expeditions; inter-Con-
vention managers (the
Sun Guild) who oversee
Daedalean projects; and dashing
chmanners(theRoseGuild)skilled
in conspiracy and swordsman-
ship. Their network supplies
kings, princes, merchants
and priestsfromMali to
Norway, from Beijing
to London. Natu-
rally, their affairs are
somewhat diverse;
small wars between lodges are
common in trade, and unity is
lessdesirable than competi-
tion. So long as it's
controlled, that competition

p




Afterall, anunused bladerustsinitssheath....
Grand Financiers cut dashing figures.
Most are handsome, nearly all are wealthy,
and themaj ority seem unusually charismatic
— aproduct of Kith social savvy and mystick
Resonance. If other Daedaleans regard them
withsuspicion, thecommon folk regard them
withawe. The Guildsmcnsimply give to Caesar
what is Caesar's; if they keep abitfor themselves,
where's the harm? Without gold, the world is lost.
Philosophy: Tradeismorethananexchangeof
goods — it is a communion between brothers. Through

%ﬂ

sionally, hut that's to be expected.
Onadeeper level, wealth is a manifestation of the soul;
, trade grants brothers influence over one another, just as a
TrueNameconferspower. Themorewealthyouaccumul ate,
the greater your power over others. A good tradesmanislike
ashepherd, rendinghisflock, fleecingthesheepandweaving
their wool into clothing. Thisis part of God's plan: Some
% people are shepherds, others are weavers, most are sheep.
Toolsand Style: Let clumsy warlockssing up spellsand
call down lightning! Ars Cupiditae is far subtler. Every
Guildsman understands the secrets of influence and per-
ception (see Chapter V111, pages 258, 261), and employs
them through social graces, favors and orations. Secret
codes and Vtaslicos carry messages across vast distances,
while illusions and mind tricks assist difficult transactions,
Like the Craftmasons who bred them, Financiers pur-

» harsher negotiations; most Financiers — even women —
> know fencing techniques, too, and carry slender blades of
unusual strength and sharpness.

Organization: Each Guild maintains its own lodges
(called Houses) in major market towns, ports and trade
routes. Within a House, the Master's (Magistrate's) word is
s law. The usual titles are respected, but given more for

= cleverness and skill than for magickal prowess or study. Four
rimes a year, House Masters meet in capital cities, then
© addresswider concerns through messengersto other nations.

- &

it, both sides are enriched. Granted, brothers fight occa- - & i
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Guild members are usually European (of -
tenItalian, Jewishor Dutch), although some
hail from Africaor the Middle East. Several
charismatic women have joined the
Convention's upper ranks, and hold their
places through wit, seduction, deverness
and threats. In this age, merchants are ||
oftenricher than nobility; really prosperous 1§
ones become noblesin nil but birth, and often
marry into royal families. Even the youngest
Guild members are rich, and they like to show it.

Maximi: Wolfgang von Reismann (rumored to
be over 400 years old thanks to alchemical immortal -
ity) and Margaritalmpensi (aMedici by birth).

Initiation: Some Guildsmen are born wealthy; a poor
one must find a sponsor and impress her with his imagina-
tion and intelligence. Depending on the House, an
apprenticeship may be laborious and slow, or rapid but
dangerous. The initiate is expected to take risks — finan-
cial, social and magickal — and prevail through hiswits. If &
he survives, he receives anew position within the Guild. If
not, he retires in disgrace, becomes a Brother, or perishes.

Daemon: While some Guildsmen are beholden to
Mammon the money-demon, most view their guides as
helpful angels or ghosts.

Affinities: Mind and Water.

Followers: Accountants, merchant princes, merce-
naries, tradesmen, artists, scholars, debtors

Concepts: Rakehell ,ambassador, seductress, merchant
"nobleman," spy, assassin, patron, diplomat, guard

Stereotypes

Council Magi: Ruthless barons, taxing the night with
their demon-sent Arts. The wizards among them are sly and
refined, therest areassavageabunch of bogiesasever I'veseen.

Daedaleans: Our partners in this great endeavor have
yet to realize that mortal man wants nothing more than
pleasure and security. Give him afull belly and a warm roof
and he'll follow you till the end of rime.

Infernalists: These vermin deal indarker tradethan I,
but have already gambled their greatest asset... and lost it.

Disparates: Who?

Marauds: | suppose even God needs His court jesters:‘"
Just keen them far away from me!

Betterto be acatinabarnfull of mice
thanking of an empty field.
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No Art or science isasviral (but problematic) as the ones concern-
ing the human body. According to Genesis, God made man in His image
and gave him dominion over the Earth; by the same token, He also cursed
the children of Adam and Eve, and gave Satan dominion over them.
Thebody, therefore, isboth sacred and unclean, amirror of Divinity,

yet a harbor for lusts and disease. To work with such a canvas, a
magus must be brave, wise and irreverent. The Medici of the
Hippocratic Circle are al of those and more.

Long ago, healerslike Imotep, Wang Wei-i, Herophilus
and Hippocrates established great schools of medicine. In
addition to mortal techniques, these Enlightened masters
pioneered special Arts, and passed them on to their best
students. Hippocrates established a special guild of such
healers in Greece; named the Cosian Circle, this acad-
/ emy treated illnesses, pursued alchemical immortality
and encouraged education and vitality. This Circle had
{ adarkerside, too; legendsclaimthataguildwithinthe
guild pursued a secret Hippocrates forbade: the cre-
ation of new life. Tothisend, the physicians dissected
living creatures and infused them with odd humours.
Chambers beneath the guildhalls housed the mal-
formed results: creatures that were occasonaly
dispatched to kill the Circle's enemies.

When Rome fell, the Circle was broken and its
secrets scattered. In the Far and Middle East, some
guildspreserved the Arts, but in Europe, they were
nearly lost. In Byzantium, asingle school preserved
Cosian techniques. When the Conventions gath-
ered, several Cosians restored the Hippocratic Circle
and returned those Arts to Europe.

It was none too soon; the rash of plagues that swept
the land kept the handful of Cosian initiates busy. As
the sicknesses spread, so too did centersof Enlightened l
healing. The odd and irreverent nature of their Arts (
soon brought these physicians into conflict with the
Church, however, and the healers often lost. Hospitals
were burned, often with both patients and Cosians inside. @]
Now the Circle hides behind a maze of universities and
temporary clinics. The Brandenburg Krankenhause, alarge
hospital protected by the Holy Roman Emperor, provides
the only "open" office tor the elusive Cosians. Else-
where, they cloak their teachings in symbology and
pass them on to the most talented initiates.

Whilemortal physiciansgrope about inthedark
(see "Modern Medicine," page 208), Cosian doc-
tors preserve the advanced practices of Egyptian,
Greek and Arabianhealers—and add tothem. Like
the four humours, the Cosian body follows four
functions: The House of Mandrake studies
herbalism and agriculture; traveling healers from
the House of Fire relieve plagues and isolate dis-
eases; the House of B(z\oks concentrates on teaching
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£ and study, whilethedreaded Houseof K nivesspecializes W
in surgery. Outside that order, a"minor house'
i of non-physicians, the warrior Phylaxoi, pro-
| tectsthehealers, and A secret alchemical guild, (*
the House of Olympus, carries on forbidden
experiments with immortality and creation.

The Cosian world is a strange brew of the
blood-to-the-elbows experience of midwives,
herbalists, barber-chirurgeons; thescholarly works
of courtly astrologer-physicians; and the methodi-
cal experiments of botanists and dissectionists. A
Cosian immerses herself in her work to an unsettling
degree, andof ten chronicles her research in stomach-churn-
ing detail. An academic theorist spends much of her time
.t among plants and star charts; the dedicated plague-chaser
B=="52Y {ravels across the land searching for epidemics; the cadaverist
% dwells in charnel houses and blood-guttered basements. This
Convention attracts all manner of folk, and some of them are
deeply disturbing. It takes intelligence, obsession and empathy
to question God's handiwork. A Cosian physician considers
such questions merely a beginning....

Philosophy: Asa carpenter worksinwood or a stonecut-
ter in marble, the Cosian works in plants, flesh and blood.
Divinity nestles within the natural world. What we cannot
catal ogue, we can create wi th secretsuncovered within God's
puzzle, Our world isGod incarnate— amiracle, not aprison.

Tools and Style: Founded in Pagan practices and

ungodly research, the Hippocratic Arts delve into the
patterns of life, decipher those patterns and turn them to
greater ends. Herbs, potions, artificial limbs and surgical
+. tools make up the Cosian's "kit." With such wonders, she
¥,/ can cure plagues, heal infections and create homunculi,
% living plains, wondrous creatures and longevity potions.
Depending on the healer's discipline and personality, she
“= might cure, alter or corrupt most living things.
- Organization: Most lodges consist of secret meeting halts
# within established universities or hospices. The attending
Cosians follow the common Daedalean rank structure, but
refer to Respondents asMedici, Honori asDoctori, Magistrates
as Praceptori, and the M aximi as Praavus (Grandfather) and
Proavia (Grandmother). Among all the Conventions, the
Cosiansaremost likely to respect female members.

W

Advanced as they are by mortal standards, the Cosians
still follow the Greco-Roman model of medicine.
Two rival Conventions, the Chinese House of
Hua T'o and the Arabian Hands of Mercy,
disdain the Cosians and are spumed in return.
While some radical physicians study two or
threeheal i ngstyles, most uphol dthesuperiority
of their cultural Art and disparage the others.

Maximi: ProavusM arcusdeSardaand Proavia
Judith Miller.

Initiation: Most Cosians follow the family
trade; occasionaly, though, an outside initiate
might seem worthwhile. Extensive training and experi-
ence provide the mentor a chance to observe budding
Enlightenment.|f Awakeningappearsimminent,themen-
tor sends the initiate on some traumatic errand, then tests
her when she returns, If successful, she joins the lower
Medici; if nor, sheremainsavalued but mundanehealer.

Daemon: While most Cosians seetheir guidesasghostly L
physicians, a few commune with angels or Old Gods of
healing. (They keep those communions secret!)

Affinities: Lifeand Water.

Followers: Farmers, mercenaries, lepers, indebted no-
bility, former "experiments"

Concepts: Physician, midwife,maddoctor, chirurgeon,
artist, herbalist, zoologist, animal trainer, alchemist,
plague-healer

Stereotypes
Council Magi: While it's true our caduceus shares one

serpent with the so-called "Verbena' (named for aheal ingherb %
— how quaint!), the rest of these Dolores are as ignorant as

ladybugs! They would sooner wave bones and chant hosannas ||/,

than search for the true causes of disease. A pox uponthemall!
Daedaleans: Like us, our companions search for a
better tomorrow. Unlikeus,, they | et squcamishnessquench
their greatest discoveries.
Infernalists: Leprous limbs on the body of the world.
Disparates: Let them play in their fallow fields. They
harm us not.

Marauds: Thewormsintheirbrainsaresurely contagious! i+~ i

Ab, life! Such AGiversity of splendovs!
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T > C.: monitoring betréya]s, assemblingarchives(andoccasionall} S
| Ksivafai ~
k]

purging them), assisting other Daedaleans or their patrons, [ :
and subtly disposing of threats to the Order. To assist her,
Jove must have his the agent receives special Devices and training in tech-
thunderbolts. A prince niquesforbidden to most High Artisans.
must havehisretainers.
A king has his assas-

sins, and the Order of
Reason isno different.
To implement their
new design, the High
Artisans need blades to
do the cutting and
broomsto sweep away the
mess. The Ksirafai ("Ra
zors") are those tools,
honed in secrecy and dedi-
cated to the greater good.

Officially, thisgroupdoes
not exist. The Ksirafai have no
Guildhall and do not appear on
the rolls or documents of the Order.
A "Convention" in the loosest sense,
these magi police the shadows, using
infiltration, rumor, seduction and as-
sassination to advance the agenda of
Reason. While the Daedaleans con-
ceal themselves from mortals, this
"Army of Secret Angels" hides within
their ranks, masters of charm, coer-
cion, perception and obfuscation,

Soon after the Convention of the
White Tower, the Inner Circle discov-
ered that oaths were less binding than
anger or gold. After the Solificati de-
fected, several Magistrates founded a
group that would answer only to the Inner
Circle. From within the ranks of servants
and companions, these agents would spy
ontheirfellow Conventionsandrival groups
alike. Records would be kept and alliances
struck; when necessary, the shadowy blades
wouldstrike, cuttingaway traitorsorobstruc-
tions to the cause. Master Intriguers were
recruited from Byzantium. An elaborate lan-
guage of signals was composed, and likely
recruits were initiated. Soon the Razors were
polished and employed.

It's all too easy to see the Razors as
Inquisitors within the Order; but their true
purpose is implementation, not orthodoxy.
A Ksirafi exists to smooth the Order's path,
not tojudge aperson'sloyalty. Her duties
include recruiting allies,
passing messages,

moremanipul ativethenmen) afairnum-
ber of Ksirafai are female. Well

dressed and disguised, eloquent,
versed in languages, and
learned in the arts and sci-

universities, churches and Cov-
' enants. Once in place, they watch, (¥,
make notes and spread Daedalean Wit
ideas. If necessary, they murder their
targets with silent skill, then disap-
pear before the bodies can be found.

Unlike the other Con-

not divided into guilds.
Each member is given “’%f
duties appropriate to his g
or her skills and loca-
tion. Some play mortal
politics, others observe
Daedaleans, and still
others execute darker
plans. Although some k=t
High Artisans have Foo—
heard tales of mysteri-; ,
ous infiltrators, a Ksirafi
never claimsallegiance £23%
to her sect; asfar as the T’
Order of Reason is con- | X
cerned, the "Razor ,‘
Inquisition" isalegend, 4%
no more substantial than
ashadow on the wall.
Philosophy: Nonoble
endisachievedwithoutdu-
bious means. The Order's
cause isjust, but its enemies “§
(without and within) are
many. God'splansoccasion-  §_ '
ally demand sacrifice, and o
we are the agents of ne-
cessity. When our task is
done,wewill depart; but
for now, harsh times
demand harsh mea
sures. Bloodshedisto
be avoided if pos-
sible, but all too
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often, it'sinevitable. Better to cut diseased flesh away g~
beforetheentire body iscorrupted. R

Toolsand Style: A Ksirafiregardsherselfasa
servant of the darker angels (Michael, Uriel,
Azrael,etc.), and purs her faith in the Order's
cause. Although Daeddean in outlook, her
Arts seem more arcane than Ars Praeclarus.
Ksirafai spellsdepend on influence and misdi-
rection; rooted in the practices of the Ixos (an
elite hand of Greek sorcerer-spies who caused
the truefall of Troy), these secrets involve spirit-
speech, potions, poisons and tricks of the light.
Delicate Devices—small  crossbows, pin-guns, tiny grapples,
ere.—helpaspy achieveher ends, whilemakeup, perfumes,
enchanted oils and forged documents assist more delicate
matters. When violence isnecessary, aKsirafi invokesdeadly
angels through the seven Hermetic pentacles of Saturn, or
employs Deviceswith great destructive power. When the
tasks are done, prayer and purification cleanse the Razor of
her sins — sins performed in the service of God.

Organization: Most Razors answer to asingle mentor
and three contacts. A Ksirafi Magistrate handles a"lodge"
of six lesser Respondents and sends his reports and obser-
vations further up the chain. A council composed of the
original Byzantines makes important decisions, but most
activities are left to the Magistrate's discretion. Naturally,
Razors keep an eye on each other, and report back to the
council; thus, corruption and incompetence are rare — a
Magistrate knows the cost of both.

Maximi: Two cloaked, masked figures, known only as
Fulmen ("Thunderbolt") and Suavium ("Kiss"), answer to
the Inner Circle.

Initiation: A promising initiate is noted by hisfuture
mentor, often long before he's aware of the group's exist-

4 ence. The mentor tests him from afar; if he passes, the

mentor offers him aplace in an elite fellowship

Oneyear of indoctrination follows, duringwhich
the initiate (called an Ignorant) is schooled in
the lore of the Army of Secret Angels. During
a grueling initiation, the youngster is taken
through a cave, beaten and provided with an
oath. Hopefully, the Ignorant Awakensto a

ing him into God's agents. If the vision does

Ignorant is welcomed into a lesser fellowship
— the Etfalti — of Un-Enlightened allies.
Daemon: Powerful, warlike angels or saints appear to
prospective Ksirafai during their Awakenings, and guide
them from that point on.
Affinities: Connection, Spirit and Air,

Followers: Seduced dupes, mercenaries, Erfalti, scribes,

wealthy patrons
Concepts: (usually disguised as some other profession) =
diplomat, courtesan, assassin, archivist, spy

Stereotypes

Council Magi: A basket of snakes. Their bites ;
sometimes sweet, but venomous nonetheless.

Daedaleans: A fascinating menagerie of loyalists, vir-
tuosos, pretenders and thieves, all bent to a just cause. If
they had any idea how raddled their castle truly was, they'd
quittheplaceandfleeinall directions. Itisup toustohum
the worms from the timbers and mind the shadows of the
feasting hall. Without vigilance, the Order is for naught.

Infernalists: Nothing is created without a Divine

purpose — not even a fallen angel.
Disparates: Puffers, jinks and village idiots, everyone.
Marauds: Cracked mirrors of ourselves. Bad dreamsof |
the Lord. \

1574

not come, the oath is withheld and the &

vision of the Archangel Michael, welcom- e
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Void Seekers (Cxplorators)

There's something both threatening and enticing about the end of a map. "Here Be
Dragons' isan invitation to dragon-slayers. A gainst the dragons of ignorance and
fear, the Exploratorsraise their swords and unfurl their maps. For this proud,
rambunctious group, the end of the map is the beginning of history.

New opportunities have always laid on the other side of the
hill. The earliest adventurers, bored or desperate, sought those
opportunitiesout. It'sno secret that the man brave
enough to cross what cannot be crossed often
becomes a rich man. The Phoenicians, Chi-
nese, Egyptiansand Norsemenbuiltempires
around wanderlust; as they did so, their
greatest explorers discovered powerful
Artsandworkedthemintotheirtrade.

Various guilds arose in the port
towns. Althoughmany explorersand shipbuil derswereskilledmortal s,
Enlightened masters preserved the lore each guild discovered. "Secret

on to the most promising students and sailors. Like the
Craftmasons,theseearlytravel ersinterpretedmagickthrough
the tools and symbols of their profession. The Arts were
definedaswindsand currents, magick asawave; instru-
ments like ships, charts, compasses, ropes and blades
attained mystick significance. Naming anew place
granted aman power over it; soon, discovery and
mastery became the explorers' highest goals.

Like most fellowships, these traveling
guilds had rivalries with each other. When
the Dark Ages swallowed Rome, many of the

tradesmen and a Byzantine shipping guild, pre-

served the old ways while adding to their stores

of knowledge. Their methods and achievements
impressed the Celestial Masters; recognizing a
common goal, both sides sponsored each other at

the Convention of the White Tower. The Void Seek-
ers, or Explorators, were born.

Now the Explorators have come into their
own. As mortal monarchs reach for new
empires and tradesmen for new market;
the Seekers have all the work they can
handle. As Skyriggersdepart for the stars,

discovering new lands and adding them to
the map - their way.

To thisend, the Exploratorsdivide themselvesinto sevenguilds: The
Odysseans set forth across the waves, while the Alexandrians journey
over land. TheOrder of the Grail compilesmapsand sagas, using mystick
rites to seal what has been written; their contemporaries in the
League of Paul purge heathen sins, cleanse tainted site
and bring Jesus to benighted peoples. An elitewarrior . —=3
guild, the Her culinian Compact, asserts that its"seven
labors" include slaying monsters and protecting companions; its

o E
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ftif brother guild, the Forgeand Sail (or Lycians) craftsthe
| skips, instruments and weaponry that aid the other

Seekers. Finally, the Scribes of Apollo (or
}/‘ Appolonians) work closely with the Celes-
(

)

Seekers are a paradox. Although "Seekers'
by trade, they want tofindfactsto add to their
maps, bestiaries and histories. Although they
take their name from the void, they seek tofill
thai void with knowledge. Explorator motiva-
tions are a bizarre mixture of lofty ideals and venal
principles. To the Church, they "convert the Heathen"; to
the monarchy, they "found an Empire"; to their crews and
companions, they "seek treasure”; and lor themselves... they
look Theworld isknowable, though not yet known. Void Seekers
expand that world by hearing witness to it.

Compared to their contemporaries, these magi are
earthy, robust and aggressive. Armed with courage, tools
and a few Tricks, the average Explorator dashes into the
storm with atip of his hat and a grin. Women swoon at his
rakish charms and men tell talcs of his journeys with a
mixture of envy and admiration. Road dust or sea salt
whitens his boots, and many a tavern goer cries, "What
news?" when he swaggersin. Even the Convention's schol-
ars have adashing air—few Seekers restrict their adventures
to the page. Image is important to an Explorator; even in
the face of chaos, he keeps his wits and smiles.

Philosophy: A new world?Map it. Theunicorn? Hunt
it. Prester John's domain? Find it. Each new thing or place
. isachallenge set before man by God. Without those brave
%%, enough to dare the darkness, humanity would tremble at its
hearth, too frightened to prosper, too poor to survive. We
.» are the builders of the Empire of Man.
| Tools and Style: Secrets from a dozen lands can be
-~ found in the archives of each Explorator lodge. While these
Daedaleans prefer to rely upon proven tools — cannons,
sextants, charts and captain's glasses — they're pragmatic
enough to use whatever works. Prayers tor sunlight, albatross
charms, chants to elemental spirits — anything that allows
aman to stride into mystery and return aive is good enough
. for them. When the goal is reached, maps and naming rituals
dispel mysteries and make the land safer, if not tame.

Whileconventional wisdominsists that seagoingwomen
are bad fortune, many Explorators know better. The elements

of wind and water often demand awoman's touch, so ¢ f"b
"sea witches" carry acertain place of favor on many /
vessels. These enchanters practice obvious
sorcery, but when you're alone on astorm-
tossed sea, any advantage isaboon.

Organization: Each ship or expe- | :
dition functions as a lodge run by a | |§
Captain (Magistrate). On a larger scale,
permanent lodges occupy major ship-
piny ports and caravan routes; a council

of Magistrates and Facilitators keeps opera-
tions tunning smoothly there, often with aid
from other Conventions.

Maximi: Therivalriesbetween Spain, | taly and Portu-
gal keep these positions in constant flux.

Initiation: Each initiate embarksonajourney; he must
go somewhere he's never been, return with a souvenir, and 24
chronicle histravelsfor the lodge be wants tojoin. At that %.‘
point, he's given several tests. If be Awakened during the -‘..?

s 0

as they esteem Respondents; courage and wit mean more
than Enlightenment.

Daemon: Auspicious animals—al batrosses, eagles, swal-
lows and horses — beckon Seekers to new and safer roads.

Affinities: Connection, Spirit and Water.

Followers: Sailors, cartographers, monarchs, hunters,
merchants, missionaries, prostitutes, conquistadors, pirates,
wives and children

Concepts: Bold explorer, sailor, sea witch, bestiary
scribe, captain, diver, missionary, chronicler

Stereotypes

Council Magi: The best are refined but deadly schem-
ers; the worst are screaming savages. Me, |'ve met lots of
savages, and | know how to treat 'em.

Daedaleans: A good wind at your hack, but treacherous
nonetheless. Give me a stargazer or Cosian over aVulcan any
day, and watch out for the Guildsmen: Their funds are ready,
but their price is areef. No telling how close it cuts.

Infernalists: No Hell could he ashot or wild asthefires
in their hearts. f

Disparates: Fellow travelers, '!h

Marauds: Walking Tempestsbodingill tor all. "\"":\ o

Are you brave enough to enter the dragon’s laiv and come
out with one of his scales? ] wager not!







INTRODUCTION

| sense a device!

2 Betraval

: "Agnesa! You must wake!" It wasKarel'svoice. What was
4 he doing in her bedchamber? Her head felt cottony, her limbs
heavy, as if she'd been ill a lung time. Heat everywhere, and
summer hardy in the world, how could it be? Something vile and
bitter wet her tongue, and suddenly she was wide awake, Bright
light flooded the room. Fire!!

Where was her master? What of Bartolameo? Karel hauled
Agnesafrom her bed and out the window into the courtyard. Only
.., then did she see the flames. Von Ulm's body kiy just outside the
G ¥ great double doors, a smoldering beam across his back. Agnesa
¢ rushed to hisside. Feelingher presence, the knight opened his eyes.

"You were, a daughter to me, child." His voice was a rasp.
"Now go." He saw Karel at her side. "If this man will save you,
0 he it, no matter his beliefs."

"You knew?" she asked.

"Of course | knew, though I learned too late that we had an
enemy in our own house. Kismet, the Muslims call it. Must not
fight your fate. But do not forget the lessons | have, taught you,
that beauty exists in all things." Manfred von Ulm's eyes closed.

"Saw him" Agnesa snarled La Karel. "You think yourself
agreat man of science, a healer. Prove it!"

— William Shakespeare, Twelfth Night

Karel, shook his head, "He's gone, and | can do nothing.
Please, Agnesa, we must hurry!" He tugged her toward the
safety of the courtyard, away from the flames.

Bartolomeo blocked the way, madness in his black eyes.
"You're the one | want dead,” hissed the magus. "You've tainted
her, and shewasmine."

"l belong to no one" Agnesa retorted.

"| beg to differ," said the horseman in the courtyard. "You
all belong to the hishop." A circle of soldiers lent weight to his
words. A dozen crossbow's froze them in place. i

"Our bargain..." Bartolomeo whispered. Hisface fell slack J" s
at the sight of the bolts — aimed as much at him as they were at ’&g\ &:\ ,‘
the other magi. \\\; -'/'

"We have no pacts with witches in this bishopric," replied
the horseman.

Bartolomeo's hand whipped forward. Five triggers snapped.

The quarrels outmatched the man. With punctured lungs,
Bartolomeo could not speak. Twitching like a hanged man, he
fell backward and died in silence.

"Now," said the. horseman, "we will put an end to this
foolishness...."

il




CheWorld, a Stag:

So why a story?

Because no character existsinavacuum. The noblest, most
puissant magus means nothing without foestofight, friendsto
love, enemiesto loathe, innocents to rescue (or corrupt), homes
to leave and new horizons to explore. A character adone is not
enough; a character needs to he a part of something dynamic,
else he fades to the status of mere portraiture. In other words,
characters are usdess outside of the context of astory.

Thetaleyou create is more than scenery for ahand of mages
on a picaresque jaunt, however. A well-told story alows the
characters to grow and change naturally. It gives them context
—abhistory and afuture, placesto look hack to and new horizons
tosee. Finally, astory providesaplacefor multiplepersonaities
to weave themselves together; there, you — the Storyteller —
directtheactionasifitwereaplay withastageasbigastheworld,

= Being the Stovyteller
7 I've heard ail the stories you tell to your friends

The heart-rending stories of maiden and men

In the days gone before

And songs of the mist-covered mountains and vales

Of demons and fairies and mischievous tales

— Pentangle, "The Storyteller"

If you'venever played aStorytelling game before, running
one can be daunting at first. The best part of a game like
Sorcerers Crusade comes from improvisation; it's more akin to
theatre than to roll-the-dice-and-move-the-tokens games like
Monopoly. There areno limitson the scope of what you can do,
no st paths to follow and no reasons not to try anything your
heart desires. This sort of freedom can be exhilarating or
daunting—after all, theplayerssitting acrossthetableareactors
and audience all wrapped up in one, and you're working without
ascript. Withthatinmind, thischapterisaguideto Storytelling
techniques, along with hints, tips and suggestions for making
your game run more smoothly.

(If the terms in this chapter seem confusing, see the
"Game Terms' Lexicon at the beginning of the book.)

Establishingthesettingf ortthestory isoneof theStoryteller's

largest responsibilities. Every character the players meet, every

1 placethey go and everything they see springs from your imagi-

nation, andit'simportanttokeepitflexible. It'syour responsibility
to make the world come alive. The most brilliant setting ever
created does no good if it'sfirmly locked up between your ears.
Y ou must communicate it to your players with as much verve
and fire as you can muster, or the landscape they encounter is
only afaint reflection of the landscape in your mind.
Storytellingiswork. Creating theworld isonly half the
battle; onceyou'redone, you haveto dlow the new tenants
(i.e. the player characters) to move in, and move in they
will; they'll personalize, customize, interpret and distort
your vision to match their own. That's what players do.

>
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Let them. The world exists as much lor their entertain-
ment as your own. Too many "game-masters’ (or GM's) get
too wrapped up in their personal myths to recognize thevital
(andunavoidable) partatroupeplaysinthedrama. Getting "(\

1
\

obsessed with the "right" way to play astory isasure road to
frustration — yours and theirs. Let the players weave their
own subplots around your grand narrative, and you'll find
that collaboration makes for an infinitely better game. Good
Storytellersrealizethat thebest storiesdevel opnatural ly, not
from forcing characters down narrative paths.

Sound like hard work? Well, it is — but it's dso an
astonishingamount of fun. Hel pingyourplayersuncoverall
the hidden treasuresyou've buried istremendously reward-
ing. Seeing your friends' eyes widen when they realize the
humblewatchmaker they've been staying with isa member
of the Artificers, just asaBlack Company of Swisspikemen
come stomping up the street to arrest them — it doesn't get
any better than that. Until, of course, they escape and
stumble into the next pattern of tripwire plot threads....

Enrertainment

The most important part of your role as Storyteller isto 4
makecertainthateveryone, yourselfincluded, hasagoodlime. )
The player characters ought to be important people whose -
actions have areal effect on the world. Even if they begin as
nameless apprentices, there should be some "Kiss of Fortune"
that quickly sets them apart from their contemporaries. No
onewantsto beinsignificant; peoplegameto become legends.

This doesn't mean your players have to "win" every
engagement, though. A powerful loss often leads to high 4
drama, and highdramacan beahell of alotof fun. Sometlmes A

make all the difference between a "dungeon crawl" and an

exciting tale. When the Hordes of Hell ride your characters

down, however, the players should still be having agood time.. !

If people are feeling bored or bullied, the whole game suffers. X
The best way to make sure al of your players have a

good time is to keep them involved and active. Sitting

around as one wizard ventures into the Inferno while the

otherswrithein burningcellsisnofunatall. Makesure that

every character gets some time on center stage, Y our troupe

should be an ensemble cast, not one star and a bunch of =g

spear carriers. Give everybody something to do and weave

in plot elements that give each magus a chance to shine. .
Keep the action moving, too. The magi might be in & (%

mortal jeopardy, but therattl e of dice and the chant of "soak

four more Health Levels of damage" robs the scene of its

impact. If you sense the pace lagging (and it's never a hard

thing to sense, trust us), narrate through the difficult

portion and allow the story to move on quickly. Conversely,

know when to slow down and let the players run with the

game. If everyone's getting into the action, yelling their

next actions or passionately roleplaying, letit ride. Rushing

the scene could spoil the fun.
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Hexibility isthekey tohappiness. (See" | mprovisation,”
page 174.) When you hatch your plots, shun the temptation
to plait them out scene by scene. Players never do what you
expect them to do. Trying to force them down predetermined
paths is asking tor trouble. Show them the beginning of the
road, hint at the destination, plant a few markers along the
way, but let the troupe chart the course of the adventure.
Onemorething: Enjoy yourself, too. Many Storytellersmake
the mistake of playingwith peoplewho have nothing better todo
but cause trouble. Hopefully, your playerswill act with balance
and sense. Unfortunately, there are a lot of dicksout there. Our
advice isnot to game with those people. If your players get out
of hand, take rime out to explain your position. If the guilty
partiespersist, throw them out or resign yourself. Few things are
-ty More frustrating than trying to handle a chaotic game. Better to
B==—= let it die (and teach problem players the consequences of their
actions) than to let childish players waste your troupe'stime.
So why would anyone want to he a Storyteller? Because
Storytelling can he the most enjoyable part of the game. When
you craft something unique and share itwith your players, when
the blood starts pumping and the roleplaying begins in earnest,
4 when your players recall those adventures weeks, months or
W even years|ater, you'vetasted the rewards of Storytelling, Best
of all istheact of Storytelling itself — the creation of atale that
your players eagerly create with you. When all the pieces come
together, there's nothing else quite like ir.

Che Story

I sing for your lovers
Your heavenly fathers to be
Your possible futures
Your obvious endings defeat me
So carry me (there's no one to)
Comfort me (there's no one to)
Care for me (there's no one to)
Capture me
— Faith and the Muse, "lago's Demise"
i ann§| story is more than just a narrative to wrap
N @ | around the main characters. It needs heroes
8| and villains, sidekicks and victims and other
supporting cast members beyond the pres-
" J 4@l enceofthecaba Moreimportantly, it needs
3 alle M aacd| 2 beginning, a middle and an end, not to
mention amood, atheme and aclimax, Y ou'll want to build your
story from a small series of events to a knock-down, drag-out
conclusionthat shakesthepiliarsof Heaven. Ideally, you'l | beable
to build thetension, from the cabal'sfirst tentative steps together,
through triumphs and tragedies, to the group's ultimate confron-
tation with the face of evil. If you don't pace your story properly
(say, by throwing too many waves of faceless bandits and town
guards at the cabal), your story loses momentum. Pacing is Kith
delicate and vital, and it's not something to be left to chance.




MAGE:
THE SORCERERS Wl
CRUSADE =

|

Before you actual ly create your chronicle, you need to
deckle the sort of story you want to tell. Will the cabal he
searching after an ancient text, or fighting the Order of
Reason? Will there he pitched battles or daring theftsin the
night?Thepossibilitiesarelimitless—thetrickistonarrow
things down before you gel to work on the rest of your
chronicle. (See Techniques, page 172.)

Knowing what you want ahead of time can help you
create appropriate sellings and characters for your story.
After all, if you want to run atale set in the forests along the
Danube, it won't do you much good to create fully realized
city settings. They're not going to he used, so why waste the
timeand effort? The same principle holdsfor the popul ation
of your world. If your chronicleisgoing to be combat-heavy,
make yourself familiar with the arms, armor and tactics of the
period. Ontheother hand, ifyoudon'tintendtof eaturelarge
battles, there's no reason for you to waste your time learning
% the details of Swiss pike sguare maneuvers. Devote your
resources to something more cogent.

You don't have to know everything about the period in
which The Sorcerers Crusade isset to run a good game, just
enough to make the world believable. Decide on your
concept early, thendirect your research and effortstoward
building up to that concept.

Mood and Theme

Once you determine what you want, decide what you
wanttosay withit. Any goodstory hasanunderlyingtheme
and an overriding atmosphere. Through your subjects,
descriptions and situations, you can make your game blaze
with the power of alegend.

Mood covers the overall tone of the story; i( you use a
dungeon as asetting, and torture innocent characters, chances
are you've a fairly grim game on your hands, If, by contrast,
you empl oy thesamesetting, featureafaithful priest benton
rescuing the innocents, and spotlight the occasional rays of
sunshine coming through the bars, that dungeon becomes a
stage for a hopeful, if horrific, tale. Packed with emotional
resonance, mood adds a delicious texture to your fictional
play, and is usually summed up in asingle word — "eerie,"
"disturbing,” "fey," "wondrous," etc.

1f mood is visceral, theme is intellectual. Mood sets the
tone while theme works that tone into an idea. "Hope"
becomes "the quest for freedom"” or "love's redemption.” If
the magi break out of the dungeon, you're reinforcing the
"freedom" theme; if they're freed by apriest who hasfallen
in love with a prisoner, then "love" becomes the theme.

Both mood and theme flow from descriptions and plot
elements. The "Cast" and "Techniques" sections show
how you can take a simple story and give it those extra
layers. Mood and theme aren't essential, but they make a
game session more memorable than a hack-n'-slash romp.

You don't have to plan every element of the story out in |
advance to use mood and theme; more often than not,
they'll come to you while you're brainstorming up the next
session — or even while you're in the middle of a story.

CheCale

And so it begins... but hw? Where do you start and
what happens from there?

In the Beginning

It'salwaysbest Costart small. Great eventsmay beaf oot
— the Order of Reason could be stirring; Inquisitors might
be piling up firewood, and dragons may be rousing from
centuries of sleep — bur confronting the cabal with all ot
this tight off the bat can be overwhelming. You want to
begin with a small, simple and stimulating introduction,
then work outward from there.

Every game session should start with a hook tied to a
dangling bit of plot thread. Y our players bite the hook and
you draw them in. Imagine this:

On arainy night, two day'sjourney out of Wien, the cabal
finds a wounded courier in rich livery by the side of the road. The
man dies before regaining consciousness, but in his saddlebag is
amissivein code. Just then, amounted patrol of soldierstrotsup
theroad, obviously looking for the dead man. The captain reins
inandrudely asksthe cabal'sleader if she's seen aman matching
the corpse's description. Behind him, crossbows are wound and
swords are loosed in their sheaths....

Sofar, all that'sreally happened isthat thecabal hasfound
an illegible letter and a soldier has been rude. But there arc at
least ahalf-dozen tantalizing questionshanging in theair now,
waiting for answers; Wherewasthe courier going, and who was
supposed to get the coded message.’ What does it say? Why
werethesol dierssoeagertostophim, andwhat secretisterrible
enough to kill for? Should the magi hand over the letter and
forget the incident, or is it worth standing up to the soldiers?
Whom do these troops serve, and how far will their "patron”
go to recover that letter? By attempting to find the answer to
any of these questions, the cabal isdrawn into the plot The
courier's murder isn't especially important, but it's tied to
greater matters—and by interfering in the courier's death, the
cabal becomes part of those greater affairs.

The Middle

The middle of your story should be a time of revelation
and complication— the cabal stumblesdeeper intotheinitial
mysteries and slowly unravels them. The challenges presented
in the middle of your story should gradually become greater,
even as the magi grow mote powerful themselves. Footpads
and thugs should give way to professond soldiers, consolsand
eventually magi or even monsters. At the same time, tot each
challenge the cabal overcomes, its members should be re-
warded with another piece in the puzzle. For example:

-
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Having defeated the cavalry on the road outside Wien, the
cabal ponders its next move. Dmitrios the Hermetic mage notes
that he recognizes the soldiers livery — they serve Pietro
Sforzini,, another member of the Houses. Dmitrios knows that
Sforzini lives in Padua, and suggests a trip in that direction....

"I am sorry, signore," says the guardsman at the gate of
Padua., "but, my orders are most strict, You are to he denied
entrance to the city asan enemy of the people. | must ask you to
be on your way before | amforced to call the watch." Angered,
Dmitrios companion, the Ecstatic mage Robert terHorsr, turns
and heads back towhere therest of the cabal hasset up camp. He
spits into the mud of the road, but doesn't notice the four men,
each bearing Srzini's badge, who separate from the crowd to
follow him. Each one is a sorcerer....

In the first sequence, a relatively minor triumph (the
defeat of the mounted patrol) gives the cabal a name
(Sforzini),and adirection (Padua) to follow. Defeatingthe
soldiers isn't enough — the scene does double duty by
leading the cabal deeper into the mystery.

As the cabal gets closer to ultimate answers (in this case,
Sforzini's tower) the force and subtlety arrayed against them
increase. The might of the city guard, with which the guards-
man threatens terHorst, is greater than that of a small patrol.
The power of sorcery, implicit in the four magi who tail the
Ecstatic back tothe cabal'scamp, isof agreater order than mere
amis and armor. The closer the wizards get to ultimate truth,
the stronger the forces arrayed against them become. With
each triumph, the rewards grow aswell as the dangers.

The €nd of All Things

Dramatic tension can only he sustained for so long.
Eventually, the cabal must face its nemesis. A rousing
climax (not always a battle, we should note) provides a
resolution for both the story and the troupe. Anticlimax

. sucks. If the cabal has been chasing an Inquisitor all over

Europe for the last six months, the magi (and the players)
wil feel cheated if their quarry suddenly dropsdead of apox.
When your group has earned the right to confront the foe,
let it have him. So:

Sorzini stands atop his tower; the gatheringwindswhip his
cape about him. "I wish it had not come to this, Dmitrios," he
says quietly. "I could have taught you much had you seen fit to
turn the letter over to me. But now.." The magus gives a
theatrical shrug; "Now it comes down to power." With that, a
jagged fork of lightning comes snaking down to where Dmitrios
and his companions stand. They scatter an instant before it hits.
The otherslay stunned as terHor st climbs to hisfeet and stumbles
toward Sforzini, who reaches toward the heavens again....

And so it comes down to afinal confrontation. Thefight
should he desperate, bloody and close - some of the sorcerers
of the cabal may be injured or killed. At the end of the climax
battle, al questions should be answered. The mysterious
code, the courier's source and destination, the secrets the
letter contains—all of these should he explained by Sforzini's

[

possessions (a diary or a collection of letters from a co-
conspirator), if not by the man himself. The battle has been
won and the cabal should be satisfied with its achievements.

All of the plot threads should be tied up... |

...except, perhaps, for one, which can now serve as the |
lead into the next story:

"Dmitrios, come here" says Mercedes, the witch from
Brittany who had noticed the huddled figure by the side of the
road, solongago. "I've found Sforzini's letters. He wasn't acting
alone." Sit' looks up, a sheaf of papers in her hand. "The closest
of hisalliesisin Ostia. Shall we?"

Chronicle

Y our game doesn't have to end with one story. Why retire
aperfectly good cabal—and world — after only one tale?Y ou
can string story after story together to form a chronicle,
following the cabal as it grows in power and wisdom.

The most important techniques for running an ex-
tended chronicle are twofold: Don't repeat yourself, and
start laying the groundwork for the next story before you
finish the current one. If the second story mimics the first,
your playerswon't have much funfiguringit out, and might
not stick around for the third tale. Where the first villain
tried brute force, perhaps the second will try to seduce the
cabal onto hisside. Or he could just feign friendship while
slipping hemlock into the magi's wine__

Tying your second story into your first, even if it'sjust by
dropping the odd hint or two, gives the players a sense of
continuity. Remember, the chronicle is an ongoing tale; there |,
ought tobea natural flow between stories, rather than aseriesof  J[17
jerky transitions from one adventure to the next. A cabal doesn't
travel from town to town looking for monsters to kill and -
treasure to steal. Its memberslife, and the chronicle is the story
of their lives. Let the legend grow even as the characters do:

Lost in thought, Mer cedes steps over Pagliucci's smolder-
ingcorpse. In thecorner, terHorstfiddleswithasilver ring taken
from the dead man's pinkie. "You know," he says, "Sforzini had
aringjust like this. I wonder how many more are out there, and
what they're really up to."

"Too many, and no good,” Mercedes replies tersely. "You
saw what | found in Padua. That letter was thefirst part of an
incantation, a summoning...."

Conflict
W 4
Conflict doesn't necessarily mean combat, Conflict is \}{‘j”
really any force directed against the cabal, and force of arms
is only the most primitive kind, Perhaps there's a magickal
trap that's been laid, or alaw the characters need to circum-
vent, or ariddle that needs to be solved. All these obstacles
oppose the characters, and thus qualify as "conflicts,"
Without conflict, there isno drama; legends rise from
opposition, not from the status quo. Even so, you need to
be careful about the amount and nature of your conflicts.

}
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If you put in too much conflict, the diameters will wear
down before they get anywhere near the climax; ton little,
and they won't have a chance to grow aong their journey,
While agood knockdown, drag-out fight can befun, it's
not the only way to settle things. Ending each session with a
battle quickly gelsold. Let's laceit: Most of usdon't get into
life-or-death warfare every day, sowhy should our characters?
Therarer combet is, the more terrifying it becomesfor both
players and characters. The two ingredients for a rousing
struggle are parties with opposing goals, and something that
eachonestandstolose. A climactic showdown could involve
arace, atrial, or even an insult contest (with agreat loss of
facefor theloser). The higher the stakes, the nastier thefight;
still, many foes won't dirty their hands (or risk their tile or
freedom) with mortal combat. Sometimes a social, emo-
tional or material blow hurts more than asword thrust.

Hue and Cry

When combat occurs, it needs to be carefully managed
and placed, set up for dramatic tension and ended when
events reach a peak. Many Storytellers make the mistake of
turning combat into an endless succession of dice rolls. If
thingsstart dragging, have Lady Fortune step in and tilt the
scales one way or the other. Knowing when to stop a fight
is as essential as knowing how and where to start one,

Anyone who's ever been in afight knows that violence
is far more than a simple exchange of blows. Violence is
visceral, repellent, yet fascinating, The threat of death
drives us to extremes we never thought possible. It's been
said that the best way to simulate afight is to hit another
player upside the head with the rulebook. While we don't
encourage that level of realism, the point of thejest — that
combat is fast, edgy and unpredictable — is valid.

Combat happens fast; the battlefield doesn't give time
for pause and reflection. Sweat pours. Hearts race. Vision
blurs. When thefighting starts, in many games, time slows to
acrawl. Don't let it. Mage's combat systems are as stream-
lined as possible, but even they should be junked (see
"General Action Rolls" and "The Narrative (Combat)
System" in Chapter V1) whenever theresultsaren'tvital to
the plot. When every blow does count, keep the excitement
high by describing what's happening in sensory Terms. On top
of that, you can make a battle memorable by keeping the
action moving, and setting it in a cool location — a crum-
bling bridge, adye shop, alaboratory filled with seething vats.

Fights are not static; they grow from a spark into a
holocaust, and once those flames have spread, they're
difficult to put out. At the early "angry words" stage, most
battles can be defused — or tanned; once blows have been
traded, things tend to go crazy. Bystanders are dragged in,
property is destroyed and authorities are inevitably in-
volved. The opening brawl of Romeo and Juliet begins as a
quarrel and becomes ariot; to restore order, the prince must
threaten to kill everyone.
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It's worth remembering that once battle is joined, the

2 | Jives of the participants change. Even after the dust settles,

| combatants and their loved ones often seek revenue, espe-
|| cially if someone has been killed.

Even war-scarred veterans cringe from an unnecessary'
fight. There'sa reason for that: Pain hurts! Nobody wal ks away
from a sword slash with a smile on his lace. Pain stuns. It
splinters your senses and lingers tor a long rime afterward.
While we aren't suggesting that you paralyze acharacter every
time he gets bit, it is worth remembering that torn flesh and
broken hones are more traumatic than marks on a character
sheet. The must heroic deeds are done by heroes in extremis,
fighting through a haze of pain. If you're a Soryteller, make
thosecutsthrob; if you'reaplayer, gaspforbreath asyour magus
stumbles bleeding from the fray. This sort of thing can be
£ overdone, of course, but even then, it's more dramatic than
saying, "Oh, yeah, I'mdowntoMauled, but that'sokay, |'vegot
two more Health Levelsleft!" In afight, somebody always gets
hurt; the big questions are who and how badly?

Fights are brutal, unpredictable and dramatic. Their
consequences last long after the last body falls. In short,
make your combat come alive. Keep it fast, vivid, exciting
and meaningful. Drama is the soul of Storytelling.

-
( i

Che Arc of the Story

Nothing lasts forever. Trying to drag a tale on past its
logical conclusion can make a game seem forced. |f, for
example, Cynthia takes asimple mystery and spreads it out
into a grand conspiracy that winds outward through every
aspect of the setting, the plot will lose its spice. "Bishop
Malchezi again™ her players grumble as they unpack then-

" character sheers. |f she'swise, Cynwill takeabint, wrap up

the tale and start in on something else.

A good story has a beginning, a middle and an end,
perhapswith an epilogueto lay all the ghoststo rest beforethe
next tale begins. Writers call this the dramatic arc; when the
story goes on too long, the arc wobbles and the blade — the
intensity — falters. If the story simply swings in place, going
nowhere, the audi ence gets bored and goes el sewhere. Don't
let this happen. Let events hurtle down to a conclusion.

Think of your story asapendulum, asin Poe's" ThePitand
the Pendulum,” Y our players are like the narrator, stuck in a

"&h7; bad situation as the blade descends. If they cannot get free, the

full impact of the plot will cut their characters to ribbons. Each
arc of the blade brings the conclusion closer. With each swing,
the drama increases. What will they do to get free?
(Thisbringsup animportant point: Always|eaveaway out.
Nothing sucksworsethan agamein which the magi are doomed
from thestart. Thingsmay get dire, evenfatal, but there must be
hopeif you expect your troupeto keep shownig up. Theso-called
"killer GM" is a dinosaur that deserves to be extinct.)
Totieyour playersto the table, set up asituation and give
them astake in it. In Cynthia's game, a sorcerer's brother dies
at a feast. He's been poisoned! Who did it, how and why?

Once the group decidesto act, give them complications: The
dead man was having an affair with a countess. Her husband
knew about it and vowed revenge, bur he wasn't present at
the banquet. His archrival was, however, and may have
poisoned the victim to send hunters after the count.... Now
the blade's moving. With each new revelation or confronta-
tion, the arc drops and speeds. To keep up, the player

characters will have to stay in morion. As eventscometoa |'!

head, the blade screeches across the table. The climax
resolves the issues at hand and opens the dour for anew story
or three. The blade rises and the tale begins anew....

Setting the speed of the arc is tricky; the best advice wecan
give isto watch your players and gauge the arc by their enthu-
siasm. If they seem to he having fun, take your cue from them.
Diversions are fine so long as they, like the overall plot, keep
moving. Maybe Cynthia's players want to mess with an
innkeeper's head during a one-night stopover. Cyn could run a
whole game sesson around their mischief before sending them
back on coursein pursuit of somenew lead. Even then, however,
Cynthia will want to keep the "innkeeper plot" moving; if it
drags out, the whole rhythm of the tale will be thrown off. 1

Obviously, afree-form Storytellinggamefollowsadifferent
beat and structurethan astatic narrative. Y ouwant tobeflexible
and give your troupe room to move. Most likely, the climax
won't be what you had in mind, but that's half the fun of the
game. Even so, eechsesson should tie the charactersto the table
and setanew bladein motion. Whentime, interestoreventsare
running out, guide your game to astopping point and let things
rest. When the story hits a dramatic conclusion, let it end. You
can always start off with a new table and a fresh blade.

Che €0ge

Without a cutting edge, a pendulum is simply dead
weight. To keep the action moving, give your players asense
of immediacy and consequences. M age if, agame about doing
something. Make your players care about what happens by
tying events to their characters' fortunes. Unless the mages
act, the world as they know it will be consumed.

Many Storytellersmakethe mistakeof providing asetting
with no purpose, or of creating a purpose without any imme-
diacy. Why should the wizards band together and risk their
livesif everythingisokay. ‘That oldruinwill still betherenext

year, and that guild rivalry is somebody else's problem. The /"

cutting edge of the arc comes from personal involvement —

usually [inked to something more important than money or i,

fame. The plague that infests the artisan's hometown comes
from theruins; thegroup might beabl e to discern the cause and
effect a cure. The guild rivalry killed the warlock's sister; now
he wants revenge. Once it's personal, the story has bite.
Peril sharpens the edge; if the players feel assured that
their wizardsare immortal, they'll probably get complacent.
Make them feel they've something to lose. Give them the
impression of danger; ask, "Are you sure that's what you're
doing?' even when you know there's nothing to worry
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and let your troupe's imagination take over. Gainers are a
paranoid lot. Nothing you could do can be as sinister as the
things they'll conjure up, given the chance.

Your §riend, the Reaper

Every once in a while, justify their fears: Take some-
thing precious away. Edges cur, and those cuts may be social
(exile), emotional (the bitter end of love), spiritual (aloss
of faith), or physical (illness, maiming or death). Every so
often, alittle death should fall into your chronicle, if only
to keep the blade sharp.

"Death" can he symbolic or literal. In Tarot, Death
represents some dramatic change. Something familiar ends
and something new turns your life in an unexpected direc-
tion. A symbolic death removes something the magi have
cometocounton— afriend, atitle, etc. Literal deathisjust

that — the end of a character. Although it is possble to
= restore life to acorpse in Mage, such things don't happen
H very often. A wizard who diesis usually gone for good.

The threat of death (any kind) makes the game more
interesting and immediate. If your players are complacent,
the Reaper should come dcaling; if they act, he should be
standing right over their shoulders. This doesn't mean you
should be waiting for achance to slay a player character —
far from it! However, you ought to assure the troupe that
thingscan — and will — changedrastically inyourworld.
A feeling of mortality will lend intensity to your game.

Even so, character death should never hearbitrary; the
old "poisoned pin trap — oops, you're dead" bit is lame.
% Keepdeadly threatstor appropriate timesand let the needs
" of the story decide the characters' fates. In many cases, you

thing as simple as a child, whose village might have been §
destroyed if not for the magi, running up to hug awizard's
neck can outweigh a pile of the finest gold.

Naturally, heroic rewards go to heroic magi. A sullen l\\
anriheroisn't likely to receive atriumphant welcome. That's
not to say that every character should act like Sir Lancelot;
even, agypsy thief isentitledtoarewardfor her efforts. "Low
heroes' might receive covert favors, backhanded honor (" I
you were any other man, | would spit on thee..."), good
reputations among the downtrodden or perhaps the simple
satisfaction of seeing the world made better by their efforts.

Some rewards are less tangible; a lone witch might
achieve inner peace, even if the townsfolk shudder as she
passes. Enlightenment, the ultimate coin of magi, often
comeswithout fanfare. Mystick power ismoreobvious, but 2
few people notice it unless the magus chooses to blow things
up. The best reward, however, comes with Resonance (see
" Techniques," and "The Scourge" in Chapter VIII) —
the payback for alife lived well and simply — or, perhaps,
in Heaven. Such rewards, it should be noted, must be
earned. A character who lives for nothing but his own gain
should receive nothing belter in return.

Cast

M.ay God keep all good people from such had company
—"TwoButchers" (traditional)
storywithoutcharactersisnothingmore
than scenery. Y ou need to populate your
story; the world you create must extend
beyond the players' characters' presence.
Things need to happen offstage. The

ought to tilt the dice rolls and circumstances in favor of
V11|l player character survival. On the other hand, it the Reaper

villains don't slop plotting just because
the characters aren't around; noblesdon't stop scheming and
churchmen don't stop praying simply because thecabal isn't

| 1/ is banished from your game entirely, tension follows him

I / out the door. Few things are as boring as a sure deal.

Criumph!

Perpetual tragedy sucks. While afall from grace can be
powerful stuff, an endless series of defeats is infernally frustrat-
ing. The Sorcerers Crusade is adark setting, no doubt about
it; still, there ought to be asense of triumph, even inadversity.
When the cabal strives against miserable odds, reward your
/| players with some degree of success, even if they seem to fail.

Victory entails more than experience points and trea-
sure. A plundering killer is not a hero; someone who
sacrifices himself for the betterment of his people is. It your
players'wizardsactheroically,makethemproudbyworking
their deeds into the chronicle. Saved peasants honor the
magi; grateful lords arid ladies grant them favors; trouba-
dourssingtheir praisesand magical beasts, which might he-
hostile otherwise, offer nods of respect. On a broader level,
show that the characters have made a dilference. Some-

gracing them with its presence. In order for your story to
breathe and grow, it needs people, nor lists of stats.

Che Cabal

It doesn't matter if your players have the most won-
drously original character concepts since the dawn of
roleplaying; if their sorcerershave no reason to tak to each
other, your chronicle will rapidly fall to Earth with amoist
thud. If the characters have no reason to be together, odds
are they won't stay together. Most attempts to force them
into doing so will fail miserably. Thus, it makes sense to
ensure that the members of the cabal (the stars of your
drama) have some compelling ties to one another.

To forge those ties, talk to your players before the
chronicle begins, Make each one aware of what the others
are doing (though not to the point of revealing characters'
secrets), and encourage everyone to build characters with
common bonds. Keep aweather eye out for characters who
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will probably kill each other and gently steer players away

.1 ' from such concepts. Encourage people to weave their back-

| grounds together — a shared schooling here, a mutual
acquaintance there — and give them common ground.
Some advocates of "pure roleplaying” might find “jury-
rigging" the characters an insult to "the art," but for most
troupes, it prevents headaches later on.

Once your chronicle starts, it can be achore to keep the
characters together. The easiest way to do so is to provide
a common enemy. In the face of impending doom, the
choice of whether to chase manuscripts in Prague or Lwow
suddenly fades to insignificance. Eternal impending doom
can get dull after a while, though. If the magi are always a
heartbeat away from death and damnation, the drama

quickly wears off

Y Sometimes, characters hate each others' guts. There's
nothing wrong with that so long as the players are having a
good time. A stirring rivalry — hurled insults, barbed
repartee, even occasional fisticuffs— can embroider your
tapestrywithbrilliantcolor,andsaveyouStorytel lingwork.
Competitors tend to create their own plot hooks. ("1 must
win the hand of Lady Gianni before. Marco proposes to her!)
The trick, as always, is making sure the rivalry stays within
manageable levels, things tend to go sour when player
characterskill each other. Providing the whole group with
apowerful shared goal will go alongway inensuring their
survival. A tale of two rivals working together despite their
hatred can be powerful indeed.

Supporting Cast

The world is full of people (and, by extension, beasts,
spirits and other beings). A landscape of empty buildings
might make an intriguing setting for one session, but it
o+« Would quickly lose its charm. To keep things interesting
' (in all the right ways), stock your chronicle with an
2| assortment of intriguing characters — peasants, popes,
courtesans and kings.

Creating a supporting cast sounds like a lot of extra
work. In the longrun, however, it saves work and makes the
game more fun. if your Storyteller characters are simple
automatons, you're going to be in trouble the first time your
playersdepart from the script—which theywill do, trust us.
I, for example, you create an al chemist whose sole purpose
istosell the characterssal tpeter, you're screwed if the cabal
suddenly decides to kidnap him. On the other hand, you've
an idea of the alchemist's basic personality and motiva-
tions, you can improvise like crazy.

“...By Demons Driven”

"Men are chariots of wrath," as the Bard says, com-
pelled by their desires. That observation serves you well
when supporting characters enter the scene. It's a lot easier
to play your alchemist when you know what he wants and
what he'll do to get it.

=

Motivationforgesthedifferencebetweenalistof Traitsand
a rounded character. People want things; the more a person
wantssomething, theharder he'll workfor it. Desireprovidesthe
character's motivation. Once you establish that motivation,
you'll have abasic blueprint for the character's behavior. Asa
rule, assume that a powerful motivation makes tor a powerful

scene; itwill beharder tokidnapan alchemist if hewantstobe || §

free, than if he doesn't mind passively observing his kidnappers.
You don't need to supply every character with a burning
obsession, but active motivations provide good starting places.

So what will a character do to get what be wants? That
depends on his approach. Some folks employ "light" tactics and
backoff when they get di scouraged. Other peoplearedesperate,
determined, or callousenoughtodoanythingtofulfill their needs.
Y oudon't want toget in theway when one of thosefolkswants
something, but such characters can be alot of fun to play!

More often than not, a person's background shapes his
motivations and approach. A man who grew up a Florentine
urchin may take a really direct path to bis needs, while a
genteel Roman merchant would probably use subterfuge and =
bribes to achieve hisgoals. It's ageneralization, of course, but
simpl e people tend to have simple pleasures and methods; the
refined classes revel in intricate plots and elaborate desires. §
Y ou could always invert those generalizations for drama's sake
— the subtle merchant suddenly finds himself obsessed over a
tavern wench and will kill to get her. On amoment's notice,
however, it's often easiest to go with the obvious approach.

The " Breath of Life" and " Prelude" sections of Chap-
ter IV explore motivation and background in a bit more
detail. Obviously, youdon'thavetoprovideevery stableboy
with an elaborate background history; still, if you give him
one overriding goal, then you've an advantage over a £
Storyteller who simply says, "Um, he's a stableboy with a ~
RidingSkillof3...Rollinitiative." (See" TheStoryteller's
Cheat Sheet" for the practical side of supporting charac-
tersand their motivations, page 173.)

Characters who want things create stories simply by
existing. Provide an abundance of motivated heroes, vil-
lains and innocent bystanders, and you'll never lack for
ideas. Storyteller characters are your friends on a lot of
different levels; properly motivated, they do your job for
you. Spies convey information; paramours offer their fa-

7
vors... usually for a price, and authorities can compel /fi" ;-

service, or provide a good reason to leave....
Oh, and don'tforget toadd in afew villainsaswell. You
might be surprised at just how much fun they can be. N\

Nemesis:
Building an Imperfect Beast

Behind every nefarious plot stands a nefarious plotter.
Whileyour characters may bethe center of your story, they need
anarchrival to give the chronicle balance. Without anultimate

enemy or two, a chronicle lacks grandeur. A series of small
skirmisheswithsmall opponentscanquickly turntedious, |f,on

e {? ?
= \_ —H }_’“w ‘__l..l/
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| the other hand, it turns out those "small opponents" actually
work tor a Hell-tainted magus who just happens to be after the
same tomethecharactersareseeking, all thoseencounterswith
low-grade ruffians suddenly become part of a pattern. Your
chronicle becomes more focused. By setting up an ultimate
enemy, you set up afinal confrontation with chat enemy asthe
| natural climax for your chronicle — as the end of the arc.
Nemeses don't just happen. You need to construct an
| archvillain carefully. After all, most of your plot develop-
ments will flow from him. With that in mind, think about
whoyour characters nemesisisasmuch, if not more, thanyou
think about what he is.

No villain worth his salt does things just to screw the
heroesover. Hehasaplan, an overriding goa that he wantsto
achieve, and the heroes are merely obstacles in his path. For
the most part, the nemesis’ actions don't revolve around the
chronicle's central characters; he directs his plans toward an
2 eventual goal, one that may or may not involve those magi,

Thefirst step, then, isto figure out what your archnemesis
wants. A host of related questi ons spring from that one. What
ishe after andwhy?What will he do to obtainthat goal, and how
soon must heaccomplishit? Doesheserveagreater power; if o,
how, andwhat isit?Will hebargainwiththeplayers characters,
or kill them ii he can? The answers to these and other, similar
questionsprovide aframework for your archvillain. If you know
howfar he'swillingtogoandwhat he'sstrivingfor, you'll have
ahandle on how hell react to setbacks and triumphs — and
what hisnext moveislikely tobein either case.

You'll alsowant to figure out who your nemesis is— his
background, beliefs, powers, authority andsoon. A goodrul e
. ofthumbistotakethemostprominentfeaturesoftheplayers'
characters and invert them for the nemesis. If the cabal
consistsof agroup of Pagans, acardinal or patriarchmakesan
appropriate nemesis. ldedistic initiates of the Order of Rea-
son might be best opposed by awily, ancient magusof House
Flambeaux. Thisapproachworksonageneral level aswell —
if the characters are sneaky, devious sorts, abrute who relics
on sheer force provides both contrast and achallenge. After
all, if the characters' usual hag of tricks suddenly comes up
empty, theheroeswill need to try something new — and fast!

Also bear in mind that the villain doesn't necessarily see
himself as avillain. Perhaps he has idealistic motivations for
his actions: The aforementioned cardinal might honestly
believe that the cabal is a batch of Hellbound souls. Y our
villaincouldsimply be pursuing personal gain or power, but he
may bemoreinterestingifhe'sservingwhat he perceivestobe
a higher purpose. Allowing your nemesis character to hon-
estly, earnestly believe in what he's doing can add afine moral
shading to your game. Avoid mustachio twirling and scenery
chewing— it'smore comical than menacing. If your villain
honestly believesthat killingoff thecabal isthebest thingtor
the world, let him pursue that goal with style and dispatch.

Oh, another note: A good villain isn't stupid. He won't
stand around while the player characters carve him into

meatpies, nor will he expend most of hisresources in anal-or-
nothing assault the minute the cabal spoilshisplans. If your
nemesis acts As The Plot Demands, his actions — and the
Same— soon becomecontrived. So play your vill ai n cool and
smart, Climb inside his skin (unless doing so means that the
cabal has no chance of survival) and run him like a player
character. After all, the game'ssupposed to betuntor you, too.

Henching for Sun and Profit

A good archvillain never works alone. Even the most
maniacal madman needshenchmentorunerrands, terrorize
the locals, obtain ingredients for foul midnightrituals, and so
on. More to the point, it's pointless to spend hours creating
awell-rounded villainjust to throw himinto awinner-take-
all bout with the charactersimmediately- Inasituation like
that, there's no sense of dramatic tension. Your players
should learn to hate the bad guy's guts, or hisdefeat means
nothing. If he's handled like a "monster," your archvillain
just becomes another big obstacle, a "villain of the week."
Another approachiscalledfor —onethat drawsthe charac-
ters road out to the final confrontation. The best way to
stretch the time between introduction and climax, in many
cases, includes encounters with the servants of your villain.

Such "hired help" dependson the nature and background
of thevillain: A cardinal will have lesser churchmen and allies
at hisdisposal, whileamerchant princewill havesailors, factors,
and hired thugsin his pocket. From there, consider bow those
henchmen encounter the caba. Odds are low that they'll
wander up, introducethemselvesasTheVillain's Servants, and
then proceed todraw steel mid spell. It makes more senseif the
characters come across the henchmen engaged in some nefari-
ous act, put a stop to it, and then discover a connection to a
"higher" power. Of course, that sets the players against your
archvillain nicely; now he has an excuse to send sarvitors of
increasing power and importanceafter thecabal . Thecloser the
characters get to their main antagonist, of course, the more
powerful and resourceful the henchmen become. Each contest
isabigger challenge, and setsthe stagefor agreater one.

Y our henchmen will share some relationship to your
archvillain, too. That relationship will probably affect the
plot. Did the cabal's nemesis send, say, hisown brother out
in an attempt to deal with them? If so, how will he react to
his brother's failure — or death? By defining the bond
between master and servants, you giveyourself the material
for new stories and lend the existing story more drama.

Allies and Bystanders

Main characters don't operate in a void. They have
friends, lovers, families, mentors and so on, any of whom
might becalled upon (or threatened) inapinch. Naturally,
you'll want to pick afew of these allies and keep them well
supplied with motivations and quirks of their own. When
the time comes, those plot threads can ensnare your troupe




¥ from an unexpected direction. You thought that trip to
Newcastle was going to be easy? It turnsout your true love
| Mary was horn in Newcastle, and tied an arranged marriage
| there, amarriage to the local lord....

Building up the essentiad humanity of the supporting
characters also grounds the cabal in the reality of your
world. After all, it's one thing if the villain wants to grind
Luxembourg under his heel, quite another if a player
character's grandmother lives there. By connecting the
magi to the world around them, you make the players care
about something besides themselves. Believable allies also
createroleplaying opportunitiesfor your players; if the only-
characters your cabal interacts with are villains, innkeepers
and one another, odds are they're not turning into fully
developed personalities. Give them a chance for some
positive interaction as well — it can work wonders.

Recurring Chavacters

The inhabitants of your chronicle's world don't fade into
nonexistence when the cabal leavestown. Events the characters
kick in motion — embarrassing a noble, impregnating a bar-
maid, burningdown astable— aren'tjust goingtogo away; the
noble might seek revenge, the barmaid might turn upwith child
in hand, and the stable owner might hound the caba for
damages. Wouldn't you? If objects and events can follow the
player characters, surely supporting characters can do the same.
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Recurring c‘i?a?a_cters serve as graphic reminders of the
impact the cabal members have on the world around them. It's
all well and good tor the cabal to urge a Dutch town to revolt
against the Spanish, hut there are consequences to doing so —
particularly if the group skips town before the Spanish troops V'
arrive. If they come back a year later to burned houses and |
accusing stares, afootnoteinyour chroniclesuddenly takeson || §
anew importance. Will the characters stay and help rebuild. Al
Will they seek vengeance, or run? By alowing people and
places to progress away from the main action of your story, you
give your playersall those options and more.

Che Setting

The setting is a character. Think about the brooding
castle, the menacing wood, the welcoming village or the
angry storm. People tend to personify places and things to
beginwith; when magick rears; its head, such personifica-
tion is perfectly appropriate.

Imagine King Lear's madness without the stormy moors. A H
hare stage (or gaming table) lacks vitality; give your adven-
tures bite by crafting exciting locations. You don't have to
turn thewholeworld into atempest, of course, but give your
players a sense of space wherever they are. Describe the
environment — the look of it, the feel of it, the placement
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especialy when that setting issignificant. Mood and theme
(sec " The Story" ) depend alot on the setting (again, recall
Lear), and the die rolls might depend on it, too. After all, a
tight in the rain isn't quite the same as a battle in broad
daylight! Let your players feel the difference,
f Onceyou figure out where you want to set the stage, give
the setting a persondity or motivation as if it were any other
character. This will add a level of intensity to the scene — a
treestands sentinel, the sky weeps. A natural setting probably
won't have amotivation (althoughwith Naturaespiritsevery-
where, you never can tell...). An inhabited one, though, may
have a collective ambition. (A society tends to bond into
something larger than acollection of individuals,) Depending
on where you place the tale and what you want from it, you
might establish a "setting motivation” in addition to the
character ones: A town waitslor news of the ailing princess; a
grove hungersfor itsannual sacrifice.... You get the idea.
- This sort of thing can he overdone, of course. If the
7 Whole world is raging, rage becomes commonplace. With
/ moderation, however, exciting settings create an exciting
world — afit stage for a magickal tale.

Cechnigues

Ifyou're inclined to art beware,

Take care: avoid all spiwish churls

Who despise our refined ideas.

In hailing yokels of art unaware

Refuse your art — he grudging,

And don't spend it till they beg for it.

- AnnaBijns, "TisaWaste to Cast Pearl s Before Swine"
LY o~ nough theory. Let's talk about practice.

_f Mage is a challenging game to run.
The flexibility of the magick system and
the sheer size of the setting can make
even veteran Storytellers throw up their
2 handsinainfusion. Wheredoyoubegin?

With the people.

The first and most important thing to remember is that
you don't have to run everything. Pick the elements of the
setting that appeal to you; ask your players to come up with
asuitablegroup of characters, and leave therest of theworld
/ for later. You aren't under any mandate to run the entire
world in aglance.

When you center your game around the people and their
adventures, you giveyourself afurlong, aplot of |and intended
for a single crop. It's far simpler to plant and plow a single
furlong than it is to cultivate an entirefield, and it's much
easertorunalimitedgamethanitistocrameverythinginthis
book into asingleepic chronicle. For your own sanity and your
game's survival, pick something that interests you and begin
with that. Later on, the rest may come and go as you seefit.

The " Story Hooks and Concepts' section (page 179) |
provides a new Storyteller with several starting places. For
now, let's discuss some of the Techniques that can help |
immeasurably once you begin your game.

A Note About Rules

Game systems decide what people in your story can and
can't do. Unfortunately, some gamers — and Storytellers
— get so wrapped up in the systems that they drop the game
on itshead. Sure, therules can be important, but in the end,
they're tools, nothing more.

The trick is adopting just enough of the rules to suit your
troupeand | eaving the rest tor certain circumstances... orfor the
carrion crows. That balancing act depends on your style of play
and on the experience and maturity ot your troupe. A group of
beginnersmay need" trai ningwheels," whil eapack otveteran
roleplayerscan get through whol e sessionswith adieroll or two,

Chapters VI and VIII oiler a variety of systems to
guide your game. Some are somewhat essential, others are
optional and some may bedisregarded entirely. Ultimately,
the systems you employ and the frequency with which you
employ them rest in your hands.

Storyteller Checklist

« Read this book. If there are any supplements you
find helpful, read them, too.

« Decidethekindof gameyouwant torun, and plan
an overall plot line to begin that game.

« Give your players some guidelines lor character
types (spies, apprentices, solitary magi, etc.). Feel free to
discourage or disallow any inappropriate character.

« Write out a "cheat sheet" featuring the main
Storyteller characters in your plot. Write down their
goals and basic personalities.

« Write or narrate a prelude for the game, If you're
feeling ambitious, create aprelude for each character and
run it as a solo game before the chronicle begins.

« Stay flexible. Make the notes you need to keep up
with the story, but avoid scene-by-scene scripting and
mega-detailed maps (which get hard to follow in the
course of play).

« Keeptheactionmovingandtheplayersinvolved.

« Watch the "arc of the story." It it falters, wrap
things up. From there, you can plan a new adventure
from the beginning.

« After each session ends, consider what happened
and make adjustments in your notes based on the events
of the game and the ways in which they changed the
Storyteller characters.

« While you brainstorm on the next game, make
some notes to help you remember what you had in mind.

—




Atmosphere makes all the difference in the world —
not simply the ambiance of thegame world, but of the game
space itself. A sessionrun inacrowded convention hall will
be markedly different than one played in a marble amphi-
theater. While your group's meeting place may be outside
your control, there are a few things you can do to set the
proper mood before the game begins:

« Dim the lights. Use candles if you can, diffused
lighting if you cannot. Harsh artificial lights create a mod-
ern atmosphere — appropriate tor atale set in 1998, but not
one set in 1498.

« Employ music. The Appendix features an extensive list
of artists who suit a Sorcerers Crusade chronicle. Keep the
music low and select it 10 match the mood you want toconvey.

* Props are great if you can get them. Obtaining
tapestries, gargoyles, tomesor candlesispretty easy ifyou're
arecrearionist, but could be a problem it you're not. Props
aren't essential, hut they do add to the ambiance.

« Take a minute to set the mood. When everyone's
ready, try turning off the lightsto set the mood. It workswell,
as does reading a short introduction from a prepared "script."
Whatever you do, set the beginning of the play apart from the
mundane gathering. It's pretty hard to "sat asacred space” if
someonehasher hand buriedin abag of chipswhenyoubegin.

Che Storyteller Cheat Sheet

Once the game's afoot, it's easy to lose track of things
Traditionally, "gamemasters" carried large notebookstilled
with arcane scribblings. Unfortunately, itcan bedifficult to
R} locate the necessary information in apileof paperwork. A
one-or two-page summary of the important stuff, however,
speed play alongimmeasurably.

At the very least, you'll want the names of your impor-
y| tant Storyteller characrers, their driving motivations,
weaknesses, and important Dice Pools. (See Chapter VI1.)
If there'sasignificant setting or plot point, notethat aswell .
Some Storytellers can run agame with nothing more than
a cheat sheet. On an extended run, you will want to keep
more detailed records; even then, though, some bare-bones
notes will make your job much easier.

In thebeginning, plan thingsout asif the player charac-
rers didn't exist: This is Mary; this is the bishop; here's
Caesario, and here's what they would be doing if no one got
in their way. Naturally, player characters make it their
business to get in the way; thus, the conflict begins. Between
each session, replot your cheat sheet to reflect the cabal's
meddling. Motivationswill change: PerhapsMary befriends
a shape-changer in the cabal and decides to join. Maybe
Caesario takes a fancy to a player witch. Quite possibly, the
bishop will declare war on everyone, especialy it he's been
foiled before. As each new game begins, the cheat sheet
charts the effects of the players on their surroundings, and
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Improvisation

Mage is agame in motion. An attempt to run a session
by apreplotted script isdoomed. So what's a Storyteller to
do? How can you run an epic with theme, mood and drama
withoutplanningthenextBattleof 'Tewkesbury?

Improvise.

Inthe Commedia Dell' Arte (a 16rh-cenrury refinement
of early drama and traveling player acts), the performers
work without a script. Each assumes a stock character (one
with set motivations and personality), and together they
hatch asimple plot. With the needsof that plot in mind, the
troupe improvises in character. The result, hopefully, isa
familiar but entertaining tale. Roleplaying bears some re-
semblance to the Commedia. It's far less strenuous, but the
essential elements are the same. Each player — you include

- takes on acharacter with certain parameters and skills.
Everyone improvises within the setting, and the troupe
becomes its own audience.

The secret to good improvisation is this: Know your
character. It you're the Storyteller, that means knowing the
setting, the characters in it and the forces that drive the
story forward. Hence, the cheat sheet and the other infor-
mation mentioned earlier in this chapter. If you know who's
doing what to whom and where, you can Storytell with a
muchfreer hand than if you had chained yourself to ascript.

Once you have that information mapped out, ride with
it. Watch your troupe, play off their actions, respond
according to your characters' motivationsand try to guide
the plot toward a climatic resolution. If you get any sudden

flashes of inspiration, go with them, even if it means
» throwingaway your previousplans(so longassaid inspira-
tion isn't too silly, of course). It can be scary to let go like
this, but it'salso exhilarating— and it's much less likely to
fall apart than a tightly plotted narrative.

Improvisation is both atalent and askill. Somefolks are
better at it than others, and everyone needs a bit of practice
to get the hang of it. Running preludes (Chapter 1V) with
each player will help you get afeel for improvisation, and
should establish arapport between yourself and the players.
Oncethat's set, you can wing it with relative ease.

 Description

Like any good tale-teller, a Storyteller needs to convey
asense of place and atmosphere. Y our descriptions bear the
troupe into your imaginary world, so you'll want to make
sure those impressionsare asvivid and exciting aspossible.

Some folks have a natural gift for expression; others
need to work at it abit. The talentsyou bring to bear on the
game are your own; we can, however, offer yon the following
hintsfor better description:

« Picture the scene inyour mind and describe what you
see. Nothing is more compelling than a Storyteller who
"believes' in the story she's telling.

« Concentrate on sensory impressions ("The air's
thick and reeks of decay") rather than geographical mea-
surements (" The hall is 10 feet wide and 50feel long, and it's
made of stone").

« Let the mood seep into your descriptions ("Countless
centuries weigh upon these stones, and you feel every one of
them"); alternately, let your descriptions shape the mood.

« Get up! Move around! Get into the story! Look each
player in the eyes and show him what his character sees. If
you look bored, your players will he.

« Snuggle up to a thesaurus (but not during the game!),
The larger your vocabulary, the better you'll be able to
choose the right word for the right occasion.

« Draft some crib notes when you're feeling inspired,
and refer to them when you're at a loss for words.

krosscumng

Cabals get separated. It happens. When it happens,
you'll want to keep the game shuttling back and forth
between thedifferent parties. No onewantsto sit aroundfor
hours while somebody else roleplays.

The technique is simple; run two different scenes at
once, jumping between them at dramatic times. If possible,
juggle events so that either A: the two scenes come together
(like the chase that tears through the feast), or B: the two
scenes reinforce each other (likethe discovery of a clue that
implicates the Baron in another scene). Don't spend too
long on either location — keep the action moving, Cross-
cutting thisway canbe tricky; handled well, however, it not
only keeps the play in motion but allows you to build
suspenseby cuttingaway atjusttherighttime. ("Kestral, you
duck down as the horses pass. Suddenly, one of the riders stops.
Meanwhile, back at the feast...")

Generally, you don't want to keep the characters apart
for long. If the separation is extreme (one party's in the
Court of Fire, the other's in King Henry's hunting lodge),
you may want to recruit an assistant Storyteller, especially
if the troupe's going to be split up tor awhile, Find someone
you can trust, brief her on the particulars (especialy if
something really vital is supposed to happen on her watch)
and let her take the players into another room. Check back
with her occasionally to make sure that both of you are
heading in the same direction. Sooner or later, the magi
should be reunited; otherwise, the game splitsandyou have
two chronicles, not one.

Soreshadowing

One of the greatest debates of Renaissance philoso-
phy is Fate verses Free Will. Some authorities insist that
Creation is foreordained, while others argue that humans
are masters of their own destinies. Magi argue these
points, too. Creation, we should note, keeps the waters
muddy. Some events seem to support Free Will, while
others smack ot predestination.
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Asthe Storyteller, you know that both ideas arc true.
The players are certainly free to do whar they want, but
you'restill guidingthingsalongapredetermined course. By
foreshadowing certain events — planting clues about the
future— you make the casefor Fate. Clever foreshadowing
can give your players clues, alert them to danger or lead
them into traps, Thisreally comes in handy if you have a
Seer in the cabal; his visions often determine the path the
sorcerers follow, a path you can shape to your needs,

Symbolism plays an important part in foreshadowing.
Creationisrarely straightforward. Whenyou decidetodrop
a hint about coming events, choose an appropriate symbol
and leave it in plain sight, This works especially well for
prophecy and omens, since such visions are never literal
, anyway. If, for instance, Cynthiawanted to warn terHorst
about the four magi pursuing him, she could have four
ravens suddenly dart from the sky and tear a hare to pieces.
IfterHorst'splayerisevenslightly clueful ,theEcstaticwill
he looking over his shoulder after that!

Likeanythingelse, foreshadow ing can bedone todeath.
Keep it for special occasions. Remember, though, that many
folksinthisage see"great providenceinthefall of asparrow.”
Tossin fal se omensfrom time to timejust to keep your players
guessing. After all, a magus sees the world as an endless
message. No one said that message always hasto be true....

Symbolism

In the Dark Fantastic world, everything is symbolic.
Historically, the art, writing and discourse of the period are
loaded with allegories. Occult (literally "hidden") lore is
buriedinaweal th of symbols; someknowledgeistoo precious
toreveal openly, especially when there are those who would
kill you tor possessing it. Finally, Divinity speaks through
. omens and signs; aclever man should be able to interpret the
» will of God, and the foolish man deserves not to know.

In your game, symbolism helps you set up mood and
theme. Occasionally, it helps you pass out information, too;
an insightful player might be able to catch important clues
from the symbols you employ. Work such things into sur-
roundings(awall of thorns), characters(threesistersspinning
thread), weather (an approachingstorm), descriptions ("His
eyesremindyou of a lucked crypt"), eventsand omens (awhite
hawk devouring a snake), and even dialogue (" Your words,
sir, are like cries on the River of Lethe"). Let the players figure
out what you mean. If they don't, well...

A detailed discussion of symbolswould be beyond this
chapter's reach; besides, there are plenty of good books on
the subject (see " Resources' in the Appendix), numerous
symbolic objectsin the" Ritual Tools' section of Chapter
VII1, and asmall but helpful sidebar in Beyond the Barri-
ers: The Book of Worlds (pages 46-47). Symbolism texts
make great brainstorming material, too. Most include the
myths attached to certain symbols, and those legends may
inspire afew myths of your own.

say that | have no grasp of it whatsoever!
— Baron Munchausen, The Adventures of Baron f
Munchausen .
Avye, sir, we get thy drift. We have all the tools of good |\ ¥
Storytelling at hand. Now how do we use them in agame of
Mage: The Sorcerers Crusade? 'The Storytelling? As thick (g
asyou like. The rules? As little as possible.
That may seem impossible. The magick system is so }z
flexible and the rules chapters so prodigious that Mage

If you have a good troupe and an imagination, the Path of
Magick isfar smoother than it appears.

Workings of the Art

>

performed through ritual's; in game terms, they're controlled by Hfﬁ,’f
Spheres. (SeeChapter V111 for details.) Themagusemployshis % “ o
tools and concentration, the player employs the Spheres and a
magick style. From there, he rolls and you narrate the results.

The openness of the magick system may he puzzling to
someone used to "spell lists' and "experience levels." Some
players might take advantage of that confusion and flexibility
to dominate the game. Fortunately, Chapter VIII features
someguidelinesforyou: afairly extensivelist of different feats
and the Spheres you need to perform them, a "how to"
section for complex magicks, a list of casua and vulgar %
workings, and the Scourge. Between those elements, you
shouldn't have much trouble.

with lots of description and symbolism. Thisisthe twilight
of High Magick, after all, so have fun with it. The Arts are
anything but mundane.

If a problem with rules arbitration arises, consult the
Common Magickal Feats chart; if nothing seems close to what
the player is doing, check the Sphere descriptionsor the " Parcel
of Spells’ section. If all elsefails, bear two things in mind; i

« The bigger the spell, the harder it is to perform ‘ 3
(in game terms, it requires a lot of successes, perhaps at a"&& ol
higher difficulty); and... \ .

« The more a Storyteller dislikes the spell, the
harder it is to perform.

Don't use the latter truism to torment your players; if
they're being fair, you should be aso. Thisisyour Big Stick,
however; if aplayer absolutely, positively hasto try things
you don't want him to do, just make them damned near
impossible to achieve. Magick is not an exact science,
especially not in the chaotic world of the Dark Fantastic.

175 @*‘f‘;' ;
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Good roleplaying should work the oppositeway. If aplayer
whips up arealy cool spell and roleplays it to the hilt, cut her
some dack. Perhaps the spell succeeds automatically, or the
player receives a reduction on the difficulty number. Maybe the
effectsaregrander than the magusexpected; ingameterms, she
receives an extradie or two for her Dice Pool. By putting the
| emphasison thestory rather than the rules, you can cut down on
power-naming and encourageyour troupe to be creative.

One point you ought to stand firm on: Magick does not

P | through aritual of some kind. When a player wants her
| character to cast aspell, ask what the magus isdoing to make
' it s0. Have the player describe the easting and the effect she
wants from it. You might "color" the spell with a bit of
‘1 Resonanceif you seefit. Thefinal resultsareyour decision.

Resonance

Nor ismagick impartial. The shape it takes depends a
- great deal on the intent of its caster. While the forces behind
Ly magick may bemorally neutral, their effectsride on spiritual
steeds. Asfar as The Sor cerer s Crusade isconcerned, magick
is the magus, and the magus is his magick.

Fans of Mage: The Ascension should note that the
modern idea of magick as an amoral force is totally alien to
thissetting. Concepts like relativism and existentialism are

oy o i e

centuries in the future. The idea of magicka morality isn't |
Itmitedtothe God-Father faiths, either; the Hindu-Buddhisi
idea of karma and the Pagan concepts of hubris and Three-
fold Return predate Christianity by centuries. In short,
Resonance isn't "goody-goody stuff'— it'smagickal law.

In story terms, Resonanceflavorsamagickal working.
A spell cast in anger manifests more violently than one cast
out of love; aworking drenched in hubris swellsin propor-
tion tothemagus' pride: A flame spell mightigniteasingle
candlewhen cast by ahumble apprentice, bur flaresaroom
full of candles when cast by a proud Magister. If either
magus sweeps his arms out in anger, the same spell might
melt every candle in the room in a sudden, fiery burst.
Resonance alsoreflectsthecaster's soul: Nightshade, light-
ing a candle in her child's room, invokes a small, warm
glow; Caspar the death magus, in contrast, conjuresacold,
black flame. Ingameterms, therollsand Spheresfor all five
options are exactly the same (Forces 3, Prime 2). The
differenceliesinyour Storytelling— in the way you make
the magick come alive.

In most cases, magick "obeys" the desires of the caster and
follows the dictates of the Dice Pool; at times, however,
Resonance"runsaway" withthespell, doingthingsthemagus
hadn't intended or reflecting his emotional state. Maybe
Caspar really wanted awarm, bright candle; the Death-taint

i Y *\
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lay so heavily onhim, though, that his magick kindled coldfire
instead. By makinganone-too-subtle point about the magus,
you add to the drama of the tale and open the door to mood,
theme and plot hooks; perhaps Caspar's Storyteller was getting
annoyed with the alchemist's disregard tor life and decided to
use Resonance to dramatize the mage's cold soul. From that
point, the player decides how the magus reacts: Perhaps the
incident shocksGasparintoachangeof heart; maybeheprefers
the cold fires. Either way, the arc of the story picks up speed.

Under most circumstances, you could |eave the effects of
a magickal working to the players' discretion, or simply
present them in the most obvious form (all five instances
produce the same simple flame). When the circumstances of
the game (or the behavior of the player) suggest a more
. dramatic approach, however, you might "juggle” the spell's
effectsto suit the circumstances. |f you want, you could even
"adjust" the results, making Che spell's effects bigger or
smaller than the die rolls would indicate.

Use common sense, symbolism and judgment when
you alter a spell with Resonance. By watching the player,
you can get a good idea of the mage's intentions, then shape
the magick to suit your needs. Remember, too, that Reso-
nance isn't alwaysapunishment; altruistic behavior canstir
positive effects as easy as greed or anger conjure negative
ones. If the whole idea seems too complicated, you could
ignore the effects of Resonance; by using them creatively,
however, you add a whole new layer of magic and mystery
to the tale.

Seckings and the Daemon

Each magus possessesadivided soul: the"human" sideand
the Daemon, (See Chapters| and I'V.) These two aspects of
thesorcerer'spersonality rarely get along; theconflict between

. them causes the magus to grow.

FromaStoryteller'sstandpoint, you could do three things
! with the Daemon: ignore it as nothing more than a Back-
ground Trait, bring the Daemon into the tale as an occasiona
"voicein the shadows," or play each Daemon asafull-fledged
character. Thefirst and last optionsmight he overkill for many
chronicles—toollittleor too much. Themiddle optionallows
you to steer the player once in awhile without overwhelming
thelivingcharacters.

In any case, you'll want to cobble up a Daemon from
the appropriate Essence. (See Chapter 1V.) From there,
play it asthough that spirit was a character; the Essence will
help decide the Daemon's motivation. With an occasiona
nudge from the Mystick Self, you can plant the seeds for
many atale. (See the Prelude for two simple examples.)

When a magus confronts her Daemon in a Seeking (see
Chapters | and 1V), the divided soul meets in adreamland
where conflicts become milestones. When, in game terms, a
player wantsto buy anew point of Arete, you might el ect to send
her on a Seeking — a one-player game (see below) where the
magus confronts her deepest conflicts.

In the course of her life, amagus encounters 10 "chambers" /4] / "J[l
—onefor each point of Arete. With each "chamber" comesatest; |/ f 3
with each new chamber, those tests become more difficult. The
higher reachesof enlightenment areal mostimpossibletoachieve,
and may take lifetimes to master, Each Seeking brings the magus
to a "chamber" and confronts her with the following six steps:

« Initiation beginsthequest. Thesorcerer passesthrough | | §
some symbolic gateway that leadsto the "chamber" itself.

« Impediment presents the first challenge, where
the quester's fears manifest in symbolic form and tell her
"Thou shall not pass." This step often requires a Willpower
roll to get through.

« Trials offer obstacles that terrify the Seeker while 4
confronting her with the issues she must face. Examples might
include acliff (which she must jump from), afire (that she must b
walk across), or other symbolic barriers, In game terms, this
might require a Willpower roll, too; ideally, however, the
player should roleplay through the test, not leave it to dice.

the mage through or sends her back "home." it —

* Acceptance isthe correct choice, and it's not an easy
oneto make. The quester must face her deepest conflicts, often
abandoning things she loves or embracing things she fears.
From there, Closure brings an Epiphany and ends the quest.
The rapture lasts for days; the Arete isfairly permanent.

« Denial meansthemagusisn't ready yet.For whatever
reason, shefail sthetest and plummetsback to themortal world,
bearing some kind of traumato remind her of her loss. Failure's
mark lingersforhoursor daysafterward, and rangesfromtearsto
madness. The greater the Seeking level, the greater the cost of
failure, and thelonger it lasts. Thehigheryouclimb, asitwere.... &

The Daemon stands as the Guardian and Guide to the | //
trial. Every time the seeker pursuesanew level of Arete, she
must go through each "chamber" again; each rime she does
so, the test changes in some subtle way — it's easy to pass a
test once and fail it the next time you visit that "chamher.”

The Book of Mirrors. The Mage Storytellers Guide
features a much more detailed outline for Seekings on pages
53-55. It'sinyour best interests, however, to make Seekings as
dramatic and problematic as possible. A seriesof hard tests not

only makesfor a powerful tale, it forcesthe player to think of ; / 4
her magus as more than afireball machine. Classic folklore is /| ,-/’
full of such challenges- Should your game accept anything less.? [‘\ A

t"é ] ;'I

OtherTypes of Games \7
There's more than one way to skin amage. A few variant

game styles offer you some flexibility as a Storyteller. Like

anything else, these options can be abused or overdone — and

may throw an established chronicle off-kilter. The "things to

watchfor" sectionsmentionafew pitfalls; if you seeany of these

things happening, cut the experiment short and return to

standard gameplay. These suggestions should enhance your

game, not wreck it.




MAGE:
THE SORCERERS Wl
CRUSADE =

The Invisible World teems with potential friends, foes
and complications. As wanderers of the shadows, magi cross
paths and blades with any number of night-folk. A crossover
gameuni tessorcererswithvampires,werecreatures, spiritsand
| thefae. The mysterious natures and el aborate power-plays of
these creatures promise awealth of material ; who could resist
astory about the Tremere/Hermetic war, the Shattering, the
fall of the Ceilican werecats or a spectre-ridden keep?
Thefollowing bookshaveplenty of informationfortie-in
games: Crusade Lore, Vampire: The Dark Ages, Bastet,
Dark Ages Companion, Dreams and Nightmares, Axis
Mundi: The Book of Spirits and the rulebooks to the other
White Wolf games.
« Things to Watch For: Chumminess. The creatures of
darknessshouldhemysteriestoeachother. Neverthel ess, many
players insist on acting like all night-folk belong to one big,
. happy, well-informed family. Discourage this by emphasizing
amosphere over "brand names," and by chastising playerswho
ignore the gulfs between "families.

¥ -
High Plot/Low Plot
Contrastisfun, By setting different thingsnext to each other,
you get fresh possibilities and throw new light on old stories. A
commonliterary andtheatrical deviceof theperiod, thehighplot/
low plot contrast sets highborn characters on grand errands
aongside their lowborn, earthly counterparts. Both storiestwine
together, and reinforce (or undermine) one another.
To run ahigh plot/low plot chronicle, have your players
create two sets of characters— the magi and their companions;
» or highborn characters and peasant ones. Both groups coexist,
but rarely go adventuring together. Perhaps they share a Cov-
enant, home town or story line. Lay out some common plot
threadsbetween both groups, thenrun themin alternatinggame
sessons. Oneweek, the nobles pursuetheir lofty goals; thenext,
thefolksbelow thesat tend their business. Every sooften, allow
apl ayertostep betweencharacters, introducingthe peasant into
the company of her betters for a scene or two. If you're really
ambitious (and have exceptionally good roleplayers), alow
them to run both sets of characters in a single story.
« Things to Watch For: Overkill: When both characters
sharethe same stagefor Loolong, oneor both plotssuffer. Keep
"encounters' short. Metagaming: If aservant knowsthemaster's
business, their player is allowing a bit too much "privileged
knowledge" to pass between his characters. The "Cannon-
fodder" Syndrome: When a player uses both characters ay
extensions of each other, rather than as different people, this
option breaks down.

One-or-Two Player

The idea method for running Seekings, past history,
trystsand split-party adventures. Simply set asideatimewhen
you get together with oneor two select players, thenrunastory

that involvesonly their characters. Thisway, youcanrakecare |
of personal plots without ribbing the other players of their
gametime. A perfect way to encourage diameter growth, and
towhile away time when the entire troupe is unable 10 meet.
Such games, if well-played, ought to be worth asingle experi-
ence point, and should add to the ongoing story line.

Another option, blue-booking, is essentially a one-or-two
playergameinwrittenform, Y ouwritedownwhat'shappening
and passit totheother player(s). Each party describeswhat her
character isdoing, then passesitback toyou. Y ou add 10it, pass
it back, and thecyclecontinues. Blue-booking canbedonewith
notebooks, over e-mail or through standard letters.

« Thingsto Watch For: Monopolization: It oneplayer gets
too much attention (and experience), the others may resent it.
Isolation: You (or the player) might get so wrapped up in the
"mini-epic" that you lose track of the rest of the game. Point-
hoarding: A greedy player might use this option to gain
experiencepointsway outof proportionwiththeother players.
five-action

When yon get up from the table, dress in costume and
"spesk the speech,” you take the game to a whole other level.
Live-actionroleplaying (L A RPing)isapopul aroptionforfolks
whodon'twanttoconfinetheirimaginationstothelivingroom.
Solongasyoudraw thelineat swordpl ay and other stunts, there
isn't any reason why a Sorcerers Crusade game couldn't be
played out live-action. The magick, of course, remains imagi-
nary, but gamers tend to be imaginative sorts to begin with.

Magick, of course, presents the biggest obstacle to a
live-action Mage game. The raw flexibility of the Sphere
rules (Chapter VII1) screams for a Storyteller for each
player. We suggest the following options if you choose to
take your chronicle to a live-action level:

« Avoid Trait-checking through elaborate
roleplaying.

¢ Minimize she use of magick, run with low-
powered sorcerers, or both.

* Keep copies of rye appropriate Spheres and
charts handy and give everyone afew dice, then run spells
or Trait-checks as usual. Narrate and roleplay the effects,

« Trust your playersto be fair if you're not there to
oversee the results, They, in turn, should avoid doing
anything too spectacular without a Storyteller present.

« Recruit a couple of assistant Storytellers, brief
them on the overall plot, and let them run with it.

« Keep the troupe smal |—no more than 10 people,
under most circumstances. At thevery least, |imit yourself to
10magesor less; Awakenedfol ksaren't that common, anyway.

Most cities aready have LARP groups, medieval recre-
ation societiesor Renaissancefairs. Somealready have "magic
rules' in place, in which case you might use those systems
instead of the ones given in this book, and simply adopt the
Sorcerers Crusade background to that game. White Wolf
does not take any responsibility for you if you choose this
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option, by (he way. LARPing can be alot of fun, but it can
present some real problems beyond die usual game questions.

« Things to Watch For: Satanist Syndrome: Many folks
get the wrong impression of gaming, and assume that such
groups are "Satanic cults." This can be areal problem in some
cities, especially ifthe playersget alittle too far into character.
Injury: Geeze, how many timesdo we have tosay, "Don't tight,
don't go into sewer tunnels and don't antagonize the locals?"
There, we said it again. Rules Disputes: With mature players,
this isn't a problem; some people, however, must argue every
specific of each spell. When this happens, the game breaks
down. If your troupecan't handleit, don'tdo it. Chaos: LARPs
take on alife of their own, and that life can get pretty weird—
maybe too weird for your chronicle. Overwork: Unless your
troupe consists of four or five players, you will want help
Storytelling a LARP game. One person can't do it all; don't
even try. (See White Wolfs Mind's Eye Theatre line for
LARRP rules and options for non-magickal games.)

One-shots

An alternative to the continuing chronicle: With a
single, self-contained story, you can assemble a group of
characters, give them a limited objective, play it out and
wrap the whole story into a (fairly) neat package. If you
want to keep going, you could always run a sequel.... This
option is ideal for short-term troupes, crossover games,
LARPs, test-runs and breaks from the usual chronicle.

* Things to Watch For: Nothing. Have fun!

Story Hooks and Concepts

" A good story needs a great hook — something to drag

your players into the action. The old "barroom brawl"
«, device is as stale as day-old beer. You want to haul your
troupe inwith the first line and weave the story from there.
. Make it short. Make it grab. Make it count.

A crafty Storyteller canconjureatal efroman opening line.
Simply askyourself, "what'sgoingon." andletyour answerslead
you. Thefollowinghooks(initalics) may heused asspringboards

(or whatever your devious little mind can imagine.
Shall we begin?
« Apprenticeship: Every sorcerer must learn the Arts.
"Teacher's rales" might feature a group of students (the
" players), aplayer'sown apprentice, or athird party'strouble-
some pupil. That meddling brat stole my treasure! So — you
fancy yourself awizard, do you? The master's dead—now what?
« Archmagus: Even archmagi face challenges. A truly
"high-level" game might feature ancient grand masters as
either supportingrolesor player characters.You stand between
a city and its destruction. Only the truly wise may prevail —all
others perish. At last, after so many years, we meet again....
« Comedy: All's well that ends well. 'Till then, any-
thing is fair game. Comic romps make great "rest stops'
between grimmer tales, bur even light slapstick might

i I~

appear deadly serious at first. What do you mean, you lost it?
Don't feign innocence — you defiled my bride! Your life isforfeit
unless you perform the following tasks....

« Faith: It'sall too easy toportray religionasavillain. In
thesedark rimes, however, faithisabeaconand guidinghand,
often stronger than any blade. | will not betray my God! Surely
this sacrifice is too much to ask... ? Hern — let me offer comfort. | | §

« High Adventure: Kick down thewallsand storm the {}
castle! Saddle up the dragons and ride! Blast the darkness
away with ahearty cry and let swordplay tell the tale! Aye,
my liege, | do swear to follow thee. The enemy is at the gates!
There is but one chance... but it surely leads to doom.

« Historical: Y our magi help make history — or change it
— when they accompany some pivotal figure on asignificant
task. Gareswith me to the City of Gold! Help paint the chapel! —but
of course, maestro. | have found aroute to India, your highnesses....

you begin. | condemn theeasawitch—takeher! My God—what
ishappeningto me...? Hell isn't what they said it'd be—it'sworse.

« Intrigue: Plot and counterplot— inthisworld, you can't
trust anybody! Conspiracy tales demand ahost of plotters, aweb
of agendas and some reason to keep the game a secret, Oh, you
haven't met theking'smistress....? Let usstake afittle wager, then....
Where did this comefrom, and why do they want it back so badly?

« Romance: The path of true love never runssmoothly,
especially in the Dark Fantastic world. A good romance
demands conflict, obstacles and an attraction beyond mor-
tal understanding. But m'lady, you're the prince's wife.... |
swear | shall never forget thee. His eyes blaze like a thundercloud £
—despise me or no, 1 must have him! .

« Turnabout: The unexpected rears itshead, often in the
middleof someother typeof story. Turnabout tal esaregood for
keepingacabal onitscollectivetoes, but everythinghingeson
an unexpected revelation: But... you're dead.... You mean it
wasn't poisoned? My closest friend — how could you?

« Tragedy: The mighty often rise and fall, and their
failures shake the world. The tragic figure could be a player, her
close companion, or some mighty figure whose influence
surroundsthecabal . Theprophecymustbetrue! MyLord, areyou
ill? We must avenge her death, evert if it means our own lives..,.

Arid so it goes. |

Conclusion

Wearethetaleswetell. For all the"official" advice White
Wolf can offer, thefinal shape of the chronicle belongs to you
andyour troupe. With an eyetoward your enjoyment, resources
and desires, shape an epic that captures the Dark Fantastic ina
shimmering glass. The romance, the adventure, the horror and
the humor of this setting mean nothing without the kissof life
you bring it. In the end, run the tale you want to tell.

Y our audience iswaiting.
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INTRODUCTION =

with hearing...

Rules of Engagement

The cell's only other occupant was an old woman who cried
alt nightfar her cat. Agnesa tried to pray with the. dame in order
to comfort her, but to no avail. The woman's mind had longsince,
& fled, and she hardly knew that when down came, it would be her
last. The bishop's men took the poor thing away quietly, and
" Agnesa wept in sorrow, not for herself, but for the suffering:
Ritter Manfred von UIm, a gentle knight who loved the forests;
_/ Bartolumeo Cavalcanti, corrupted by a desire for power, flesh
e and wealth; and what of Karel, her friend?

Agnesa braced herself as she heard the cell door open. She'd
made her peace and was ready. To her surprise, an elderly manin
scholar'srobes entered. Helookedfamiliar, and sherealized she'd
seen himin the market many month, ago, debating with a flock of
youngstudentsabout celestial bodies. Had Karel beenamongthem?

The man wasted no time on peasantries: "You have a
decision to make, Agnesa, and you must do it quickly. My pupil,

e g i

...theeyeis never satisfied with seeing, nor the ear

—FrancisBacon, The Advancement oflearning

Karel der Untersee, has told me he secretly took you as a student,
that your dabbling with von Ulm was a sham. Is this true?"
Agnesa’'s mind spun. Could she have judged Karel so wrongly?
Had he been trying to sway her to his cause all along! No! She g
trusted her judgment better than that. This coldfish had no trace i/
of human compassion, but Karel was different. Perhaps his
words to his mentor were the sham. \

"Yes" said Agnesa. "It is true. Karel has been my true
mentor these past months. Von Ulm was blinded by old super-
stitions and childish beliefs. How can we believe in the power of
that which we cannot prove?"

The man nodded and called the guard. "Release her as the
bishop instructed.” He turned back to Agnesa. "You understand
| had to be sure of the truth. | would not want His Grace's mercy
to be without cause." The guard removed Agnesa's chains as she
walked into a harsher prison than the one she'd left.




Fun's tun, hut there are times when rules come in
handy.

Atitsheart, The Sorcerers Crusadeisabout creativ-
ity. Noamountofrulescould hopetocapturethecompl exity
. of real life (or good fiction, for that matter). On the
i contrary, we feel that an excess of systems spoils a really
good game.

How much is"an excess" That's your call.

In an ideal world, we could simply dispense with the
following charts, tables and modifiers. Thisis not, aswe
know, aperfect world, so thefollowing chapter provides
a collection of game systems as a framework for your
adventures.

These rules provide a inundation for your game; the
final shape of the structure  or lack of it — is up to you.
A really flexible, trusting troupe can dispense with many of
the usual die rolls and simply wing it; an inexperienced
\7 group might he better off sticking to the systemsprovided,
7 if only for consistency's sake. We can't tell you how to play;
in theend, the style you choose is your decision.

The following guidelines are based on a loose playing
style, with afew detailed systems to cover certain impor-
tant cases. You are officialy given license to change,
adjust, keep or discard these systems asyou seefir. Re-
member, the story is key, not the rules. It's your game.
Have fun with it.

Cime

In the Dark Fantastic world, people measure time in
sunsets and seasons, not in minutes or seconds. Me-
chanical clocks exist, but they're rare, and not many
peoplepay attentiontothem anyway. Timeisfluid and
highly subjective.

Things run the same way in The Sorcerers Crusade.
Events happen quickly, or slowly, but never precisely.
Instead of seconds or hours, we, inthissetting, measuretime
in the following terms:

¢ Turn — When things happen quickly, the story
shifts into turns. Each turn reflects anywhere from 30
seconds to three minutes, depending on what's going on.
Il When Eloine sings, when Sir Roland swings his sword,

when Brandon Slaine searches the Inquisitor's library, it
takes a turn. In game terms, aturn is the time it takes to
perform oneaction.

« Scene — A series of events linked by a common
setting is called a scene, When Eloine's song calls forth
agroup of faeries, when Roland covers the ground with
corpses, when Brandon finds the books he needs and
torches the library, ascene passes. In game terms, a scene
is any collection of actions taken in the same place.
Dramatically, a scene marks a "beat," or an event in a
larger tale.

MAG E: 73] —
) | THE SORCERERS
A S Ay : : ; =N
AP !@ CRUSADE - e
.- Rlll(.'S, 60]0\’“ Anb Oﬂ)k‘rmis@ « Chapter ~ When a series of events comes together

into awhole, those events become achapter. When Eloine
strikes a.pact between the fae and her band, when Roland
rescues his grogs and spoils an Infernalist's ritual, when
Brandon exposes the Inquisitor's plot and saves ancient
tomes from destruction, a chapter passes. In game terms, a
chapter constitutes a single session. Dramaticaly, each
chapter marks a turning point in the story.

« Story — A complete tale, with an introduction,
buildup, climax and resolution. Each chapter mentioned
above could have been part of a larger story featuring the
three mages and their respective goas. In game terms, a
story takeshowever longit takes; sometalesrequireasingle
night'splay, whileothersmay weaveseveral months' game
time into one long epic.

« Chronicle— An ongoing series of tales, connected by
acore of magi. I ndividual smay come and go, theworld itself
may serve as the stage, but the basic themes and characters
remain. In game terms, the chronicle begins when your
troupe begins its adventures and ends when you retire the
characters — hopefully after a suitably dramatic climax.

Another form of time, downtime, passes when events
occur offstage. Nobody wants to play out the details asthe
characters prepare for bed each night. If something impor-
tant happens— Eloine hears voicesby thefire, for example
— the Storyteller shifts to a scene. Otherwise, it's down-
time and nothing much happens.

BasicRules

Ask, and it shall hb given you; seek, and ye shall find:
knock, and it shall be opened unto you;

— Matthew 7:7
Joeagmerong pe| he Sorcerers Crusade is an easy, fast-
moving game. The core rules,
collectively called the Soryteller Sys-
tem, are designed for flexibility and
improvisation. Based around the d10,
or 10-sided die, the system determines
everything according to aseriesof successesrolled against
a difficulty number. The more successes you roll, the
better you perform. Thehigher thedifficulty, the harder
the task, Obviously, you want to roll high and roll well.

The core system works like this:

« Your character has acertain number of dots in each
Trait. Each dor equalsone 10-sided die.

« When your character takes some important action,
the Storyteller may call for aroll. She'll tell you which
Traits to combine for your Dice Pool. The total equals the
handful of 10-sided dice you roll for the task.

« The Storyteller also sets a difficulty number (see
below) as your target. Each die that comes up equal to or
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« A modifier may add to the difficulty number, or
subtract from it. A +1 difficulty modifier, therefore, would
{ add one to the difficulty of your roll.

« The more successes you roll, the better your charac-
ter docs. If you don't roll any successes, he fails the task. If
you gain negative successes— called a botch (see below) —
something goes horribly wrong.

« Under certain rare conditions, your Storyteller
may add to your Dice Pool. When thishappens, you roll
more dice and increase your chancesfor areal triumph
— or a disaster.

That's it; everything else is a variation on that basic
system.

' . CraitRatings and Dice Pools

Before you can roll the bones, you need to know what
you're rolling and why:

« Traitsreflect acharacter's innate and |earned abili-
ties; a series of dots or numbers shows how good she is at
any given thing. The human Trait scale runs from one to
five. Most people range from one to three dels in their
 Traits; player characters, being exceptions to the norm,
run from one to five. Traits beyond five are possible
through mystickal means (see the Titan's Power spell,
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page 273), hut are highly unusual among magi and un-
known to mortals-

x Pathetic

. Poor

LLJ Average

(XX ] Good

seee Notable

ssee Legendary

O+ Beyond Human Capability

Characters have two types of Traits: those that go to

five, like Attributes and Abilities; and those that go to 10,
like Arete and Willpower. Traits that go to five can be
combined in asingle Dice Pool; those that go to 10 cannot.
(The exception to this rule is any inhumanely high At-
tribute or Ability).
" A third typeof Trait, the Sphererating, is never rolled
i as part of a Dice Pool. Magickal workings come about
) through other rolls, which are described in Chapter VII1.
i Chapter 1V covers Traits in greater detail.

« A Dice Pool is the maximum number of dice you
can roll in a single turn. To perform several different
actions in the same turn, you'll have to split your Dice
Pool. (See below.) That Pool comes from a Trait (like
Willpower) or acombination of two Traits (like Dexter-
ity + Melee). A Dice Pool never combinesmore than two
Traits; a Dexterity + Melee + Willpower roll is not an
option. Unless magick is involved, a normal human
being cannot have a single Dice Pool greater than 10.




\ T\ Difficulties and Successes

* To complete a task, roll your Dice Pool against the

difficulty.  The Storyteller assigns this target number based on

thecircumstances— aneasy action requiresalow roll or none

atal, whileaheroictask demandsasimilarly heroicdieroll.

« For each diethat equal sor exceedsthedifficulty, you

get one success. The more successesyou win, the greater the

feat. Some tasks, like rituals, contests or long struggles,

require a certain number of successes before they're com-

pleted. Others demand only a success or two. A really good
roll in this case grants the character agrand victory.

Difficulties

3 Child's Play

4 Nothing Specia

5 Simple Task

6 Average

7 A Challenge

8 Very Difficult

9 Infernally Hard
Successes Needed

One or Two A Simple Thing

Three to Five A Stretch

Six to 10 Major Effort

11to 15 Heroic Effort

16 to 20 Legendary Effort

21+ Titan's Task
Successes Achieved

One Success A Near Thing

Two Successes Well Done

Three Successes  Accomplished With Style
Four Successes A Stroke of Luck
Five Successes God's Fortune
Some tasks are so easy (difficulty 2) that they're not
evenworthrollingfor; othersare so damned near-impos-
sible (difficulty 10) that they tax the resources of the
greatest wizards. Difficulties cannot go lower than 2 or
higher than 10 — modifiers (see below) simply drop the
target number to 2 or raise it to 10. A natural roll of 10
aways succeeds, and a natural "one" always fails.

il
P | Botches
! Nothing is perfect, least of al life, Whenever you roll
- a"one," ittakesaway one successfrom your total. If you end
up with more "ones' than successes, the result is abotch —
and a messtor your character.

Botches are Lady Fortune'sway of slapping you in the
face. A bad turn of luck can knock the most accomplished
magician to the apprentice level, and possibly into the
grave as well. When a botch occurs, something had hap-
pens. The particulars depend on your situation, but the
Storyteller will make sure it's a memorable occasion.
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Some troupes count extra"ones' as really bad botches
— double or even triple botches. This option can be a real
pain, but reflects the rise and fall of Fate on agrand scale.

CakingAction

For the most part, you should avoid resorting to dice;
roleplaying'sgenerallymorefunthanroleplaying. Whenthe
whims of Dame Fortune might make a real difference,
though it's time to see how she'sfeeling about you....

Some actions succeed automatically; you don't need to
make aroll for them, Others may requirearoll, or a series
of them. Many, however, fall somewherein between:

o |f there's something critical at stake with the
character'ssuccessor failure, or if acting out therolewoul d
bedangerousinreal life, aroll should be made.

« If, on the other hand, the action could be described
through Storytelling and roleplaying, use that option asan
alternative to dice.

It'sgenerally best toleavedierollsto those actionsthat
have serious consequences and a real chance for failure, If
Eloinesimply needstojump 10feetfromthebattlementsto
the siege tower, don't bother rolling- She's a hero and
shouldn't worry about minor things. If, on the other hand,
she has to make adramatic 15-foot leap through a storm of
arrows, the roll becomes important— and difficult to boot.

Rollingforeverylittleoccurrenceweighsastory down.
Asageneral rule, avoid rules whenever possible.

Initiative and Turn Organization

Unlesssomethingreally important ishappening, don't
worry about who goes first; the characters do what they
need to do more or less simultaneously and the troupe can
roleplayeverythingout. Whenthingsgetcritical ,however,
it'sagood idea to know who's doing what and when they're
doing it. Lives may hang in the balance. Thisis when an
actionturnbegins.

Initiative decides the first move. All playersroll their
characters' Wits + Alertness against difficulty 4. The per-
son with the most successes actsfirst, then the next highest,
and so on. Tiesgo simultaneously, or they are broken with
the Dexterity rating — the highest Dexterity goes first.
Those whofail act after everyone else, and those who botch
stumbl e that turn and cannot act at all. If the circumstances
warrant, the Storyteller can substitute Melee, Fencing,
Dodge, Subterfuge or some other appropriate Ability in
place of Alertness.

As an option, use the initiative results from the first
turn as the action sequence for the whole scene. Things
speed up tremendously when you're not making a new rol|
every turn. The Storyteller ought to be careful when taking
this shortcut, though — you don't want someone standing
around helplessly for awholescene because her player blew
theinitial roll. As always, let good sense guide you,
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Storytellers Once things have begun.) organize your
scene like this:

« Describe what happensin story terms. Beasvivid and
exciting as possible and give your players a sense of what
their characters experience,

« Have the players decide what their characters do. You
can go by initiative rolls (lowest result describes what she's
doing first, then the next-lowest, and so forth). Go around the
table left to right, or use whatever other method you prefer.

« Roll thedice (if necessary) to see who succeeded and
who failed.

« Describe theresults, again asvividly aspossible. "He
hits you for three Health Levels of damage,” isn't nearly as
much fun as, "With an upward slash, the bastard catches
you across the gut. Cloth tears, blood spills. You stagger
back. Take three Health Levels."

Automatic Actions

Rolled Actionsare handled in more detail under " Dra-
matic Systems' and "The Art of War"; some actions,
however, succeed without aroll:

« Gettingto your feet: A character who's been knocked
to the ground takes at |east one turn to stand again without
aroll. Ifhewants— or needs— torise more quickly, he may
split his Dice Pool (see below) and make a Dexterity +
Athleticsroll (difficulty4). Aseasy asthisroll is, it'srarely
worth checking — unless aknight is charging down on the
mage at full gallop.

« Holding: You can hold your character's action until
some event has passed. She can still take action at the end
of the turn without penalty - waiting may, in fact, have
some benefit at the Storyteller's option. If everyone in the
scene holds his or her action, the turn passes without
incident. The next turn begins when somebody acts.

* Moving: See below for details. Unless there's some
important lactor in the move—aslippery floor, atightrope,
etc. — no die roll is necessary.

« Automatic Success: Sometimes it's just easier to let a
character succeed without aroll. It themagusis so proficient
with a certain skill that checking it is a waste of time, this
optional rul eallowsher tobypasstheroll. Asaguideline, assume
that acharacter whose Dice Pool exceedsher difficulty number
can perform asimpl e feat without trouble— so longas nothing
trulycritical hangsinthebal ance. Simpl eteatsincludewal king
across a floor, calming a horse or using proper manners at a
banquet. Critical tasks—combat or other high-risk situations
— should negate this rule. At the Storyteller's option, small
spells might also succeed automatically. (See page229.)

« Social Interactions: It's usually morefun to play our a
trade, aseduction or anargument thanitistoroll diceevery time
your character tries to accomplish something. Still, fictional
magi often have resources their playersdo not; in those cases, a
roll or two may be agood idea. (See " Dramatic Systems.")

Movement

Characters move by crawling, walking, jogging or run-
ning. Somecan fly or swim. Unlessthere'sahazard involved,
none of these actionsrequire aroll; some obstacles, however, |
may slow the usual movement rate by as much as half.

* Crawling: A character can move roughly five yards ||{ ¥
per turn on his hands and knees. \

« Walking: Under normal conditions, a human-sized
character walks roughly seven yards per turn. Some excep-
tionally small creatures (like mice) "walk" at crawling
speed, whileexceptionally largeones(likeel ephants) cover
10 or even 15 yards per turn.
« Jogging: At aquick trot, a human character moves 4
(12 + Dexterity) yards per turn. At this speed, he can split
his Dice Pool and perform another task with the same
action. Small creatures jog at walking speed, while large
onesjog 15 to 20 yards + Dexterity.

« Running: Flat out, ahuman covers about 20 + (3 x his
Dexterity) yards, anaverage Dexterity 2 person, therefore, runsat 4
26yardsperturn. At thisspeed, hecan't do anything else except ==
perhaps dodge or charge. (See "The Art of War,") Small
creaturescan'trunlikethis, and largeonescan outrun any human.

« Flying: Creatures with wings or magick can fly 10 to
20 yards per turn, depending on what they use. Under most
circumstances, flying doesn't require a roll; when some-
thing dangerous occurs, however, the flier might need to
make a Dexterity + Athletics roll to avoid crashing.

« Swimming: There aren't many people in this age
who can swim. Those who can, however, move through the
water at roughly eight yards + Dexterity. A really strong 4
swimmer can go 12 yards + Dexterity. Many marine crea- “7 /,
tures can do at least that well, and often better.

« Riding: A character who's mounted on another m
creature uses that creature's movement as his own. It's i}y |
usually a good idea to have at least one dot in the Riding
Skill before clambering astride a mount. |

Complications
Those are the basics. You can play a game (albeit a
simpleone) with that much. However, to reflect thecompli- |

cations that usually come up in life (fictional and otherwise), ([,

we offer a few additional rules and adjustments. As always, L=
use them as you see fit and ignore them otherwise. ‘-"Q\\ ) ,‘
\k\;;’!

Modifiers

All situationsare not created equal. When circumstances
change, youcanshiftthedifficul ty numberupordowntoshow
that change, Modifying the difficulty number is a judgment
call; under most circumstances, it isn't worth the trouble.
Some rules, maneuvers and situations, however, adjust the
normal target number as amatter of course. Unless something
really seems likeit should be adjusted, leave thedifficulty asis.
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| Extended Rolls

Most rolls are standard; you roll once and either succeed
orfail. Sometimes, though, your character needsto perform
some prolonged or extraordinary deed — aritual, a race,
etc. When that happens, the Storyteller might call for an
extended roll — a contest where you have to roll acertain
numberof successes before the task is completed.

Simply roll the dice as many times as you need to
succeed... or to fail. In story terms, each roll reflects a
certain amount of time your character spends in action.
Depending on the activity, a single roll could cover 30
seconds, one minute, five minutes or even aday. A failed
roll setsyou hack a hit. (See " Try, Try Again.") A botch
undoes the whole effort and forces you to start from the
beginning. Successes accumulate from roll to roll. When
you gather enough of them to finish the task, you're done.
(See "Successes Needed" under "Difficulties and Suc-
cesses' for guidelines about tasks and the successes
necessary to complete them.)

' Resisted Rolls

When two characters oppose each other, the Story-
teller may call lor aresisted roll; both players pit their Dice
Poolsagainst adifficulty number, and the onewhorollsthe
most successes wins the contest.

During a prolonged contest — like awrestling match
— you might combine extended and resisted rolls. Let's say
Nik and Jean-Marc need to accumulate 10 successes, total,
The first one to do so achieves the objective. As the
characters struggle, the players roll.

Most resisted rolls subtract successes from the other
player'srolls. IfNik got three successes and Jean-Marc won
four, Marc would end up with one success and Nik with
nothing. Since keeping track of successes from one turn to
the next can overcomplicate things, you might opt to
simply compare success totals and let the player with the
most successes win.

Splitting Dice Pools

When you want to do more than one thing during a
single turn, you can split your character's Dice Pool be-
tween those actions. The number of dice you use for each
action isup to you. If two different Pools are used, however,
the lowest total gets split. If, for example, Nik wants her
mage to |eap (Dexterity + Athletics, Dice Pool of seven)
and hit someone (Dexterity + Brawl, Dice Pool of eight),
she would split seven dice, not eight.

Ceamwork

If several characterswork together toward acommon task,
die players may, at Storyteller's discretion, combine their
successes. The team rolls and its totals are added together, If
oneplayer botches, theeffort isundone, Charactershaveto use

combinesuccessesif onewizardisusing her Dexterity + Brawl
while the other employs Perception + Awareness.

Cry, Cey Again (Optional)

Everybody failsonceinawhile. Even so, it getsfrustrat-
ing. Ifyoublow aroll, youcan usual l y try asecondtime; each
new attempt, however, adds one to itsdifficulty. Additional
failures add another difficulty level. If you fail a difficulty 6
roll and want to try again, your new difficulty is7, If you screw
that one up, your next attempt is difficulty S, and so on.

Depending onthe situation, the Storyteller might use this
rule, ignoreit, or prohibityour character frommaking another
attempt. After all, somethings— likebluffingaprince—can
only be tried once. If you fail, that's your problem....

General Action Rolls (Optional)

Some thingsjust aren't worth checking roll by roll. I's
Eloine hit by an arrow as she leaps to the siege tower? Does
Roland get past the witchesin time todestroy the ritual In
cases like these, where onerol | can cover aseriesof related
tasks, the Storyteller may call for asingle generd action roll.
The success or failure of that roll measures the character's
accomplishment.

A general actionroll takesthe most appropriate Traits
and measuresthem against atarget number. Sinceoneroll
takes the place of several, thedifficulty will be abit higher
than normal.

Difficulty Task

7 Easy

8 Challenging

9 Hard

10 A Hair too Close to Hell

In the exampl es above, Eloine'splayer rolls the mage's
Dexterity + Dodgetoavoidthearrowsassheleaps. Roland's
player makes asingle Dexterity + Meleeroll, rather thana
turn-by-turn seriesof rolls. Successin any case means that
the mage did what he or she came to do; fai I Lire destroys the
attempt, and a botch leads to a near-fatal scrape,

In some cases, your magus might have to, shall we say,
override the objections of a number of inferior hut deter-
mined opponents. Archers fire at the witch; frenzied
Infernalistslunge withdrawn blades. When thi s happens,
the Storyteller makesaroll for the opposing party using the
general actionroll rule. Again, successorfail uredependson
theroll. In most situations, this becomesaresisted roll. (See
above.) The one to get the most successes wins the day.

This optional rule is ideal for large battles, chases,
prolonged debates, haggling sessions or other sceneswhen
an obviously superior character matches wits or blades with
a group of mundane people. By narrating the event,
roleplaying it to the hill, and resolving fate with a single
roll, you emphasize the drama over the dice.

. = .
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Kestral Windfree, Nik's Verbena character, has a
Dexterity of 5, an Athleticsof 2, aBrawl of 3, aStealth
of 4and aWillpower of 6. Note how thefollowingdie
rolls translate into a story.

« Standard Roll

Things are not well in Baron Tyburn's manor.
Kestral goestoinvestigatetalesof atrophy roomfilled
withslainmagickal beasts. First, however, sheneedsto
yetinside. Spottingalikely openedwindow, sheclimbs
up the stone wall and crawlsthrough. Nik's Storyteller
calls fur a Dexterity + Athletics roll, difficulty 7;
Kestral's Dice Pool isseven, and Nik rolls seven dice as
the witch ascends the cold rock manor....

+ Standard Roll with Modifiers

Soon afterward, Kestral creepsthrough the sleep-
ing baron's bedchamber. Nik rolls her Dexterity +
Stealth, for a total Dice Pool of nine. Kestral is bare-
footed; normally, the difficulty would be 4 (6, -2 for
barefeet). Theboardsareold and creaky, though; Nik's
Storytdler raises the difficulty by two, back up to 6.
Under most circumstances, Kestral wouldn't have a
problem — she has a Dice Pool of nine, three more
than the difficulty. Under the "automatic success'
rule, she shouldn't need to roll at all. Still, awitchin
a baron's bedchamber had better watch her step.

Nik comesupwithafour, atwo, aone, threefives,
a seven and two nines. Three successes! Without a
sound, Kestral glidesacrosstheboardsand reachesthe
Baron's side....

« Botching and Movement

Baron Tyburn's dog crouches in the corner. The
Storyteller offers Nik a chance to spot the companion
before he spots her. "Make a Perception + Alertness
roll," he says, "difficulty 7." Nik rolls. No successes,
two "ones" Keslral doesn't notice a thing.

ThebarkingrousesBaron Tyburn. Kestral boltsfor
the bedroom window. Locked! Asthe Baron leaps from
hisbed, K estral dodgeshimandrunsfor thedoor. Thedog
scrambles after her. The Baron yells for the guards.
Kestral's5Dexterity givesherarunningspeed of 35yards
per turn—enough to outrun the dog and the Baron. She
may, however, meet the guards on the way out....

« Extended Roll and Failure

The front door is locked too! The Storyteller
informsNik that Kestral needsto score three successes
to break it down. The witch slams her shoulder against
the door as Nik rolls her character's Strength (3)
against difficulty 7. First roll: no successes. The diffi-

Documentum: Kestral's Slight

culty risesto 8. Again! Two successes. The guards are
coming. A third try: Kestral hurls herself against the
wood. Two more successesl The door cracks and
Kestra isthrough....

* Resisted Roll

A guard pins Kestral to the ground outside the
manor. He'sstronger than the mage (Strength 4 verses
Strength 3), but shesstill has achanceto get free. Nik
rolls three dice against difficulty 8; the Storyteller
throws four dice agai nst the same target. Nik getsone
success; the Storyteller gets three. Kestral's arms are
pinioned and she's carried inside....

» Extended and Resisted

Kestral isn't going without a fight. Nik's Story-
teller tells her she'll have three turns (threerolls) to
get free before the guards chain her up. Nik has to
score more successes than her captor on a resisted
Strength roll, difficulty 7. Ideally, one of them should
achieve five successes, but time is limited and both
characters are opposing each other'sel torts. Nik rolls
first and gets two successes. The guard's roll (three
successes) takes both of them away and gives him an
edge. Nik spends a point of Willpower (see "Will'
power," Chapter V) to get one success, then rolls
two more. The Storyteller botches; the guard fumbles.
Kestral 3, guardsman 0. On the last roll, Nik spends
another Willpower point and rolls one additional
success. That makesfive. The Storyteller rolls two for
the guardsman; this takes away two of Nik's successes,
but Kestral still has the edge. She pulls one arm free as
she's dragged through the doorway....

« Splitting Dice Pool

As another guardsman reaches lor Kestral'sarm,
thewitchlashesout. Kestral'sDexterity + Brawl totals
eight dice. Nik splits them between a scratch to one
man'sface and akick to her captor's shin. The Story-
teller assignsadifficulty of 8tobothfeats. Eachstrike
getsfour dice. Nik rolls....

* Teamwork

Robbed of their prize, the two guards search the
manor grounds. Kestral, hiding in a hedge, won four
successes with Nik's Dexterity + Stealth roll. The
guardsmen "“combine" their Perception + Alertness
rolls. Together they need to collect five successes in
order to notice Kestral. One gets two; the other rolls
one. Not enough. Kestral slips away, leaving the
guardsmen to face the Baron's fury alone, And thus,
the tale continues....




“Dramatic Systems

Of Dames, of Knights, of armies, of loves delight,
Of curtesies, of high attempts | speake...
— Ludovico Ariosto, Orlando Furioso

= or the most part, you'll be playing out
your character's actions; when she
speaks, you speak for her. Roleplaying
is three quarters of the fun in a
4 Storytelling game; so get into it!
y When things get heated, it's time
toroll thedice. It'snot really agood ideato roleplay things
out in live action at this point, for what should be obvious
reasons. Leave the steel at home.

Which isn't to say that you can't have a good time
making the action as dramatic as possible. Vivid descrip-
tions heat handfuls of dice clunking across the table, even
== When the dice are a necessity. The task at hand may
involve aDexterity + Athleticsroll (difficulty 7) ingame
terms; in story terms, Eloine leaps from the battlements,
grabs hold of the siege engine and hauls herself up into...

You see what we mean.

Don't let the dicefool you into thinking that the story
goesaway. Action isthe operativeword here, and that word
impliesdrama

Dramatic systems cover the situationsyou can't or won't
roleplay. They're acourt of last resort. When you hit acrisis
point in the story, check the chart. Roll, see what happens,
thendescribe theresults in story terms. Thislist doesn't cover
every possible action— how could it?— but it'll giveyou a
range of suggestions and possibilities. It should not limit your
choices in agame. Ultimately, your troupe decides for you
what does and doesn't work. Anything is possible.

Each task on the chart has a couple of features. The
Action section describes what the character's doing; Traits
tellsyouwhat the Dice Pool should be; Difficulty isobvious
enough, and Description tells what kind of roll to use —
standard, exrended, resisted, etc. In placeswhere the Diffi-
culty says"varies," the conditionsdecide the target number.
Under normal circumstances, thedifficulty is6; really good
, or bad conditions lower or raiseit. For extended or resisted
| rolls, decide the number of successes by the circumstances
and difficulty of the feat, The Notes, marked by (* number),
detail options or exceptions to the rule.

Physical Seats

Asyou can guess, theseguidelinescover feats of strength,
speed and prowess. A Resisting character tries to withstand
some physical, mental or emotiona trauma (torture, sickness,
heartbreak, etc.) without breaking. Whilethisisn't the sort of
challengeyouwanttoroll dl thetime, itcanbepretty important
at certain points. The other actions are self-explanatory,
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Artand Science

This section deals with the design and creation of \
artwork, devices, inventions and performances. In most \ .
cases, you can simply roleplay such events; every so
often, though, a crisismight occur (the troupe performs
for the king, the mage plays chess with Death, etc.) that
cries out for a roll. Design covers the research and
drafting stage of a project; by itself, this can take
months. Creation refers to the physical act of making
something (sculpting, painting, smithing, brewing).
Depending on what the character's trying to do, this
could take weeks, months or longer. (Some accounts
claim da Vinci worked on the Mona Lisa for nearly 10
years!) Gamesmanship refers to games of strategy —
chess, cards, etc. (Games of chance ought to he left to |
simple die rolls between the player and Storyteller,
with the highest roll winning; riddle contests would
involve Knowledge Abilities.) The other listings speak
for themselves.

Intrigue and Social Occasions

The heart of a Renaissance game, this category
describes all kinds of skullduggery and social graces.
Cryptography refers to hiding a message or breaking a
code. Deception is, of course, fooling someone. Elo-
quence refers to speechmaking and insults, while a
Facedown reflects an inti midation contest that might or
might not involve words. A Fake-out isused in attempts
to palm objects, cut purses or distract observers. Im-
pressing someone comes in handy when you want to
display your strength or manners, and Poisoning helps F
when you want to kill someone without getting caught.
Gossip spreads or absorbs poison of adifferent sort, and &%
Seduction, well... Torture is asad sign of the times, but &)
a common one when war, sex and magick are involved. |
Spotting (a) Sneak is what you have to do to notice
someone attempting to sneak past you. It's usually more
fun to roleplay such scenes than torollpaly them; some-
times, though, you might need Fortune to rakeahand in
the outcome.

Travel and Recreation

For the most part, travel simply happens. The Sto-
ryteller describesthejourney and nobody bothersrolling. %
In really important situations, however — a stunt, an
obstacle, etc. — he might decide to let the dice tell the
final result. A Driving roll steers a wagon or carriage.
Foraging helps you find food or goods when both are
scarce. Flight literally refers to flying, whether on
broomstick, wings or dragonback. The other feats should
be obvious enough- A standard roll covers one inci-
dent; for long trips, you might want to use extended
rollsinstead.
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Dramatic Actions
Action Traits Difficulty Description
Physical Seats

Climbing Dexterity + Athletics (varies) Extended (1 success = 5 feet.)

Demolition Strength + Athletics (varies) Extended (1 roll per strike)

Juggling Dexterity + Athletics 59 Standard(extended for long perfonnances)

Jumping Strength 3 Standard (up: 2/successacross: 4/
success)

Lifting Strength or Willpower 9 (See Feats of Strength chart.)

Pursuit Dexterity + Athletics 6 Resisted &. Extended

Resisting Willpower or Stamina (varies) Standard, or Resisted (See” Torture"
and "Mortality.")

Sneaking Dexterity + Stedlth *1) Standard See " Spotting Sneak.")

Swimming Stamina + Athletics (varies) Extended (1 success = 10minutesor so;
see "Movement" for speed.)

Artand Science

Creation Dexterity + Crafts (*2) (varies) Extended (1 roll = 1 day, week or
month, depending)

Design Intelligence + Crafts (*2) (varies) Extended

Gamesmmship Perception + Logic or Subterfuge 8 Resisted

Judging Work Perception + Artist or Crafts (varies) Standard

Mapmakmg Intelligence + Science 8 Extended

Performance Manipulation + Expression (*3) (varies) Standard

Repair Dexterity + Crafts 7 Extended

Research Intelligence + Research (*4) (*5) Standard

Cryptography
Debate (*7)
Deception (*7)
Eloguence (*7)
Facedown (*7)
Fake-out (*7,9)
Gossip
Impressing (*7)
Poisoning
Seduction (*7)
Spotting Snesk
Torture

Driving
Flight
Foraging
Hunting
Pursuit
Riding
Sailing
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Intrigue and Social Occasions

Intelligence + Subterfuge (*6) 8
Manipulation + Logic 6
Manipulation + Subterfuge (*8)
Charisma + Leadership or Expression 7
Charisma + Intimidation 8
Manipulation + Larceny (*8)
Manipulation + Subterfuge (*10) 7
Charisma + Etiquette (varies)
Dexterity + Poisons (varies)
Manipulation + Subterfuge (*8)
Perception + Stealth 8
Manipulation + Torture (*11)
Cravel and Recreation
Dexterity + Crafts (Coachman) (varies)
Dexterity + Athletics (varies)
Perception + Survival (*12)
Intelligence + Survival (*12)
Dexterity + Athletics or Ride 6
Dexterity + Riding (varies)
Dexterity + Crafts (Seamanship) (*12)

Standard
Resisted
Standard
Standard
Resisted
Standard
Standard
Standard
Standard
Extended
Resisted (See " Sneaking.")
Resisted (See " Resisting.")

Standard
Standard
Standard
Standard
Resisted
Standard
Standard
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*1: Watcher's Perception + Awareness; could
adso be set by conditions.

*2: Or Artist, Herbalism, Invention or Science,
depending on what's being made.

*3: Or Artist, Singing or Dancing; to fake it,
substitute Appearance or Charisma.

*4:0r Larceny (for street dirt), Investigation (when
checking sources)or other appropriate Knowledge Abilities.

*5; Depends on how accessible the information is:
4 = Widely Available, 6 = Normally Available, 8 =
Hard 10 Find, 10 = Secret.

*6: Or Artist, Intrigue, Logic, Mathematics, Lin-
guisticsor Secret Code Language if the code is based on
"privileged" information.

*7: Attribute could be switched to reflect appeals
based on charisma, looks or social savvy.

*8 Target's Wits + Subterfuge.

*Q: Or Dexterity + Stealth or Larceny- Difficulty
might be either target's Perception or Wits + Subterfuge.

*10: Or Intrigue, Larceny or the Influence or
Spies Backgrounds.

*11: Target's Willpower rating, Each successful roll
lowersthevictim'sWillpower pool by onepoint. Evenwhen
resisted successfully, torture inflictsphysica barm (between
one and three Health Levels of damage, depending on the
method and instruments). Harm isautomatic, and may be
normal (blows, crushing) or aggravated(fire, blades, spikes).

*12: Depends on surroundings; bad conditions
raise thedifficulty. Could also be played out as acom-
plete scenewith roleplaying and other appropriaterolls.

Seats of Strength

Note: If the character's Strength rating is within the
Dice Pool range, he lifts the object automatically. If he's
attempting to lift something out of his norma range, roll his
Willpower against difficulty 9. Each successmoveshim one
step up the DicePool scale. A botch meanshe hurtshimself.

Dice Pool  Feat Lift

1 Rip a shirt 40 lbs

2 Smash achair 100 Ibs
3 Kick through a plaster wall 250 Ibs
4 Throw afull barrel 400 lbs
5 Dent plate armor with fist 650 |bs
6 Rip chain links 800 Ibs
7 Bend a one-inch thick iron bar 900 lbs
8 Throw a horse 1000 Ibs
9 Punch through plate armor 1200lbs
10 Lift a small cannon 1500lbs
11 Throw a small cannon 20001bs
12 Break asmall tree 3000lbs
13 Throw a cornerstone 40001bs
14 Punchthrougha  done  wal 50001bs
15 Throw a war machine 6000lbs

Che Artof War

O God of battles! Seel my soldiers hearts;
— William Shakespeare, Henry V

- or players used to wading Through armies
of foes without a scratch, combat in the
Dark Fantastic world can come as ashock.
Violence is swift and deadly here, and
magi arehardly war machines. Somecom-
o panions and night-folk can strew bodies
with Frazettian prowess, but most wizards are better off
fighting from a distance.

Combat uses the same system as other tasks. Actions
areresolved with standard die rolls unless otherwise noted.
There are, of course, many ways to fight, but the physical
methods fall into five general categories:

« A brawl involves bare hands and opponents must be
within arm's reach. Roll Dexterity + Brawl.

« A melee signifiesaclash of arms. Combatantshaveto
be able to hit each other to fight this way, but the distance
depends on the weapons used. Roll Dexterity + Melee.

« Missile combat sends shafts, knives, stonesor bullets
hurtling through the air. Fightersusually have tobe able to
see one another, although blind shots are possible. Roll
Dexterity + Archery, Firearms or (in the case of thrown
axes, spears or knives) Athletics.

« Magickal warfareinvolvesspellcraft, and iscovered in
the next chapter. Roll Arete.

« A barrage sends cannonfire or other agents of mass
destruction on their way. Roll Perception + Artillerist.

As a Storyteller, you have two choices when the
fighting begins: the detailed system or the narrative system.
Thedetailed version breaks afight down to blow-by-blow
descriptions. Each maneuver is rolled and countered on a
turn-by-turn basis. The narrative version uses general
action rolls (see " Basic Rules") togive ageneral impres-
sion of the fight and determine its ultimate results with a
dieroll or two. The Combat Summary chart (page 202)
offers a concise sequence of combat, weapon damages,
moves and modifiersfor thedetailed option; in themiddle
of agame, refer to that section before digging through the
text for an answer.

The Detailed System

When the outcome of the story hinges on every sword
stroke, use this set of rules. Each turn equals roughly five
seconds, and each roll reflects a move or two.

Stage One: Initiative

A normal initiative roll (see "Initiative and Turn
Organization," page 186) determines the order of battle.
Unless the Storyteller has some really quick or powerful
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y | adversary, he might want to consder making a single
i initiative roll for all his characters, rather than a separate
one for each combatant. Doing so really cuts down on
rolling time — there are few things more monotonousthan
resiling initiative for every knight in an attacking army!

Players must declare their actions before the Attack
phase begins. Someone who wants to split her Dice Pool
has to make that decison (aloud!) and announce which
dice are going where before the troupe continues on to the
next stage. The only action a character can make out of
turn is a dodge (see below), which she can perform at any
time so long as she has acouple of dice left in her pool. She
can say a few words, of course, but cannot take a new
combat action.

Stage Cwo: Attack

...And the blades meet! In game terms, the gz
combatants make the appropriate rolls and see %
whether or not they succeed. The nature of the fight

determines the Traits rolled and the weapons or ma-
neuvers the fighters choose determine the difficulty. A
failed roll denotes a miss; a botched one, a mistake. A §
magus can dodge before shegetshit, allowing her to escape
the force of the blow.

Stage Three: Resolution

Did you hit, and if so, how well? In this stage, the
Storyteller determineswhat happened. A mix ofdierolling
and storytelling, the results of the clash will carry over into
the next turn....

« Damage: The attacker's weapon or strategy gives the £
him a certain number of dice to roll. If he scores a hit, he °
rolls that Dice Pool agains difficulty 6. Each successequals ||/
one Health Level of damage. (See "Mortality.") If the |
weapon isafirearm, headdsone additional Health Level for ‘
each success he scores (after dodge successes have been
counted). Melee and brawling attacks do not add to their
normal damage.

« Soaking: After the damage has been figured, the
target can try to "soak" it. If she succeeds, she remains
unharmed.

Che Narrative System |

W
Thequick and dirty fight system relieson asingle roll \\ét" N

oraset of rollstoreflect afew furiousmoments. It'sauseful \\J’/

option when the heroes face off against apack of lessworthy

opponents, or when an army storms the castle. Rather than

breaking the battle into turn-by-turn attacks, the Story-

teller simply narrates the highlights and perhaps makes a

roll or two to see how well the player characters fare. The

players, lor their part, describe what their counterparts are

doing; maybethey makearoll or two of their own and glory

in their triumph... or wallow in their defeat.




the losers do not. From there, narrate the results.

Better yet, go "dicdess’ and simply describe the obvious
outcome: "Y ou wade into thecultistswith aflaming sword and
avengeful cry, They scream blasphemies and try Co take you
down, hutit'sreally nocontest. Beforeyouknow it, seven corpses
are cooling on the ground and the other Satanists are running
fortheirlives. Afteramoment, yourealizeyou'rebleeding abit.
Mark off two Health Levels. They gotyou, but nor badly.” This
tactic saves alot of time and effort, turns arolling contest into
an event and lets your troupe go on to better things.

When the bodies fall, let drama dictate how much

character in this kind of fight. If the player rolls badly,
though, some disaster occurs— hissword arm iscrippled,
his right eye is put out, his leg broken. The character
shouldn't die, but ought to have some severe obstacle
(includingaHealth Level penalty) todeal withfortherest
of the scene, if not the story, As for the enemies, let them
survive or die by your desires for the scene.

Apoiding Harm

The best way to survive afight is to avoid getting hit;
ifyouget hit, it'sagood ideatohavesomething between the
blade and your skin. Ifyou have nothing to rely on but your
own skill, you'd best hope chat Divinity smiles upon ye....

Dodging
During the Attack stage, a character can Cry to avoid
getting hit. This"dodge" could be afeint, duck, sidestep,
block — anything that would keep an opponent's blade
from a character's skin counts as a dodge.

Todo this, a player simply declares "Dodge!"before her
opponent makes his attack roll, So long as she has an action
left, she can put it into aDexterity + Dodge roll; if shesplits
her Dice Pool and keeps afew dice in reserve for emergen-
cies, that works too. Each success she gets subtracts one
success from her opponent's attack roll. If she wins more
successes than he does, her character escapes harm. She
could opt to divide her successes between different en-
emies, but that reduces her chances to escape either one.

« The base difficulty to dodge ahand-to-handroll is6,
+1 for each additional attacker (+1 to dodge two oppo-
nents, +2for three, etc.).

« The base difficulty to dodge amissile attack depends
on the available cover:
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This "system” is easy to use. First of al, if you're the Difficulty Terrain
\ Storyteller, decide what's happening; from there, assign a 2 Within a step or two of cover.
base difficulty for a few rolls, check them and see what 4 Full cover within diving distance
occurs. (See "General Action Rolls' for rules and ex- (ayard).
amples.) Generally, each combatant has an objective. 6 Full cover within running distance
Have each person say what it is he wants to do. Let each (threeyards).
| participant make a general action roll, then check their 7 Partial cover within three yards.
opponents with another roll or two. The winners succeed, .
8 No cover; duck and roll.

« Magi can sometimes dodge explosions that would kill a
mortal. At the Storyteller's option, a mystick with Entropy,
Forces, Matter, Lite or Time may make a Dexterity + Dodge
roll toavoid an explosion'sworst effects. Thisdodgeisinstinc-
tive, areflex rather than aspell. Success means that the mage
takeshalf-damage, or— with areally goodroll  noneatall.
Really huge explosions — like ones that level whole manor
houses—cannot he dodged without resorting to someweavery.

Difficulty Size of Explosion

6 Small explosions (oil lamps, flaming
bolts)

8 Large explosions (fireballs, small-
cannon shot, hellfire blasts)

10 Hugeexplosions (volcanic eruptions,

large-cannon shot)

Dodging isn't always possible; a magus backed into a
comer or surrounded by foes only has so much space in
whichtomove. A surprised character might not beallowed
to dodge, or might have to make an extraordinary effort —
difficulty 8, perhaps — to do so.

Soaking

A character can try to "dodge" damage once it's been
dealt, relying on hisinnate toughness to withstand the pain.
When the mage getshit, the player rolls his Staminaagainst
difficulty 6. Each success removes one success from the
attacker's damage total. If all the attacker's successes are
nullified, the character shrugs off the blow.

Certain attacks cannot be soaked. Aggravated damage
(see "Mortality") is too much for the human body to
withstand. Compared to the raging werewolves or undead
vampires, magi are fragile things, certain magicks can
toughen a wizard's skin to supernatural levels (see Chapter
VIII), but otherwise, attacks like fire, acid, poison and
some forms of magick are too devastating to bear.

Note; Damage and soak rolls cannot be botched.

Armor

This age sees the perfection and decline of armor. On

one hand, the artisan's craft creates the familiar "knight's
plate” design and makes it common enough to dominate the
battlefield; on the other, firearms, longbows and advanced
tactics quickly make plate armor obsolete. By the end of the
age, most soldiersrely on helmets and breastplates, but little
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Plate armor sees its ultimate refinement in the invin-
| cible Titan's Armor favored by Gabrielites and Craftmasons;
| lesser suits protect the nobility and their favored warriors,
| while literally hundreds of different chain, scale, leather
and plate variants cover the less fortunate foot soldiers.
Many mercenaries and levied troops scavenge bits of armor
from dead combatants, cobbling up "bastard plate" and
. "crow's mail." For simplicity, we'll categorize body armor
fj into the following types:
) « "Crow's Mail": A scavenger's delight, this willy-
nilly mox includes leather, bits of chain mail, small plates
and heavy clothing. Many rogues and bandits wear this sort
of armor. Another, stealthier variety of this protection
hides thick plates of |eather or steel in strategic locations
under otherwise-normal clothing.

« Light Armor: Typical footman's protection, often
v made of boiled leather breastplate, greaves, bracers and
codpiece, with ametal helm and possibly afew bitsof plate
or ring stitched on for good measure.

« "Bastard Plate": This variation mixes metal breast-

and eliteguards, this"bastard plate" offersitswearerprotec-
tion and flexibility. A samurai's laminate armor fits into

* Mail: Quilted clothing underlies a suit of linked
chain mail topped off with afull- or half-faced helm. A few
pieces of plate might add strength (and weight) to the suit,
which tops in between 50 and 80 Ibs. Most heavy soldiers,

« Full Plate: The crowning achievement of armorcraft; a
Q'L fully articul ated suit of shaped metal coversthewarrior likea
i shell. A visored helm compleres the set. Lighter and better
s g distributed thanmail, plate armor isso expensivethat only the
& richest knightsand nobles could hope to afford it. Full plateis
shaped to fit the individual who buys it; another person could
wear pieces of a set, but he'd have to be an almost-identical
twin to fit into the whole suit without trouble.
¢ Tournament Armor: Too heavy and ornate for
battlefield use, this impressive suit boasts full-body plate

7 4 andinflexible, withplenty of rai sed surfacesthat anenemy's
blade might catch. Such armor is not intended for real
combat, but can serve in a pinch.

« Titan's Armor: A Daedalean innovation, Titan's
Plate combines the full-body protection and articulation of
normal plate armor with incredible strength and a subtle
but potent aura of dread. An elite Gabrielite becomes not
only invincible but intimidating aswell. Larger and more
elaborate than normal plate, a Titan's armor suit is made
specifically for its wearer and rarely accepts another.

Each type can be found on the Combat Summary ||
chart; the Protection rating indicates the number of dice
added to the wearer's soak roll. The Penalty adjustment
reduces Dexterity and Perception Dice Pools while the
character wears the armor. Titan's armor is fully described
in the Appendix.

Shields

As a defense against arrows, incendiaries and hand
weapons, the shield plays an invaluable role in awarrior's
survival; even so, it'snot as popular in this period as it once
was. Many combatants trust themselves to armor and keep
their handsfreefor two-handed weaponsand other tasks. A
shield is heavy and conspicuous; when you have one,
everyone knows you're expecting trouble.

By deflecting blows, a shield raises the difficulty of a
foe's attack roll. It cannot protect a character's back or off-
side. Categoriesinclude:

« Bucklers: Small and light, abuckler measuresoneto

two feet across and raises an attacker's difficulty by one. A
small, sturdy weapon (dagger, short sword, main gauche,
etc.) can serve as ashield if it's held in the off-hand. Some
bucklers, like the Scottish targe, have long spikes on the
front to catch an enemy's blade or pierce his body. These
inflict damage like aknife, but at difficulty 7.

« War Shields: A heavier wood or metal shield mea-
suring three to four feet across, and occasionally larger. In
some designs, a shoulder strap helps bear the weight. A
character with a war shield adds two to his opponents'
attack roll difficulties.

= (Daneuvers and
Complications (Optional)

When the clamor of steel drowns out compromise,
anything can happen. The following modifiers, maneuvers
and optional rules can help turn a series of static rolls into
adeadly fray. Feel freeto ignore or twist such complications
for best effect. Remember: Keep things moving! (See the
Combat Summary chart for the necessary Traits, rolls,
statistics and modifiers.)

General Circumstances

« Changing Action: Under most circumstances, you
cannot change your action once it's been declared. If that
action suddenly becomes impossible (like jumping onto a
horsethat'sno longer there) or undesirable (jumpingthrough
adoorway that'sfull of enemies), you can abort that action and
try another one. Thenew action'sdifficulty isone step higher
than it would have been otherwise (6 goesto 7, and so forth).

« Fighting from Horseback: A character's ability to
fight while mounted is limited by horsemanship. Her attack
roll Dice Pool cannot exceed her Dexterlty + Ride Dice Pool.
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« Flank and Rear Attacks: The difficulty of aflank
attack is lowered by one; the difficulty of a rear attack is
lowered by two.

« Immobilization: A character who has been grabbed
can still fight back; his attack difficulties ate two levels
higher than normal, however. Attempts to hit him are
loweredby two; ifhe'stieduporotherwiseimmobilized, his
attackers strike him without needing a roll at all.

* Multiple Opponents: A character fighting several
enemies in close quarters raises her attack and dodge
difficulties by one per opponent, up to a maximum of 10.
Her opponents might have to add the same penalty to
their attacks if they don't have room to maneuver — it's
possibletoelude agroup that'sgetting initsownway. The
penalty doesn't apply if the outnumbered magusisfighting
from a distance; however, she might reduce her attack
difficulties by two if her opponents are bunched together.

« Targeting: By aiming for a particular body part or
item — the heart, the eyes, the sword hand, etc. — a
character can cripple or disarm her opponent. Such an
attack adds two to the roll's normal difficulty; if the toll
succeeds, the Storyteller decides what happens; if it fails,
the attacker misses completely.

Hand-to-Hand Moves

« Bind: By catching an opponent's weapon and hold-
ing it, a character may keep it at a distance. To disengage,
the enemy must beat the binder in aresisted Strength roll-
Binding aweapon takes at |east three successes and usually
requires some sturdy object to catch the blow.

* Body Check: By throwing herself against a foe, a
character may inflict abit of damage and knock the opponent
off hisfeet. This hurts both parties— bodies aren't battering
rams! To accomplish the attack, the character must win at
least three successes, thedamageisher Strengthfating plusone
additional Health Level for every success after the third (one
for four successes, twofor five successes, etc.). If shedoesn't get
at least three successes, she takes one Health Level per success.

A bodychecked opponent isstunned; for therest of the
turn, he adds two to al of his difficulties. A really good
strike (five successes or more) knocks him sprawling (see
"Immobilization") — the same fatethat meetsthe attacker

“ily if she blows her attack roll, or if the defender soaks all the

| damage she inflicted.

« Disarm: With aquick swipe, the attacker flings her
opponent's weapon across the room or takes it into her own
hands. Three successes sends the targeted weapon flying;
five or more snatch it away.

« Fang and Claw: Dragons, shapechangers and ani-
malscan bite, gore, rake or slash their opponentswith great
effect. Anespecially good strike— five successesor more—
may impale the victim on the horns (if agore) or grip him
in ajaw-lock (if abite), allowing a "free shot" — damage
with no attack roll — next turn.

« Grapple: By grabbingan enemy, theattacker cantry |
topinherdown, crushher, or both. If the attacker'ssuccesses
exceed thevictim's Strength rating, thegrappler getsahold. |
On the next turn, he can start squeezing, A pinned character
loses her actions that turn, but can fight back next time
around, If the attacker misses hisroll, he grabs air and falls.
If he wants to keep grappling, both characters make resisted
Strength+ Brawl rolls. Thewinner inflictsdamage. If neither
onewins, both spend the turn wrestling without effect.

« Parry: A magus can block his foeman's strike by
declaring "Parry!" instead of "Dodge!" Like a dodge, each
parry success reduces the attack by one success. The de-
fender stays in place rather than moving around, and can
parry so long ashehasdiceleft inhisDice Pool. Naturally,
he needs a weapon to perform this move. A botched parry
sends that weapon flying.

« Reach, Speed and I nitiative: More often than not,
awarrior with along weapon getsthedrop on afoewith a
short one. In really extreme cases— adagger versesapole
arm, for example — the Storyteller may grant automatic
initiative to the combatant with the longer weapon. The
same holds true for afighter with areally fast weapon —a &7,
rapier, possibly — going up against onewith alarge, heavy
one, like abattle-ax. (Watch Archibald's duelsin Rob Roy
for an example of this rule in action.) Even so, a realy
skillful fighter can get inside her foe'sreach; assume that a
character with at |east eight dice in her Dice Pool can make
up the difference and attack normally.

Let common sense rule; if the weapons seem fairly
even, ignore this option.

¢ Stunning Blow: A character who wants to hurt
someone without killing him canemploy a"soft" weapon (a
sandbag, a small club), open-handed slaps or a blow to the
head. Such attacks knock aperson unconscious if shetotal
damage after soaking is higher than the target's Stamina
rating; she stays that way for one turn per damage success.
Thevictimmight stay on her feet if she can makeaStamina
roll (difficulty 8), though she'll be a bit dazed. Since such
attacks center on the head, they're best done by surprise.
Stunning blows rarely work on big targets (horse-sized or
larger), and do not harm the victim past the Bruised injury
level. (Seealso " Stunning" under "Mortality.")

 Shield Parry: Blows rain down on the shield as the
attacker rushesin. Likeanormal parry, thismaneuver absorbs
anattacker'ssuccesses; unlikeit, thismovemust bedeclared at
the beginning of the turn. A botch shatters the shield.

« Throwing Objects and Opponents. Combatants
hurl al sorts of things — knives, rocks, tankards, people,
etc. Small weapons have arange of 10 yards x the thrower's
Strength, while large ones go five yards x Strength. A
character canthrow twolbsof unbalancedweightorfivelbs
of aerodynamicweight for every point of Strength. (Seethe
Missile Weapons chart for ranges and damage.)
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Stunts and Surprise (Noves

In the heat of battle,any number of things can happen.
In many cases, the fighter who scores some unexpected
success wins. Such stunts (throwing salt, whipping a cloak,
suddenly leaping between tables) take an opponent off-
guard. Whilethey aren't especially damaging, these surprises
(if successful) can turn a battle's tide.

To perform a stunt, simply take a turn and describe
what your character is doing. The Storyteller decides the
difficulty of the feat and the necessary roll; a successful roll
gives you an edge — not a handful of damage dice hut a
dramaticreversal of fortune. A failedroll doesthe same, but
that reversal works against you; a botched stunt plops the
character down in the path of some disaster. Surprise moves

J are risky, but often worth the attempt.

Storytellers should set the specifics of astunt roll by the
obvious Traits and circumstances, most surprises pair Dex-
terity with a Trait like Acrobatics, Athletics, Melee or
Subterfuge. The harder the stunt, the higher thedifficulty; 7
makes a good base, but really risky tricks could runto 9 or
even 10. The Combat Summary chart has a few sample
stunts and their difficulties; base your own decisions on
these examples. A good trick ought to tip the scales in some
meaningful way — automatic initiative, an extradamage
die or two, a downed or blinded opponent, etc. Clever
combat tactics often win fights; stunts should be rewarded
— and should not be restricted to player characters!

TR
&Y

Sencing

Historically, fencing isin itsinfancy during the 1400s, [}
The antics of the Three Musketeers are over a century in. |
the future and the swashbuckler's heyday isjust beginning,
Dramatically, however, there'snothingwrongwith moving
things forward a bit, especidly when magi are involved.
The duels in Romeo and Juliet and The Princess Bride are the
highlights of those films; such swordplay would be a sad
thing to omit from a Sorcerers Crusade chronicle.

Most sources place fencing's origins in Tuscany; Spain
and France are equally notorious for such techniques,
however, and a well-bred gentleman may have studied
fencing in cither country. Fencing is a serious business in
thisera; arapierbladeisdeadly, especially inskilled hands.
The mannered linework of modern sports is far removed
from the killing arts of Florentine gymnasiums. A trained
fencer isintelligent, cunning and very, very dangerous.

Fencingisfairly exclusive; apupil must find aswordmaster,
impresshim, pay his(considerable) fee and endure monthsor,

forms, tricks, etiquette, politics, anatomy, philosophy and
mindgames. A fencer isnot merely awarrior butan elite man
of the arts — dashing, passionate and as graceful as a cat.
Although such skills are supposedly the purview of men,
many a determined woman has either donned a boy's garb,
seduced a fencing master or purchased a secret teacher
through exorbitant bribes or threats, Fighting schools breed

7 {4:
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\ “' proudrivalries, too—rivalriesoftencolored with blood. The
\ politesse that comes with fencing is more important in the
courtthaninaduel, especially inthisearly era. Many fencers
Love to show off their formidable skills, and the time for
restraint has not yet come.

In game terms, a fencer can use a variety of exclusive
| maneuvers. In story terms, he's an impressive character, per-
formingall sortsof stuntsinthe courseof afight. Fencingisan
| art, a statement and a kilting technique all at once. Fights
& featuring abladesman should reflect the dazzling novelty of his
craft. No fencer should he without a few dots in Dodge or
Acrobatics; theparry, bind and disarmmaneuversmentioned
above are common practices, too. The following moves are
exclusive to fencing styles, however; they're too esoteric to
‘1 have entered general combat skills at this time.

: « Fletch: Also known as aballistra,the fencer runs or
slides in toward her target and lashes out or thrusts. The
momentum carries the point through the target's body.

« FlorentineStyle: A favored (and very intimidating)
14 Italian styleinvolving two weapons, often of equal length,
__’ alternating between defense and attack. In game terms, a
:’\%‘, fencer must have at least five dice in his Dexterity +

"RSTH Fencing pool. From there, he can choose to employ one
weapon asashield (adding oneto the attacker'sdifficulty),
or as a second attack (dividing his Dice Pool between the
two, hut adding a"bonus die" to the Pool before the split).

*Riposte: Thisblindinglyfastcounterfollowsaparry;
asthefencer sets up her next shot, the player addstwo dice
toher nextinitiativeroll. Theriposte must follow aparry—
no other action can be taken between the two moves, or the
|, opportunityislost.

« Thrust: A sudden dip of the blade sends it deep into
an enemy's flesh — and usually into an organ. Thisis one
| of the deadliest fencing maneuvers because it happens so
quickly: One moment, thefencer facesyouwith amotion-
less blade; the next, that blade passes through your heart.

« Tranche: A quick move whips the blade across the
victim'shand, chest, faceorleg. Thecut isusually superficial
but very painful; the target must roll her Willpower against
difficulty 8 or be stunned on the following turn. A good
maneuver for ending afight quickly with minimal bloodshed.

Do

As a terrifying, alien fighting style, Do focuses the
ultimate potential of the human body and spirit intoatight
series of devastating maneuvers. As a lifestyle, it promotes
health, vigor and discipline. Most people only see the art's
warlike applications; its subtler sides are lost in an apprecia-
tion of broken objects and shattered bodies.

In the Dark Fantastic age, Do is a secret, the province
of the Akashic magi and their closest companions. Al-
though Do isnot initself magickal, it often servesasastyle
for powerful mystick feats. (See Chapter VI11.) Initsmost
basic form, Do allows a person to hit, leap and dodge with

inhuman skill. Refining thisskill rakesyears of devotion, }
diet and exercise. Do is not learned — it is lived.

Asacombat art. Doallowsacharacter to purchaseseveral
exclusivemaneuvers; several dotsinAcrobatics, Athleticsand
Dodge aso come with the territory, although they must be
purchasednormally. Instory terms, aDoist practicesel aborate
katas (forms), catsproperly and meditatesseveral hoursaday,
When forced to fight, she assumes adeadly stance; when she
strikes, shedoessowithtotal commitment. Depending onthe
character and her circumstances, the Do practitioner may
fight to subdue, or kill with mechanical precision. A variety of
styles within the art emphasizes "hard" techniques (kicks,
punches, toughness) or " softer" options (dodges, throws, yields
and misdirections). In game terms, both styles employ similar
moves, but in story terms, they seem quite different. It falls to
thepractitioner—andher pl ayer—todecidewhichstylesuits G
the character best.

Unlike most combat actions, Do strikes have a base
damage; to this, theplayer addsher successes. A punch, for
instance, inflicts at least three Health Levels worth of
damage. If Isabellerolls three successes, her Akashic char-
acter deals out six Health Levels worth of harm. This
damageisnormal, notaggravated, althoughcertainmagickal
"enhancements' can make the same strike more potent.

The basic maneuversand their modifiers can be found
on the Combat Summary chart. An especialy skillful
Akashic canperform several special maneuversinaddition
to her normal repertoire. To buy a specia move, the
character must have a Do rating of 2 or better; for each dot
above the second, she may purchase another special ma-
neuver. These options do not cost character points; the
Doist simply has to be skilled enough to use them.

« Catch/Deflect Missiles: By taking afull action, an
Akashic can spot an incoming missile attack and either
catch it or knock it aside. This requires at least one free
hand and a standard roll. Throwing the missile back re-
quires a second roll and a separate action.

Missile To Deflect To Catch
Rock 4 5

Spear 5 4 (both hands)
Knife 6 7

Arrow/bolt 7 8

Ax 8 7

« Flying Leap: With a turn's preparation and a
successful Dexterity + Do roll, the Brother may either
double his normal leaping distance (see "Dramatic Sys-
tems") or stay aloft for one turn per success by bouncing
off of various walls, branches or other hard surfaces. This
isnot a magickal spell, though some truly long-term leaps
involve weavery.

« The Iron Shout: By channeling his inner strength
through a deafening yell, a skillful Akashic can either
toughen himself against blows (roll Stamina + Do) or
frighten his opponents (Manipulation + Do). The first
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option allowsthe player to add the Shout s successes to his
soak roll; thefeat isdifficulty 7. The second choice terrifies
the enemy into flight, or stuns her for one turn (see
"Immobilization"); that roll'sdifficulty isthetarget'sWill-
power. The Shout can be used against several weak-willed
opponents (Willpowers of 4 or less), scaring one character
per success rolled. This trick usually works once per fight;
after A while, enemies get used to being screamed at. The
player must state his intention to use the Shout at the
beginning of the turn, or keep afew dice in reserve for it
after the character has acted.

« Redirection: By catching a blow and sending its
energy back against the attacker, a Do master can hurt
someone who tried to harm him first. A successful roll
inflicts the mage's Do rating + her successes and protects
the mage from that attack.

Cannons and Guns

The Daeddeans edge, artillery levels castles, demol-
ishestroopsand scarestheliving hell out of theenemy. By the
mid-1400s, cannonsareirriratinglycommononlargebattle-
fields, and lesser war machines like catapults and ballista
have been around for centuries. The Order of Reason occa-
sionally deploys rockets, too, but such things are more
common in Eastern battles than Western ones (unless the
Artificersareinvolved; seeCrusade L orefor details).

Each artillery piecedemandsaskilled crew of artisans
and mercenaries. Very tew kingdoms have standing
artillerists; rather, they subcontract expertsfor exorbitant
fees. These troops are worth the price — their craft is
dangerous, and not only because of the guns' tendency to
explode. Armies make gruesome examples of enemy can-
noneers, and soldiers attack gun emplacements whenever
they can. Slow to move and cumbersome to aim, artillery
piecesaresitting ducks— but duckswith bite. Surrounded
by heavily armed guards, thesewar machinesbring thunder
down to earth. Some fire hails of projectiles, whil e others
send 50-pound ballscrashing into castlewalls. A cannon's
roar terrifies horses, men, even dragons. Most opponents
would rather flee than fight a war machine.

In game terms, artillery creates battlefield hazards; few
mortalsstand achanceof survivingadirect hitfromabiggun,
though damage statistics have been provided on the chart.
Most cannons require acrew of between five to 50 men; the
larger thegun, the larger thecrew. Aiming, loading andfiring
awar machinerequiresthe Artillerist skill — few peoplecan
grasp the concepts, | et alone theapplications, behind battle-
field technology. Wat machines often focus a Daedalean's
powers (see " Ritual Tools," Chapter VI11) and provide a
foundation for advanced Machinae, too. Many Craftmasons
and Artificershave their personal artillery designs, and often
man the weapons themselves. Such Machinae demand En-
lightened gunners, though Brethren often assist the main
gunner. Failed Artillerist rolls indicate misfires, fizzles or

&2 i
missed targets; a botched roll destroys the machine (and f{¥“. N
usually its crew) in an explosion or other disaster — or lobs;| |
theprojectileintofriendly ranks, withtragicresults- il

Most cannons fire large halls of stone or cast iron; |,
explosive shells are pretty much confined to Daedalean |
experiments, although the Artificers love testing out new |'
designs on their opponents. In this age, each cannon is{| ¥

calibers, boresizesandammunitionarefutureinnovations, |k
so0 most halts are cast or cut to fit a certain gun. Some ¥
innovative (or desperate) crews fill their cannons with
scraps of stone and metal, filling the air with shredding hail. | ¥ &»
Such "ammunition" — called langridge — leaves tremen- ¥
dous carnage among nearby troops, but it's useless against ,“#
distant foesor fortifications. No matter what form it takes,
artillery givesitsownersadecided advantage.

Eachgunwright createshisowndesigns; cannonsareas
varied as the men who create them. For our purposes, large *\‘)
gunstall into four general classifications:

 Pots-de-fer — small, cheap bronzeor iron "vases' that
firelargeaarrows—aregenerally obsol eteby thisperiod, but. =2
some armies still use them. One strong man can lug a pot- N
de-fer into place, load it, light it and flee.

« Small cannons (sakers, demi-culverins.etc.) aresimple
cast barels set in wooden frames. Propped on raisers or:
wedged into the ground, they hurl small balls at troops ot
siege engines, but aren't much good against walls. Some
artilleristsmountrowsot smal |l cannonsonwagonsor mantl et;
and fire them in quick succession, providing a primitive
Catling gun effect. Most small cannons are too heavy for a
single artillerist, but some have been mounted on portable /
frameworks that a single person can drag it necessary.

€xplosions

When used properly, artillery devastates its target.
Whenthingsgo wrong, it canbe equally devastating to the
artillerists. Exploding guns, cannons and rockets tend to
inflict damageon their crewsrather than their targets. Most
detonatefor their usual damagerating, but someelaborate
machinesexplodeat twoor threetimestheirnormal power.
When guns go up in flames, they tend to teke their
ammunition with them; it'sunheal thy to be within 100feet
of an exploding cannon or rocket frame, and it is almost
awaysfatal to be near the center of the blast.

When something blows up, it sends flames and
debris scattering across a wide area To reflect this
destruction, plant thefull damage amount at the center
of the blast and subtract one die from the damage pool
for every yard of distance between the character and
thedetonation point- If several charactersget caught in
the blast radius, simply roll the damage once and
subtract one Health Level per die as the blast fans out.
Lucky magi may be able to dodge theworst of the blast
(see " Dodging"), but most mortals are not so lucky.

—
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) « Large cannons (dragoons and bombards) and siege

nortars flinglargeshotsThroughor over castlewalls; trundled
inon gun carts or cast at the siege area, these cannon may he
moved with some degree of effort. A crew of adozen men can
firethreeto five shotsper hour so long as nothing goeswrong.
« Heavy field cannons, which fire 50 to 100 pound hallsat a
| rateof one or two an hour, are often built at the staging ground.
Such guns take hours, if not days to move, and demand crews of
| adozen or more men.

Mostgunsloadfromthemuzzl e, thoughsomeartill erists
experiment with breech-loading guns. Other innovations
include multibarrel cannons, revolving-gun frames, horse-
drawn "fire wagons' and front-and-back firing designs.
Some work, many do not.

: H the most visionary Daedalean would find an M-16 incon-
ceivable. Still, gunsarefairly effectivein trained hands—
M} inaccurate, testy, but effective nonetheless.

Historically, mostfirearmsof thisperiod areeither hand
cannons or match-lit hackbutts and arquebuses — heavy,
open-pan barrels with shoulder stocks or long poles for
holding. The Order of Reason, however, has refined gunnery
to unforeseen heights; matchlocks, wheellocks, repeating
pistolsand multibarrel ed pepperboxesarefairly common in
Daedalean ranks, both as Devices and as focuses for High
Science- Through their genius, guns are safer, more accurate
. and more reliable than the period's "conventional" firearms.
\ Thedownsideof thisinnovationisunpredictability; a
| failed or botched attack roll might set the gunpowder off or
render it useless (Storyteller's option). Most Daedalean
guns have .several barrels, which rotate when a shot dis-
charges or jams. Even those guns, however, have limited
firerates, and they take longer to reload. Most gunners carry
12 shots worth of powder, shot and primer; any more, and
the character istaking seriousrisks.

Firearm complications include:

« Aiming: Gunsare notoriously inaccurate; even so, a
marksman can take an extra turn to aim. Doing so enables
the shooter to add her Perception rating to the Dexterity +
Firearms Dice Pool. She may not move inany way while she
sets up the shot, and ought to steady herself before firing.

« MisfireandDetonation: Afailedroll mayeithermisfire
or miss the target (Storyteller's option). A misfire must he
cleaned out beforethegun canfireagain. A botched roll makes
the gun blow up in the shooter's face, inflicting (our Health
Levels of norma damage and blinding her for aturn or so.

A character who's carrying a lot of gunpowder is in deep
trouble if she's hit by open flame. Extra ammunition may
explodeforfivetoeight diceof aggravated damage (depend-
ing onhow many shotsthe gunner has|eft) if allowed to burn.
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* Moving Targets: Shooting at a moving Target in- Brip#

creases the attack difficulty by one or two; firing from a
moving vehicle or horseback does the same.

« Range: The range given on the chart sets the maxi-
mum accurate distance of fire; a shot outside that range adds
three to itsnormal difficulty. Incontrast, a point-blank shot
(one fired at a target within a yard or so) is difficulty 5,

* Reloading: Renaissance guns take a long time to
reload; assume a gunner must spend at least five turns per
barrel cleaning, priming, |oadingand readying her weapon.
During this time, she must remain more or less in place; she
cannot take any other action while reloading unless she
wants to start the process all over again. Bad conditions
(heavy fighting, tain, darkness, etc.) may doubleor triple
the usual loading time.

* Wet Powder: Period gunpowder is unstable and
irregular. A character who gets wet, or who usesher gun in
rain or mist, may spoil her powder supply unless she takes
special (possihly magickal) measures to protect it.

War Magick

A clever magus can sway the tide of battle; a whole
cabal of them can win or lose awar. Astheforces of magick,
faith and science struggle, the Awakened on all sides bring
their talentsto thekilling ground. Although magi arerarely
known for their physical prowess (with the exception of the
Akashics and some war-witches) their Arts can leave a
veteran troop bleeding in themud... assuming said soldiers
don't kill the wizardsfirst.

Magick can be pretty terrifying; most mortal soldierswill
back away from fighting an obvious wizard until they can get
the advantage- Thisfear worksboth for and against the magi.
Ambushes, kidnapping, diversions, assassinations and sheer
numbers can blunt awizard's edge, and most veterans prefer
such methods to open combat. If spells start flying, the
averagesoldier isgoing toleaveuntil hecan get someally —
tike a priest or rival spellcaster — on his side. Naturally, a
sorcerer overwhelmed by Sleepers will be, shall we say, ill-
treated; people tend to destroy an obvious threat, and few
threats are more obvious than a spell-slinging witch.

Sometimes it's best to be subtle; occasionally, though, a
good firestorm is the perfect solution. When the negotiations
fail and the blades are drawn, a magus has several options:

« Shecould disguise her Artsin a"coincidence" that tilts
the fight in her favor: A horse stumbles, a spark destroys a
cannon, asudden attack of vertigo unbalances aswordsmaster,
and so forth. Spells drawn from the Life, Mind, Time and
Entropy Spheresare ideal for "coincidental" weavery, so long
as the magus can conduct her ritual without being noticed.

« She might conjure some powerful manifestation to blast
her opponent to bits. The Old Testament speaks of pillars of
flame and sudden earthquakes; who is a mage to argue with
God'sbesttactics?Fallingrocks, boltsof lightning, deathspells

!
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i and the like make impressive "satements' when an angry
magus washes her hands of subtlety. However, they aso draw
| alotof attention to thesorcerer; noarmy will forget thewizard
who made the earth swallow their baggage train. Those
soldierswill be back, and they'll beready next time, ...

« Perhaps she "enhances' a mundane attack, making it
more accurate or damaging. Captain Phillipe has an especially
good day, cleaving through hisfoeslike ascythe; the cannon-
hall fliestrue, shattering aguard tower with asingleshot. Like
a coincidence, an enhanced-attack spell relies upon secrecy;
unlike the other tactic, it "rides" something that already |ooks
destructive. Another Conn of weavery reshapes the magus or
her companions into battle-forms — tigers, dragons, etc. —
with physical abilities beyond the human norm.

« If all else fails, she might summon someone else to
fight for her. The effect a griffin has on a group of bandits
must be seen to be believed, and few things terrify an
assassinmorethanapack of |iving shadows— Summonings
take work and skill (see Chapter VI11), but they're often
worth it if you can't tight well yourself.

In game terms, a magus must have an opportunity to
cast aspell; depending on her tools and expertise, thismight
be easy — or not. Combat magick often relies upon "fast-
easting” (seethe M agick Referencecharts, pages 238-241)
to work magick under duress. Prolonged rituals should take
place our of harm's way; an extended weaving will be
destroyed by interference. Any element the mage wishes to
command must be in place before the spell begins, and any
helpers ought to be present. See Chapter VIII for more
details about magick in general.

Spirits and TheirWorld

When a magus enters the spirit world — by "stepping
sideways" or opening agate— he passes into aplace where
the usual laws of reality do not apply. The Scourge is
) minimized except in one glaring case: machine-magick,
whichisvain. All other forms of spellcraft are considered
"casual" in this primal land.

Human beings, even Awakened Ones, lost their con-
nection to the Otherworlds long ago. In game terms, a
person's attack difficulties increase by one on the other side
of the Gauntlet. A material being cannot physically harm
aspirit unless that entity Materializes first. (See " Spirit
Rules," page 213.) A sorcerer with three dots or better in
Spirit can sidestep thisrule, but anyone el se swipes at empty
ephemera. Guns are no good here unless they employ High
Science. Life and Matter magick are worthless unless the
UmbroodMaterializes. TheSpirit SphereactsasL ifemagick
when used against beings of ephemera (and Matter when
used against inanimate ephemera), while Entropy 4/Prime
2 inflicts damage against such beings on their home ground.

Arracksthat go against an Umbrood'sAttribute (aspirit
dodging an incoming Force bolt) are figured against its
Willpower. In other words, the dodging spirit would roll its

Willpower, rather than its Dexterity + Dodge, against a [#4/; ’f[l
wizard'sattack. Spiritshaveseveral different Traits(detailed |
under " Sprirt Rules"), which they use in social situations,
combat and other acrivities. In story terms, an Umbrood |
being can befrightening and unpredictable, awhirlwind of
elemental destruction or an insidious, poisoned whisper....

Poison

Toxinsplay ahugepart in the Dark Fantastic world. No
better symbol for the intriguer's art carries more weight
than the poisoned cup and the envenomed blade. Oiled
ontoweapons, mixed with food or drink, shot into the body,
or carried on the wind, the "oft-fatal dosage" brings asmile
to the conspirator and a chill to the brave man. No one
wants to die by poison, but plenty of folks Jo.

Understandably, the apprehended poisoner's punish-

reminded of a poisoner's fate — one way or another.

In story terms, poisoniscommon enoughif you know where
and how to get it. Any alchemist, herbalist, physician, spy or
apothecary worth thename knowsafew good recipes, and many
suchfolkkeeppoisonsonhand...justincase.Naturally, they're
circumspect about their clientele (no one wants the loca
constableskicking down hisdoor) and demand asteep pricefor
theirservices.(See—orratherread—RomeoAndJuliet; ActsIV
and V, for two really good examples.) A person who wants
poisonwill havetolocateit, payforitanduseitproperly. It'seasy 4
to botch apoisoning if you don't know what you're doing. Once
obtained, the toxin has to be administered — not an easy task
in an age where every wealthy "target" has a private taster and
a persona brute squad. Food, wine, weapons, cosmetics and
tainted dust make common agents, and magick is aways an
option, too. No one can be completely safe from a detennined

poisoner — not even aplayer character!
Che Satal Drop
In game terms, acharacter must either obtain the drug s
or brew it herself. Theformer demandsaWits + Larceny roll {|/*
or two, and areally good explanation (preferably roleplayed {1 F\':I
out; again, see Romeo ami Juliet). The latter requires some Q\\l\\ Wy
time, materialsand an I ntelligence + Herbalism, Poisonsor
Metaphysics (Alchemy) roll, The Storyteller might set the
difficult? of either roll by the deadlincss of the drug, but that
wouldn't be entirely appropriate. Some of the virulent-
venoms are readily available. It might be better to base the
roll on therarity of the poison; common drugs like henbane
or belladonna should be easy to find (difficulty 6), while
cobra venom or mandrake would be a great deal trickier
(difficulty 8 or 9), depending on the mage's resources.




If you want to poison someone, you'll haveto get close
\ enough to do it. For some killers, access to food is enough;
others insist on the personal touch, and bribe, fight or
seduce their way to a victim's side. Poisoning usually re-
quiressomefinesse— aclumsy attempt usual ly getsnoticed
before the venom can do its work. In game terms, play out
| the deed, perhaps backing it up with a few rolls (see the
Dramatic Systems chart) to make sure everything goes
smoothly. A failed or botched roll means disaster; as we
mentioned, a poisoner dies hard — very hard-

The effects of poison are handled better through
Storytelling than through systems. Instead of assigning
harm by dosage and diceroll, let the "drama factor" and the
poison's virulence determine the results. Every poison is, to
some degree, fatal. The questions are: How fatal isit, and
how quick is death? The answers are best left to the
demands of the tale. It may be really dramatic to have a
supporting character gasp, tall to the ground writhing, and
suddenly die from the same poison that, later in the story,

7 looking for an antidote.... As arule, assume that a poison
isasdeadly as the scenedemands. Itthevictimisawalk-on,
kill her in some horrible manner; if she playsamajor role in
thechronicle, have her suffer until somecurecan befound.
Thisisn't to say that a major character can't be murdered by
afatal draught, of course, merely that there should be a
compelling dramatic reason for the death, Important char-
actersshould never bekilled arbitrarily.

The crowning glory of poison as adramatic device is its

insidiousriess. Generally, it's more effective to show the
effectsoncethey strike than to say, "Y ou're poisoned! Make
% aStaminaroll!" The Storyteller ougt to mention astrange
taste or odd twitches, followed by gagging, a thundering
heartbeat, rising gorge, spasms, pain.... By this time, a
poisoned magus will be agonized and frantic. Renaissance
poison is neither fast nor sure— minutes or even hourscan
pass before a victim dies. A player character (or important
Storyteller character) should he able to resist the worst
effects of a toxin through Stamina rolls or Willpower
points, but no one simply walks away from a dose of arsenic.
At best, a poisoned character can stagger around in a haze,
holding death away through sheer will until aid can be
. found, Die roll penalties and roleplaying work better than
"Il adamagechart, and they're much moreflexible.
Il Most toxinsareincurable; avictimeither livesor dies, and
! the living part usually involvesa lot of suffering before the drug
passes through. Most poison brewers have remedies for the
milder toxins, but these may or may not work. A Life 3 healing
spell (see Chapter V111) channeled through amiracle cure or
brew can defeat most poisons; still, magick shouldn't be an
instant cure-all. Let dramaguidethe tale; awhole story canbe
built around the search for some rare antidote... or around
revenge for a poisoner's deeds (see Hamlet).

Crusade Lore features an elaborate list of common
poisons and healing herbs.
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Normal Combat
Stage One: I nitiative

« Roll Wits + Alertness (difficulty 4). Thewinner declares
her action last (after she has heard everyone dsg's actions) and
performsit first.

« Declare Dice Pool splitif perfforming multipl eactions.

« Declareany magick cast. Only onemagick roll may be made
eachturn.

Stage Two: Attack

« To brawl, roll Dexterity + Brawl.

« For amelee, roll Dexterity + Melee.

« Formisslecombat, roll Dexterity+Archery, Firearmsor Athl etics.

« For magickal warfare, roll Arete.

« For a barrage, roll Perception + Artillerist.

« To dodge, roll Dexterity + Dodge. A character can forfeit
some or all of his Dice Pool to dodge at any time; each success
subtracts one from the opponent's successes.

Stage Three: Resolution

« Roll damage, determined by wegpon or maneuver (difficulty 6).

« Soak damage, roll Stamina (difficulty 6).

Spivit Combat

Stage One: Initiative

« As above. Spiritsroll Willpower for initiative,

Stage Two: Attack

« Roll Willpower (difficulty 6) unlessaCharm isbeing used
(refer to the Charm descriptions).

« Dodge Willpower (difficulty 6), or split Willpower Dice
Pool between attack and dodge.

Stage Three: Resolution

« Roll Rage (difficulty 6); one Health Level of aggravated
damage isinflicted per success. (Mageswith the Spirit Sphere
can soak thiswith countermagick, difficulty 6. Other magescan
soak with an Arete roll, difficulty 8.) One Power point per
success is logt if the target is aspirit,

« Soak damage: spirits cannot soak damage.

Armor

Type Protection Penalty
"Crow's Mail" 1 0]
Light Armor 2 -1
"Bastard Plate" 3 -1
Mail 4 -2
Full Plate 5 -2
Tournament Armor 6 -3
Titan's Armor 7 -2

Shield Difficulty Bonus
Buckler +1
War Shield +2
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Combat Maneupers /i
omba aneuvers i
Move Raoll Difficulty Damage
Hand-to-Hand
Bind Strength vs. Strength 6 0
Bite Dexrericy + Brawl 3 Strength + | |
Body-check Dexterity + Brawl 7 Special; see listing \
Claw Dexterity + Brawl [ Strength + 2
Disarm Dexterity + Melee/Fencing 8 0 + Disarm
Grapple Dexterity + Brawl 6 Strength + Special
Kick Dexterity + Brawl 7 Strength + 1
Parry Dexterity + Melee/Fencing 6 0
Punch Dexterity + Brawl 6 Strength
Stunning Blow Dexterity + Brawl/Melee 7 Special; see listing
Shield Parry Dexteriry + Melee 6 0
Throw Object Dexterity + Athletics (*1) By weapon

*1: Difficulty is distance to the target in yards divided by thrower’s Strength (yards/Strength).

Blind Foe Dexterity + Subterfuge 9
Frighten Foe Manipulation + Intimidation 7
Kick in Door Dexrerity + Brawl 5
Knock Foe Down Dexterity + Athletics T
Swing on Chandelier Dexterity + Athletics/Acrobatics 5
Yank Rug Strengeh + Athletics 6
§encing
Fletch Dexterity + Fencing 1
Riposte Dexterity + Fencing &
Theust Dextericy + Fencing 1
Tranche Dexterity + Fencing 1
Do
Punch Dexterity + Do (4]
Kick Dexrerity + Do ot
Flying Kick Dexterity + Do 8
Throw Dexcerity + Do 8
Do Special Moves (minimum: two dots in Do)
Deflect Missiles Dexterity + Do (varies)
Flying Leap Dexterity + Do 6
Tron Shout Sramina/Manipulation + Do 7[Special
Redirecrion Dexterity + Do 8
Sirearms
Complication Difficulty Dice or Damage
Aliming - + Perception
Detonation 4 + Blinding
Explosion - 4-8
Long Range +3 Weapon
Maoving Targer +lor+2
Paint-blank 5 Weapon

Stunts

203

Special
Q
Q
0
0

Strength

Weapon +1
Weapon

Weapon +2
1 + Special

3 + Successes
4 + Successes
5 + Successes
3 + successes

Weapon

0

Special; see listing
Do + successes




Type Difficulty

Blades
Bastard Sword
Broadsword
Dhagger
Falchion
Greatsword (2 hands)
Katana
Karar
Knife
Kris
Main-Gauche
Rapier
Scimirar
Shorr Sword
Tiger Claws
Swung Weapons
Car-o'-nine-tails
Club
Flail (2 hands)
Flail, Spiked (#3)
Great Ax
Girear Spiked Club (2 hands)
Hand Ax
Mace
Marrock (2 hands) (*4)
Mormningstar
Quarterstaff
War Hammer
Whip (¥5)
Pole Arms (*6)
Halberd
Lance (*¥7)
Field Fork
Glaive
Pike
Pirchfork
Spear (1 hand)
Spear (2 hands)
Improvised Weapons
Branch
Candlestick
Chair
Smith's [Tammer
Table
Tankard

L R = = R Y R =

wn Ln

b

*2)

T B N B B B

L o O |

-1 00 =31 9¢ =J

o

[= N ]

SO =) =) OhoWn

MAGE:
THE SORCERERS
CRUSADE

Melee Weapons

Damage

Strength + 5
Strength + 4
Strength + 1
Strength + 3
Strength + 6
Strength + 5
Strength + 2
Strength + 1
Strength + 3
Strengrth + 2
Strengrh + 3
Strength + 4
Strength + 2
Strength + 2

Strength + 1
Strength + 1
Strength + 5
Strength + 6
Strength + 6
Strength + 4
Strength + 5
Strength + 4
Strength + 6
Strength + 6
Strength + 1o + 3
Strength + 5
Strength + 1

Strength + 6
Strength + 6
Strength + 4
Strength + 6
Strength + 4
Srrength + 1
Strength + 1
Strength + 3

Strength + 1
Strength + 2
Slrt.mp,lh +2
Strength + 3
Strength + 3
Strength + |

Concealment (#1)
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Notes

*1: P = may be hidden in a pouch; C

= may be concealed in a tunic or under a cloak; L = may be hidden under
along cloak or robes; N = may not be hidden on a person.

*22 Rips bare flesh. Pain may stun an unarmored ta
*3: A two-handed flail consists of a

iron balls to a short, heavy handle. Botl

rget if he fails a Stamina roll, difficulry 6.

pole chained to a spiked club, while a spiked flail binds one to three flanged
h can tangle or bounce back on a bo

tched roll. Contrary to popular belief,
a momningstar is not a flail, but a spiked or blade-headed [nace.
*4: A mattock is a huge hammer, while a war hammer is actually a short pole arm with a flanged head, spikes
and a point.

*#5: May grab opponents or ohjects by adding +1 to atrack difficulty.
*6: All pole arms demand a two-

handed grip. They're difficulr if not impossible to use in crowded spaces, and
are more effective in ranks than in a single warrior's hands. Such weapons may reach 10 to 15 feer, or even longer.
Spears are the exception to the nores above. 4

* 7 Must he used from horseback; if used on foor, damage is Strength only.

Missile Weapons

Difficulty Damage  Rate (*1)  Concealment Strength Range (¥2)
Type

o /2 L 2 60
Short Bow [ 1 i o : i
Compound Bow 6 4 / : -
Longbow 6 6 N gZ ! -

o

Crossbow, Hand 9 ] :E . ; s
Crosshow, Lt 5 5 o . : -l
Crossbow, Hvy. 5 ) 2]

Thrown Weapons (*3 ; "
Ax {varies) Strength + 1 NfA g ; o
Grenade (varies) 5 (*4) N/A : . o
Knife (waries) Strength N/A 2 : s
Spear (varies) Strength + 2 N/A

Fircarms (*5) N ; it
Arquebus 8 8 :j:‘; . : i
Hackbutt i 8 e i : :
Hand Cannon ] 8 - . . -
Marchlock Musket (*6) 7 [ 1;5 2 - .
Marchlock Pisrol 7 5 o - . =
Wheellock Musket (*7) 6 6 " s : 2
Wheellock Pistol [ 5

Notes

i ate if the archer uses
#1: 12 = one shot every two turns, and so on. Bows may shoot at double thlfll'{ normal Rate if the ar
: 2 Dice i i ate.
half her usual Dice Pool, but crossbows and ﬁrearm;ari Eouzit;‘:}}?;:ezo;r::ge S sl
*2: is given in yards. A character may shoot doul ‘ s
*i '[?'ah:g:i}{)i:ulw for most thrown objects is the distance to the target divided by the thrower’s ng
#4; Explosion damage. See sidebar. i
*:- E:[r’n:s:i(::gt:s feature two to five harrels, which may be fired one eve_t;; ogl'l:e‘rh lcu;:I E;fl::t [;{cmfe’ At
whcellé(;ks) Reloading takes five turns per barrel. Many also feature blades or spikes
and Morningstar, : ‘ ' "
+6: Marchlocks depend on the cord being kepe dry; if snuffed, it must be relit
7 Fires wet or dry, without concern for the march cord.




Notes

*1: Damage to objects within 10 feet of the ball;
bystanders within 20 feet or so may suffer half-damage
from debris. This does not apply to a small cannon, or a
pot-de-fer, which fires a spear.

*2: Fires abarrage; each successon the roll indicates
three Health Levels of damage to every target within a
15-foot killing zone radiating outward from the barrels.
*3: Mortars lob their shells and cannot hit nearby
targets. Somefireincendiariesor explosives. (Seesidebar.)
*4: A hail of scrap metal; each success indicates six
Health Levels of damage to every living (or undead)
target within a 300-foot cone. Opponents standing be-
tween 300 and 600 feet away suffer three Health Levels.
Inanimate targets are damaged but not badly.

Mortality

Bring away the beggar, bring away the king
And every man in his degree

Bring away the oldest and the youngest thing

Come to death and follow me
— "The Shaking of the Sheets' (traditional)

Wi anismortal, Awakened or not. The blade,
—’ the flame, the bitter wind... they undo
L | the magus as easily as they fell any other
man. The wizard has his arts to shield
him, true, but sooner or later, he'll feel
pain... and the pain of death,
The systems for injury are simple enough; the Health
Trait (see Chapter 1V) tracks acharacter'swell-being from
healthy to Incapacitation. Every time a character suffers
harm, the player marksa check on the Heal th track; severe
woundsinflict greater injuries— more checkson the track.
When the player runs out of boxes, the magus lies dying.
Healing works the opposite way, removing checksfrom the
boxes until the sorcerer iswell again.

Say, for example, that Kestral Windfree takes a cut
from the Baron's guards — in game terms, four Health
Levels of damage. After checking a soak roll (see page
194), Nik makes three checks on Kestral's Health track.
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C The witch goes from healthy to Injured. Later, she applies R
annons some healing salve to the wound, The concoction heals one

Type Difficulty = Damage (*1)  Range Health Level, so Nik erases one check from the track.
Pot-de-fer 8 10 500 Normal healing will have to take care of the rest.
Small Cannon 7 10 500 Injuries hurt. Next to each box on the Health track,
Row Cannon 7 Specia (*2) 200 you'll find a penalty number. This penalty is subtracted
Large Cannon 8 20 400 Lr;)almejl l\/:/h: chzrezct;rs IID|§e Zols;exce;pjttAre’:(f)kunltlll it's
Siege Mortar 8 20 20011/2 ealed. When Kestral is Injured (-1 penalty), Nik ro sone

i die less. In the story, Kestral limps away from the Baron's

mile(*3) ) . . .
. K manor bleeding, her side throbbing with every step....

FieldCannon 9 25+ 1 mile
Langridge 7 Special (*4) 100 S[unning (Option‘\l)

Pain has a way of stopping you where you stand. If a
character'sinjuries (after soaking) exceed his StaminaTrait, ¥
he may be stunned during the next turn at the Storytellet's 7
discretion. Although this option can cripple a sorcerer at a
crucial time, it offers him an edge, too; if tie can stun a
stronger opponent, he might just survive a lopsided battle.

Aggravated Damage

Some wounds are too terrible to endure. Fire, deadly
magicks, angry spirits and the claws of many night-folk inflict &7
aggravated damage — damage a mage cannot soak, nor heal
without real effort. Curing such damage requires nature's
touch— represented by theNormal Healing Timeschart —
or magickal restoration. The latter consumes one point of
Quintessence (see Chapter 1V) for each Health Level healed.

Aggravated damage should be marked off the Health
track with an X rather than a check.

Death

When a character reaches Incapacitated, he's one
Health Level away from the Reaper. If he sustains another
wound, or cannot be treated within the next hour or so,
Father Death takes his soul and sends it onward to its
reward. That soul's destination — reincarnation, or some
afterlife?— is asubject of much debate.

Sources of Injury

They thekkit it o'er wi rashes green

They theekit it o'er wi heather

But the plague came from the burrows-town

And it Slew them baith thegither

— "Betsy Bell and Mary Gray" (traditional)

The darkness is full of perils. Combat may be the most
obvious way to get hurt, but it's hardly the only hazard—

Disease and Poison

Romance aside, the Dark Fantastic world isfilthy by
20th-century standards. Bad hygiene and even worse
sanitation make disease the primary killer of the age. The
Great Plague was only afew generations ago, and smaller
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the strongest mortal s survive infancy, and few people live
to old age. Obviously, healers arc in great demand; sadly,
many of them are, by modern criteria, horrifically inept
(see sidebar). The severity arid prevalence of disease
should depend on the nature of your chronicle — plague-
cartsand gangrene aren't especially romantic. Still, dramas
are built on crisis, and as films like The Horseman on the
Roof and Dangerous Beauty attest, high adventure can still
rise from an epidemic.

Magi are more fortunate than most folk; with magick,
fortuneand general wisdom, they avoid the worst ravages of
disease- Still, when aplague comesthrough, trapped sorcer-
ers may need to make Stamina rolls (difficulty based on
conditions and the strength of the disease) to remain
healthy. Infection, too, is a constant threat; a wound that
goes without treatment might develop gangrene or some
other septic condition unless the character employs either
magickal healing or askillful healer (three or more suc-
cesses on an Intelligence + Herbalism or Medicine roll).
Whiledyingotthefluisn'tvery heroic, aviciousplague—
and the very real danger it represents — could make a
powerful chapter in an ongoing story.

Asarule, disease reduces acharacter'sHealth Trait;
the worse the illness, the more Health Levels the wizard

epidemics sweep the land like a harvester's blade. Only

loses. A had cough might diminish the character by
Health Level or two for a week, while leprosy would J
inflict aggravated damage that may or may not heal 4
Roleplaying and Storytelling can depict the rest.

Poison, too, is a common way to die. If you have
powerful enemies, chances are someone will try to dis- |}
pose of you. When in doubt, treat a near-fatal dose like
a disease.

Drowning and Suffocation

Few people swim in this age, and smoke is every-
where. A sorcerer can hold her breath for a while (set
chart), butwhen that air runsout, she suffocatesor drown;
at arate of one Health Level per turn. Once she passes
Incapacitated, the character has one minute per Stamina o
Jot left; after that, she dies. If she can escape before then -\\\ '\5,?},‘
she "heals" the damage at the same rate (one per turn). \:{:

Salling

When the chandelier gives way, its rider tends to
fall. The Falling chart gives the amount of damage a
character suffers when he hitsthe ground, but he does get
achance to soak (difficulty 8) in case Lady Fortune was
watching. Each successreduces the damage by one Health
Level; each "one" inflicts an additional Level of harm.
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Thelady, asthey say, isnorforburning, If she'sunlucky
enough to do so anyway, roll your character's Stamina
rating against thedifficulties listed on the Fire chart. Each
turn in the flames requires a new roll. If the roll succeeds,
your mage holds out; if not, she suffers one to three Health
Levelsof aggravated damage, depending on the intensity of
the fire. A notched roll cripples the victim in some way —
often with awful scars or withered limbs, There are reasons
"the fire that quencheth not" is so feared, even by the most
sophisticated scholars....

Harsh Weather

This is, in many ways, aworld without shelter. Warm
clothing and acampfire only mean so much in the heart of
aNorthlandsblizzard. Deserts, typhoons, frosts— any one
of them can kill. When the elements come roaring down,
your Storyteller may call for a Staminaroll to see how well
your magus survives the night. (See "Resisting" on the
/ Dramatic Systems chart.) A successful roll reflects an
uncomfortable but unharmed character; failure may cost

“Modern Medicine”

Wise folk avoid physicians at all cost. Those who
cannot quickly learn that examination, diagnosis and
treatment vary from practitioner to practitioner. A
university-trained physician, forinstance, would say a
great deal about the four elements (water, air, earth
andfire) and their relation tothefour humours (phlegm,
bile, atrabile and Mood), and their relationship to the
fourtemperaments (phlegmatic, choleric, melancholic
and sanguine). Hewould then decide, by variousforms
of divination — including careful body measurement,
pulse-taking, palmistry and astrol ogy—which humours
were imbalanced. Prescriptions vary, athough the
removal of excess humoursis pretty common. Cough it
up, bleed it out, flush the digestive system from one end
or the other — it doesn't matter so long as the appro-
priatehumour ispurged. Rutdon't expect the Christian
physician to do the work himself! One of the last
remnants of the ecclesiastical grip on medicine is the
ban of contact with blood: Ecclesiaabhorret ab sanguine.

Perhaps your physician will specialize in alchemi-
cal treatments. Such men can prescribe some of the
most bizarre and distasteful medicinal complexes ever
conceived, includingmetals, opium, bezoars(hairballs)
or potionsof boiled puppies. Unfortunately, such rem-
ediesworsen apatient'scondition asoften asthey help;
generally, the best you can hope for is nothing at ail-
But such healing is, of course, in the pursuit of science,
and one must take the good with the bad.

him a few Health Levels from frostbite or heatstroke. A
botch renders him helpless — he's too frozen or parched to
move without help. It will take along time to die this way
— days, perhaps; in the meantime, the mage had better
hope that his friends are close at hand....

Healing

Naturally, magick can shield one from the elements;
many skilled sorcerers enchant their flesh with Life-based
Arts (Life 2, to be exact) and heal wounds with similar
spells. (See Chapter VI11.) Without such luxuries, abody
must depend on its own hedling abilities, or on the dubious
talents of strangers.

The Normal Healing Times chart gives common
recuperation periods, based on the injuries (Health Lev-
els) and reasonably good conditions. Foul environments
— battlefields, plague-hospices, etc. — can double the
usual time and expose the character to infection as well.
Really severe wounds might leave permanent scars or
disabilities, but such "souvenirs" are left to the
Storyteller's discretion.

Ifyou're badly injured, abarber-surgeon (reviled by
"true" physicians) might be your only resort, He's the
only medic who'll do the dirty work: suturing, cautery
arid amputation. The barber's practice is less lofty and
esoteric than the other approaches, but it works. After
arun of viscous, brown-yellow ooze and the first cloying
whiff" of gangrene, the surgeon's fiery touch is a mercy.

In a time when a male physician directs childbirth from
outside the room (some regions forbid physicians from
touching female nobility at all), the midwife is a blessing.
Most women have seen birth and death at their most
intimate levels; still, themidwifebrings more knowledge and
experiencetoherwork. Thisspeciaist usually servesaregion
of peasantry, and often the lord's family aswell. She knows
herbs, foods and charms to strengthen both mother and
child, and cancarefor themafterwardif needbe. Naturally,
she's not considered a "red" heder by the established
professionals; even by the 20th century, many physicians
consider the midwife a quack, nor a master like themselves.

VisitorsfromtheFarand Middl e East havetheir own
healingtechniques; some, likeacupunctureandlancing,
are remarkably effective; others, like the redirection of
Chi and the chanting of sutras, seem somewhat less than
miraculous, at least to European patients. In the deepest
backwoods, weal-witches use herbal and spiritual rem-
edies; these cures are moredangerous to the witch than to
her patient. If the remedy actually works, the local con-
stable may soon be banging on the healer's door....
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Salling

Injury

Distance (in feet)

Five One Health Level
Ten Two Health Levels
Twenty Three Health Levels
Thirty Four Health Levels
Forty Five Health Levels
Fifty Six Health Levels
Sixty Seven Health Levels

and so on, to a maximum of 10 Health Levels.

Drowning/Suffocation
Holding Breath
30 seconds

Stamina

One minute
Two minutes
Four minutes
Eight minutes
15 minutes
20 minutes
30 minutes (!)

Che Otherworlds

...itiscontrary to reason to say that there isa vacuum or
| spacein which there isabsolutely nothing.

—Rene Descartes, Principia Philosophica

(See Chapter 111 for setting details and Chapter VI
for Storyteller Hints.)

g§| n the center of the universe, the Earth
Yl spins amid the rings of God's Creation.
| Wrapped in a Tapestry of ephemeral
delights, circled by the dancing planets
and bound between Heaven and Hell
(in their many aspects), the Common
World mirrors man — and by extension, the magician;
stretched to tour corners and surrounded by a perfect circle
of spirit. Beyond that spirit, ahungry Void awaits.

But isthat how it truly is?Does Creation revolve around
the Earth, or is Earth some part of a larger infinity? Some
people, especially magi, are beginning to wonder-

No magus questions the existence of the Otherworlds;
even the most learned skeptic accepts the drifting Mists
that dosk the rational world by night, drawing it into

0 N o g b~ wN

Injury Charts

Sive

Difficulty Heat of Fire
3 Candle (first-degree burns)
5 Torch (second-degree burns)
7 Bonfire (third-degree burns)
9 Hellfire
10 Molten lead
Wounds Size of Fire
One Torch; part of body burned
Two Bonfire; half of body burned
Three Inferno; entire body burned

Normal Healing Times
Health Level Time
Bruised One day
Hurt Three days
Injured One week
Wounded One month
Mauled Three months
Crippled Three months
Incapacitated* Three months

* Character often suffers some permanent
disability, scars or both if he reaches this level.

something strange and primal. The Otherworlds lie close to %

mortal pathways and often spill over into the most ordered | ; f

chambers. Many mystickstravel into this mystery, parlay- | ;".i

ing with the spirits, visiting the Courts and finding II ‘,-‘

damnation in dungeons without end. Al
In later days, people may claim the universe is an Y

infinity of spheres, that the Earth is one of many planets

whirling around a dot of light in an endless cosmos. In this

age, however, most authorities recognize the true place of

the Earth: It is the center of Creation, as the Gospels say,

and the Otherworlds exist in its shadow. Here God spread

His hands and made all things right. Above, He built His /

Celestial Court; below, HedugaPit and flung the rebellious/|

angels thence, The Earth, like humanity, lies in between 'ﬂ\ P

both— imperfect, doomed yet teeming with the promise of N&\ \E g

eternity. The spirit |ands are the whispers of that promise. \‘\;;_j
Some call these places the Umbrae, or "shadows," for the

mirror they present of the mortal world; many authorities, nor

content with enigmas, seek to define these shadows, like a

tailor definesagarment. Herethe seams, there the trouser legs

— it'sathanklesstask in many ways because the Otherworlds

defy categorization. The sages gnaw their beards when they

discover some new wrinkle or seam, some new Realm that

missed their records and throws their theories into question.
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%

209 2




MAGE: 7
THE SORCERERS O
CRUSADE -

I s —_—

‘ In many ways, that's exactly what the Otherworlds are
for to create questions and defy answers. In The Sorcerers
Crusade, no place is as boundless and enigmatic as the
worlds beyond the Mists. To the Storyteller, the spirit
worlds are an infinite playground, a theatre of moonlit
mysteries. No matter how many times your troupe travels
| through the Umbrae, the magi should discover new and
novel secrets. To the player, they present adizzying array of
masks, curtains and trap doors. Never assume anything asa
given when you step through the shimmering Mists....

Ways of the Worlds

Magi who study such things often map the Otherworlds
intoringsaround the mortal world. I ntuitive mystickssimply
accept what isand do not bother trying toquantify it. Within
those "rings" — which are symbolic, not literal — three
Worlds settle: The Astral World of high thought; the Middle
World of primal nature; and the Low World of death and
decay. Theseessencesdraw similarthingstothem; intellec-

Middle grounds and the dying or death-obsessed visit the
Shadowlands. The Maya, or Dreaming, seethesbetween each
World like restless smoke. The anger of the Kindly Folk and
the specter of disease have poisoned this Maya; even the
fairest dreampaths are dangerous these days.

The borders between Worlds are as ephemeral as the
Mists themselves. Still, some definitions can be made. The
archives of the Houses of Hermes and the Cel estial Masters
(the two groups most interested in "charting" the spirit
lands) agree on several fundamental points:

« On the verge of mortal vision ties a Periphery of blended
sensations. At night, this "bolder bleeds into the material
world, letting spirits cross over. Some haunted or magickal
places exist in a perpetual Periphery, bound between the
Common World and the Otherworlds. Hermetic documents
call suchureasShall owingsor Regio—placeswrapped ineternal
magick. Most Crayshave Shallowingsaround them, and exist
in asemi-ephemeral state to begin with.

« A so-called Gauntlet blocks most of the spirits away
from Earth; the"barrier"ishardly solid, however — it ebbs
in hidden places, in Shallowings, at night and on certain
timesof theyear: Hallow's Eve, Christmas, Beltane and the
Equinoxes and Full Moons. (See the Gauntlet chart on
page 240 for the crossing difficulties.)

This Gauntlet givesway to the three rings of the spirit
worlds....

« Authoritieshave dubbed thefirst ring the Penumbra.
A reflection of the mortal world, this spirit-mirror shifts
slightly, depending on one's perspective. To astral travel-
ers, thePenumbrashimmerswithglassy surfacesandcrystal
latticework; to a nature-mystick, the shadow reflects the
"soul" of the land around it — of times primal and lush,
other rimesbloated and foul ; to adeath-strider, the world's
reflectionisdying,chokedwithshadowsandspiderwebbed

with decay. Each view shows the same Penumbra, hut in a
slightly different way. All three manifestations glow with
eerie half-light and swim with shimmering Mists.

« Travelers who wander into those Mists occasionally
discover the Paths of the Wyck, mystick trails between the
Otherworlds and the mortal lands. In most places, the Paths
resemhle rough trail sworn through overgrown forests. Thick
Mistsshroudthesurroundings, and anendlessmazeof branches
and fog blocksoutall but thefaintest bit of moonlight. Insome
places, the Paths become moonlight and rise into the air.
Although moonbeams and misty forests are common enough
in the mortal world, the Wyck trails are uncanny even by
magickal standards. Most travelers would rather cross vast
distances on foot than wander these mystickal shortcuts. The
journey isjust too unnerving for most sorcerers to bear.

« Deeper in, Realmsrise from the primal fog. Here the
mortal world is left behind — the only reality isthe Realm
itself, Authorities call such places Aethers, and dub this
second ring Veshaya, or "the Mist-home." A larger part of
the Umbra, this Veshaya rests between the Penumbra and
the Horizon; like smoke in a bottle, it seethes in between
the Earth's shadow and the Void,

Realms come into being in the appropriate Worlds:
elemental Courts and uncanny concept-Realms swirl in the
HighLands, weirdforestsanddauntingcliffslieintheMiddle
Mists; and dungeons, hells and necropoli perch over the
black Tempest swirling at the heart of Hell. Some master
magi have even learned how to create their own Horizon
Realms on the borders of Creation. Two of the greatest
Council Covenants, Horizon and Doissetep, exist in such

places. Gates link Realms to the mortal world, alowing a

traveler to bypass the Mists and go directly to her goal.

* The so-called Horizon shines like Astarte's girdle
across the border of what-is and nothingness. Hermetic lore
likensit to the rainbow described in Genesis 9; some claim
that on the Day of Judgment, God will withdraw the
Horizon and let the Void pour across the Earth. This third
ringrepresentsDivinity; somewhereintheHorizon'sblind-
ing haze, Heaven supposedly waits (or righteous souls. The
ring's shadow, the Contrarium, rests inside the Earth and
supports Hell and the related Underworlds.

« The Void stretches forever outside the holy sphere.
Alongitsborders, sothey say, thestarsand pl anetswhirl across
the Horizon. Explorers who've returned from the Void claim
differently;bytheiraccounts,thecel estial bodiesspininorbits
far outside the Horizon — and do not spin around the Earth!
This observation is being silenced for the time being.

« Supposedly, other Realmsdriftin theVoid— Purga-
tories, planets keyed to the magickal Elements and other,
more esoteric places. The Awakened have yet to chart or
define such legendary worlds, bur folklore and Daedalean
expeditions suggest a universe vast beyond all imaginings,
auniverse in which the Earth is an insignificant speck.
Could God permit such athing?
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What's Real?

The truth behind this cosmology, of course,
rests within the Storyteller's hands. It contradicts
severa "known facts" about 20th-century astronomy
and World of Darkness "gospel,” but that's the
point. Did Creation truly shift over the last 500
years, or has cosmology simply become more "accu-
rate"? Maybe all the concepts are wrong. The final
verdict should suit the needs of your chronicle,
rather than some slavish attention to "Holy
Gametext Writ." The Otherworlds are, and ought
to remain, personal and mysterious.

(For really detail ed 20th-century treatments of
the Otherworlds, see Beyond the Barriers: The
Book of Worlds, Umbra; The Velvet Shadow,
Dreams and Nightmares and Sea of Shadows.)

Systems

In general, rules should be | eft at the back door when
" characters cross into the Mists; still, the following sys-
tems may help a harried Storyteller adjudicate certain
sticky situations. (All magickal spells can be found in
Chapter VII1.)

Cravel

* The High Reaches: Using a Mind 4 spell, a nude
traveler leaves his body behind and ascends into the worlds
of high thought. Once there, he can find his way about by
% concentrating on his destination. In game terms, he rolls
2 Perception + Occult. The difficulty depends on how ab-
stract the thought might be; common concepts arc 5, deep
thoughts 7 and really arcane logics 9.

* Middle Worlds: To pass the Gauntlet, amagus must
% either enter a Shallowing or agate, or employ Spirit 3 or 4.
(Spirit 3 lets one person through, Spirit 4 creates a gate-
way). Tofind aspecific Realm, she ought to wander into the
Mists while concentrating on her destination, or find a
Moonpath or spirit guide. Ingameterms, roll Arete against

U, the difficulties set on the Gauntlet chart; anaked traveler

i enterseasily, whileaclothed or equi pped magus adds one or
¥ two to her difficulty. Once there, she navigates with either
I Wits + Cosmology or Perception + Enigmas, whichever is
stronger.

« The Underworld: One must often be dead to cross to
the Ghostlands. Some magi have perfected the secret of
doing so, however, and many wraithslearn to come back the
opposite way. To enter the Shadowlands, one must cross
either through a Shallowing or Agama magick (Entropy 4/
Life 2/Spirit 3), leaving acorpse behind asthe soul journeys
onward. Weavery sustains the corpse until the soul returns,
but if anything should happen to it in the meantime....

« World to World: A thin spirit web rises from the
Middle World to the Astral Reaches; abraveworld-walker
can climb up or down that web with a good Dexterity +
Athletics or Cosmology roll. Failed rolls drop the climber
into the Mists below, and there'sno tellingwhere she'll end
up.... Magickal gateways allow magi to go from Realm to
Realm; rising from the Low World to the living ones is
difficult (Entropy 5/Spirit 4), but not impossible.

* Realms: Most Realms—especially Horizon Realms
and Courts — have specially prepared gateways linking
them to the mortal world. For the most part, such gates ate
the only pathways to these Otherworlds. Nature-Realms
and Dreamspires drift through the Mists; a lucky traveler
could discover a Moonpath to such places on her own. As
arule, however, Realms are closed to easy passage.

* The Dreaming: Many magi remember f aeri e secrets;
some even have the blood of the Kindly Folk running
through their veins. A simple Mind 2/Spirit 1 spell allows
a magus to see "chimerical reality" through Faerie Sight;
walking into the Dreamworldsisharder — Spirit 3/Mind 2 §
— and dangerous. Uncanny spirits and living nightmares
feast on mortal travelers, here— eventhefae aren't safe! It
takes a good imagination and a high Perception + Enigmas
Dice Pool to find your way around once you reach these
twisted roads, and there's no guarantee that the path you
arrived on will exist when you leave....

« The Void: To enter the highest reaches, one need
only fly past the clouds. The shimmering band of the
Horizon drifts across the world like a veil, but doesn't do
much toimpedeaskillful traveler. Very few magi haveever
ventured thisfar—it'sdifficulttofly sohigh, after all. The
explorers who understand it best often belong to the Celes-
tial Masters, and their notes have formed the foundation of
many Daedalean theories — and secrets,

« The Paths of the Wyck: Primal Pagans — many of
whom belong to theVerbenaTradition—hold the mystickal
keys to these Paths; hence, any journey along these roads
must include at least one witch or shaman as a guide.
Magick and science are useless along the Paths; travelers
must depend on their own skills to survive. Y ou don't need
magick to reach these byways, you've just got to know
where and how to look for an entrance. The real trick is
finding your way around once you reach the forest; unless
some elder has taught you how to navigate the Paths
(possibly reflected by high Cosmology, Enigmas and Sur-
vival ratings), it's very easy to get lost... eternally lost.

Combat and Magick

Ephemera, the matter of the spirit worlds, differs from
Earthly matter. Under normal circumstances, spiritscan't
touch mortal creatures, and the reverse holds true for the
mortals. To touch an ephemeral being, a character must
have at least three dots in Spirit 3, or be related to one of the
Changing Breeds. (See Werewolf: The Apocalypse for
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details.) Totouch aperson, aspirit either needsto Materi-
alize (see below) or turn the elements against him.

All mortals add one to their attack difficulties in the
spiritworld; gunsareworthless, asareL ife- and M atter-based
spells. Spirit-based workings act like Life magick against
Umbrood beings, and like Matter on their surroundings.
Entropy isaverybad ideain the Underworld— it brings out
the worst in ghosts, rocks the foundations of the Necropoli
and sometimes summons black storms of Oblivion — of
damnation incarnate. All other Spheres work normally.

In the Mists, reality favors the mystick; Daedalean
workings occasionally backfire, but magick in general is
perfectly casual. Low- level spellsmay evenwork automati-
cally at the Storyteller's discretion. The Otherworlds are
innately magickal, after all.

Within the "little worlds" of the various Aethers,
reality works however the Storyteller wants it to. Some
Realms favor certain belief systems and consider all other
magick stylesvulgar —aChristianwillworker would beout
{ of luck in the Hall of Thor, for instance, while a Verbena
wouldfind Saint Peter's retreat averitabl e hell — and other
simply suspendall Earthly rules.

. v
Spivits

Gods, angels, demons, enigmas?Spiritbeingsareall of
these and more. Otherworldy creatures of uncertain lineage
and baffling intentions, Athereal entities answer to athou-
sand different names — when they answer at all. To
Christian and Jewish mysticks, spirits are demons and
angels of various capacities; shamans call them Oresha,
Iwa, totems and ahost of other honorifics; witches see them
as Old Cods, faeries and elementa forces, while the Mus-
lims speak of djinni and afrit. In an effort to rectify the
confusion, Hermetic scholars refer to all spirit beings as
Umbrood — a colloquialism roughly translated as "Chil-
dren of the Shadow-family." Asacompromise, this name
satisfies nobody; most mysticks refer to spirits in familiar
cultural terms, or simply as "spirits," or "the mysteries."

And mysterious they are; spirit-beings are not "mon-
sters’ in the conventional sense, but forces of Creation
incarnate, poured into a glass and bubbling with
Otherworldly power. Things happen when such entities
appear — lamps dim, winds rise, sounds grow faint or roar
like thunder. Even the minor beings literally make the
earth tremble, and the powerful ones can make castles
tumbl e from their wrath.

Umbrood are enigmatic to a fault, too; a single great
spiritcan wear adozenfacesor more, Such beingslovetoying
with mortals, and often change their "masks' to conform to
a person's expectations; a Malice-spirit could appear as a
leaping imp to a priest, a laughing cloud of dust to an Ute
shaman and a hook-nosed troll to a Norse runewright. One
spirit, three faces, and each one of them is true. The key (for

both amage and aplayer) to guessing aspirir's“identity" is 3
this: Spiritsarewhat they are; very rarely doesan Umbrood's
appearancelie, TheMalice-spiritlooksmalicious—itdoesn't |
look likeangel. Thespirit'snature might beobviousorsubtle,
but it's there to see if you know how to look,

Companies of Cwilight

Spirits range from living balls of light to literal gods.
For game purposes, a Storyteller can group the Umbrood
into the following rough categories:

« Gods: When magiciansfrom acrosstheworld gather,

the greatest argumentsrisefrom their conceptsof Divinity.
Most Western mysticks swear there is but one God, the
Lord Creator of all things. Below Him sits the Devil, and
below them, two legionsof angels, saintsand demons. Jews, =,
Christiansand Muslims all accept this as The Holy Truth.
The Pagans, shamans and Far Eastern pantheists beg to
differ; tothem, theworld isfull of minor gods and governed
by greater ones. In time, the heretical notion that there are
no gods may rise to challenge all the faiths. In the Dark
Fantastic age, however, nearly everyone (saint, sage and
scientist alike) admits the concept of Greater Powers.

Technically, God, the Goddess or the gods qualify as
spirits of the most powerful kind. Some godswander the Earth
in various forms, while others rest in Otherworldly Aethers
and tend their mysterioustasks. A monotheistic maguswould
hesitate to put God into the company of lesser beings, but hedd
define the Devil as one out of sheer spite. The Pagans and
shamans have no problem at all with the idea of gods among
men; to them, spirits are as common as people, and occasion-
aly moreso. Those divinities may be as capricious as any
mortal, andrarelyfitinto "good" or "evil" camps—they simply
do asthey will Thetrick is staying on their good sides.

« Angels and Demons: Tomany monotheists, all spirits; -4
belong in this category; shamans, pantheists and Pagans
disagree. Truthfully, there do seem to be many entities more]
attunedtonaturethantomorality. Evenso, spirit-servantsof
goodandevil spiritsclearly exist; Angelicaenforcethewill of
God and lead good folk to sal vation, while Infernal sgnaw at
the cornerstones of Creation with temptation, vice and
violence. The most dangerous forms of magick request — or
compel — service from these entities, often through dispen-
sationsfromGod, theDevil, orboth. Theso-called Scour geligs
that terrorize errant magi are usually regarded as angels or
demons, and seem bound to individual sorcerers. (See " The
Scourge,” Chapter VII1.)

« Ghosts: The Holy Word speaks of Heaven and Hell;
some spirits, however, never seem to make it to either one.
Trapped between life and eternity, these ghosts usually
make trouble for the living. Mysticks from faraway lands
claim that ancestor-spirits watch over their families, but
many Europeans sneer at the idea of benevolent ghosts.
Death-walker magi visit anightmarish Underworld where
the wraiths make mockeries of the living world; occasion-
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¢ ally, thosewraithscome acrossthe Gauntlet themselves
(Crusade Lorefeatures a section on the Restless Dead and
their activitiesduringthisperiod, and Wraith: TheOblivion
presents a 20th-century look at ghosts and their world.)

[ « Naturae: The spiritsof nature and the elements take
suitableforms; many resemble animal sor plants, or combi-
nations of them, while others take on humanoid faces. Of
all the spirits, these entities are the most obvious. Some
represent colors, concepts or dreams; othersfavor animal's,
and "sponsor" human shamans; still others embody corrup-
tion. These last, often called Banes, possess hosts and feed
on spiritual and material rot. Witches, shamans and Her-
' metic wizards recognize the various Naturae, and often
establish pactswith them. Simpleand amoral, thesespirits
are the most direct of their kind. (See Werewolf: The
g Apocalypse and Axis Mundi: The Book of Spirits for
7 further details about Naturae.)

« Bygones: Once, these creatures lived on Earth; for
some reason, they passed on to the spirit planes and even-
tually became hal f-spirit themselves. Some supposedly began

. aspeople, whil eothersaresurvivorsof extinct species. Most

Bygones reside in Realms that suit their bizarre tempera-
% ments, hut some travel on endless journeys through the
Mists. Magi who tend the dying magical beastsclaim many
Bygones were once living creatures who grew tired of this
world; if they're to be believed, ail magical beastswill soon
pass away, |eaving the Earth barren and sad.

« Spirit-hosts: Material creaturespossessed by ephem-
eral beings, these hosts meld spirit-power with mortal flesh.
Celtic Pagans tell tales of fomoriwho fought the Wyck and
their allies; from time to time, new ones are born from
Infernal bargains and spoiled passions. Other spirit-Hosts
bear demonic, ghostly or even celestial "riders’ who use the
meat for their own purposes, then depart. The hybrid
. creaturesrisingfromsuchunionsareweakerthanspiritsbut

2,4 far more powerful than mortals.

‘ The traditional celestiographies and demonologies —
# considered gospel since the Dark Ages — seem a bit
obsolete after mysticks begin comparing notes. The sheer
diversity of Creation's "housekeepers' defies rigid order,
Christian tomes tell of the 666 Abyssal hosts and three
grand Celestial tanks; Hindusutrasspeak of several million

V- gods; add the Pagans, tribals, Buddhists and everyone else

% into the spiritual picture and confusion is inevitable. The
* Celestial ChorusStill swearsby theold spirit hierarchies, of
course, hut most Council mysticks search for a new and
better way to understand the Aetheral Ones. In the Order
of Hermes, dedicated scholars catalogue the Umbrood by
the spirits' relative power. Four ranks — Celestine, Lord,
Preceptor and Minion — are defined for the Council of
Nine, but they never really catch on. Verbena, Dream-
speakers, Seersand Chakravanti refusetodefinespiritsin
these terms; to them, the Hermetic designations are little
short of blasphemy. Still, most Council records use these
terms, if only for clarity.

The Order of Reasondesignates all spiritsas Imaginis -
as reflections or phantoms. Noting that Umhrood seem to
comeandgo, Daedal ean schol arscreated the Mill eseptuaginta
Imaginis Constant Theory; according to this treatise (first
published in 1423 by Stefano Alexandri, who probably had
nothing better to do), 70,000 spirits exist at any one lime,
Eachof themprovidesa"veil" betweenmortal sand God; if
each one is looked through — or better yet, withdrawn —
the Divine Face becomes clear. The Theory is especially
popular among young Celestial Masters, many ot whom
aspire to be the one to see the Face of God first. This
concept gives rise to three things within the Order: a
hostileattitudetoward spirits, aschism with the Gabrielites
(who favor the old hierarchies) and a truly confused
"Imaginis head count” in the archives. By the 1800s, the
Daeddeans officialy refute all existence of spirits; in later
accounts, such "manifestations” are delusions, supersti-
tionsor aliensfrom hostile dimensions. Intime, adivision
of the Celestial Masterswill be assigned to the disposal of
all Umbral "phantasies.”

UnatfiliatedmystickscontinuetodefinetheAetherial
Ones in the traditional ways — gods to some, monsters to
others, mysteriestoalt. (Examplesof several spirit-types
can be found in the Appendix. Chapter VI contains
Storyteller adviceconcer ningspiritsand theOtherworlds.)

Spirit Rules (Optional)

As creatures of ephemera rather than matter, spirits
play by slightly different rules. Y our troupe may use these
systems or discard them as you seefir.

Craits

First of all, Umbral beings use different Traits than
humans do:

* Willpower: A reflection of innate determination, this
Trait takesthe placeof Dexterity and allowsaspirit to move
or attack. Hittingahumantargetisusually difficulty 5.

Difficulty Action
3 Easy
5 Fairly simple
6 Normal
8 Difficult
10 Virtually impossible

« Rage: A measure of raw anger, Rageinflictsharmon
material and ephemeral targets. For each successon a Rage-
roll (difficulty 6), the spirit inflicts one Health Level of
damage on a material being, or removes one Power point
from another Umbrood.

« Gnosis: Inplaceof Socia and Mental Traits, aspirit
uses its Gnosis. Any Abilities the Imago possessess —
Seduction, Occult, etc. —would be added to this Trait, too.

« Power: Asfountainsof Creation, spiritsdraw from
innatereserves of mystical Power. The higher thisTrait, the




\ mightier the spirit. Charms use Power, and damage takes it
\ away. An Umbrood that depletes its Power rating, either
through damage or through overuse, fades away for aday or
so until it can Reform itself; really powerful entities can
Reform in an hour or less.

A Power-drained spiritbeginstofade; attackstear large
| holes in its body. To return to "health,” a spirit enters
Sumber, adreaming state in which Creation restores the
being's Power. For each hour that the spirit Slumbers, it
regains one Power point. Some say God (or the Devil)
nurses His emissaries, while others insist the spirit's karma
or its connection to the World-heart holds the key to its
mysticenergy.

A shaman can work an Umbrood being into afetish if
heknowsSpirit4. A spirit bound into afetish automatically
enters Slumber and stays there until released. The fetish's
power is activated by the user, not the spirit. A newly
created fetishwill need timetorechargetoful | Power before
- using, which can take a long time with some of the more
? powerful spirits. That fetish won't be of any use to the
shaman until its Power is fully restored, and the spirit
probably will probably be... displeased... to become apart
of some mortal's toy. (See page 261.)

Casks

« Combat

In their natural state, spirits cannot physically attack.
A hostile spirit rollsits Willpower to hit, then rolls itsRage
tododamage. Both rollsgo against difficulty 6. Each success
rolled inflicts one aggravated Health Level of damage. A
. mage can soak this with either Spirit (and only Spirit)
countermagick, difficulty 6, or by rolling her Arete against
difficulty 8. Each successreduces the spirit'sdamage by one
Health Level. Umbrood who fight each other reduce each
other's Power, not Health.

A Materialized spirit attacks, soaks or defends using
its Materialized Attributes; an Umbrood in its normal
state cannot soak damage at all unless it has the Armor
Charm. In either form, Gnosis stills stands in for Social
and Mental Traits. Healing requires the appropriate
Charm, or aretreat into the Umbra.

« Communication

The Umbrood speak different languages than physi-
cal beings do. Spirit communication isn't so much a
language as a form of comprehension between both
parties. Not everyone can understand spirits, though; a
magus needs Spirit 2 to communicate with Umbrood
beings, unless those beings also speak familiar human
languages.

* Movement

All spirits can fly or float. The maximum distance (in
yards) that they may move in a turn is 20 + Willpower.
Y ardsand feet don't mean very much inthe Mists, however;
distances can warp without warning — and often do.
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« Pursuit

A spirit trying to flee rolls its Willpower against difficulty
6. It begins with three automatic successes because it's on
home ground. To follow, ahuman character must rol| either
her Dexterity + Athletics(if shehaswalked through the Mists
to the Otherworlds), or her Willpower rating (if she entered
through astral travel). Thedifficulty for both rollsis8 — the
Otherworlds are not home ground to a mage! A spirit with
more than 10 successes gets away clean, and one with the
Reform Charm can simply disappear without effort.

Charms

The mystickal power of the Otherworlds comes through
in Charms — the natural magics of spirit beings. These
magics requires a certain amount of Power to use. Most
Charms last for one scene, but combat-related Charms last
only aturn or two.

« Airt Sense: Most spirits have anatural sense of the
airts (directions) of the spirit world and can travel around
without much difficulty. It costs one Power to find any
particularthing.

« Appear: With thisCharm, aspirit can manifest toan
Earthly observer without taking on material form. It can-
not, however, affect the material world in any way while
using thisCharm. A specialty of demons, who useit to taunt
their victims. Costs five Power.

« Armor: This Charm provides a spirit one soak die per
Power point spent. This is the only way a spirit can soak
damage unless it has Materialized. The spirit may use this
Charm at any time in the combat turn before damage isrolled.

« Blast Flame: The spirit consumes its opponents with
fire. Costs two Power per die of damage.

« Blighted Touch: Thisdemonic enchantment allows
a spirit to bring out a target's worst passions. If the spirit
successfully attacks, the target must immediately make a
Willpower roll. If she fails, her baser side comes to the
surface; if she botches, that "beast" becomes a permanent
companion. Costs two Power.

« Cleanse the Blight: An angel'stouch cures spiritual
corruptioninthevicinity. Power cost is 10.

« Corruption: The spirit can whisper an evil sugges-
tionin avictim's ear — areally tempting suggestion. Costs
one Power.

« Create Fires: By succeeding with aGnosisroll, the
spirit can create small fires. The difficulty varies (from 3 for
small fires to 9 for conflagrations). The Power cost varies
from one to five points.

« Create Wind: The spirit can create wind effects.
Power cost varies from one for a breeze to 20 for a tempest.

« Element Sense: A talent of most elemental spirits,
thisCharm allows the being to notice anything that happens
to be touching (or very close to) the entity's element. This
perception extends in a circle roughly 500 feet around the




|| fireelemental can see thingswithin ayard or two of aflame
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I spirit, and letsit "see" in all directions. Within thisradius, a

and a wood spirit can watch goings-on near her tree. This
Charm costs five Power and lasts for an hour or so.

« Flood: With a wave of its hand, the spirit makes all
water in the area rise. Near lakes, rivers and ports, this
Charm can cause severe flooding. Costs five Power-points
foraone-mileradius.

« Healing: With a touch, the spirit can heal itself,
another spirit or a material being. This Charm cures
normal and aggravated damage of al types. The Power
cost is two for each point of Power healed, or five point?
per Health Level.

« LightningBolt: LikeJove, the spirit hurlsathunder-
hole. The Power cost is two per die of damage inflicted.

« Materialize: A spirit with this Charm can create a
physical form for itself. To do so, the spirit's Gnosis must
equal or exceed the Gauntlet rating for that area. When a
being Materializes, it spends Power to give itself a body
and Physical Traits. Gnosis still represents the entity's
Social or Mental Attributes, however, Power point costs
are as follows:

Power Cost Trait
1 Per one Physical Attribute level
1 Per two Ability levels
1 7 Health Levels (as a mortal)
1 Per additional HealthLevel (each extra

Health Level also increases size)

1 Per one Health Level healed (to regen-
eratedamageto thespirit'sownphysical
form), per three if the damage was
inflicted by Spirit magick

1 Weaponry: Per die of aggravated
damage done in addition to Strength
(Biteisonedie, claws are two, etc.)

Umbrood havenolimitson their Attributeand Ability
levels. A spirit can create an extraordinarily strong, fast
body for itself if it spends enough Power, Most, however,
have "default forms" they regularly attain.

Example: An angel spins herself apleasing form. For
the following Traits — Str 3, Dex 4, Sta 3, Brawl 4,
Dodge 3, Stealth 3 and seven Health Levels — she
spends 16 Power points.

A spirit may stay Materialized aslong as it desires, but
cannot enter an areawith a Gauntlet raring higher than the
spirit's Gnosis. While Materialized, the spirit may not
recharge its Power. When a Materialized entity fights,
damage comes away from its Health Levels, nor its Power;
if the spirit's Health Levels drop to zero, it fades away and
cannot return to Earth for a day. (Note that aggravated
damage suffered by aspiritisapplied equally to both Heal th
Levels and Power. Thus, a spirit cannot always escape its
sojourn on Earth unscathed,)

=
* Meld: Some spirits can shift into their native/f
elements and "disappear.”This takes one turn and makes{
the elemental completely unreachable. The element
may he disturbed after the spirit's departure, but thej,
entity has fled. Such Charms work only in the spirit's .
natural environment — a fire spirit cannot Meld into*‘ 2}
earth. Costs two Power. \ 4

poss=ss a living being or inanimate object. Possession re-
quires a successful Gnosis roll (difficulty is the victim's
Willpower, or 6 for anon-magickal item). The number of
successes equals the speed with which possession occurs:

Successes Time Taken
Six hours
Three hours
One hour
15 minutes
Five minutes

6+ Instantaneous

During the time it takes to possess its victim, the spirit
crawlsinto adark, isolated niche in the spirit world; there,
it goes into a trance and sends its essence into the victim.
If attacked during thistime, the entity loses its link to the
material world. Possessing spirits are often guarded by
others of their kind to ensure that the possession process
remains undisturbed.

« Reform: ThisCharm allowsaspirit to dissipate find
Reform elsewhere in the Mists — usually far away. Costs 20
Power,

« Shapeshift: Thespirit may take the formof anything
it desires. It does not gain the powers or abilities of its new
shape, only the form and visage. The Power cost is five.

« Soul Reading: With a glance, the spirit can see a
person's inner temperament. Not mindreading, but a good
indication of aperson's guilt, innocence or passions. Costs
three Power.

« Spirit Away: Thisdread power |lets a demon snatch
avictim from the material world and take him straight to
some Otherworldly prison. If the Umbrood scores four or
more successes with a Willpower roll (difficulty 7), the
mortal passes through the Gauntlet and into the spirit's |
personal Realm. Once there, he can try to escape; Hell‘s:ﬂ\ '(\DJ;
chains, however, are thick and often eternal.... This costs \Q_J/
25 Power and takes the spirit along with its target.

« Tracking: The spirit can follow prey like a master
hunter. Costs five Power.

g b wN R

« Waves: By turning watersto froth, aspiritcan try to
drown victims, upset seacraft or pull swimmers down. This
Charm creates strong currents on or under the surface of
any liquid. Costs five Power for a 50-foot radius, and lasts

g
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The Play’stheThing

Jean-Mare's “Bloody Crosses” chronicle goes to a new level when Jason brings his Craftmason character
Edward Geisler into a group with Kestral (Nik’s witch from Chapter IV) and the mysterious Christina de Aeoli
(played by Rachelle). A stout Christian kad with a talent for guncraft, Edward clashes with the others from the start
— which is just what Jean-Marc intended.

When Kestral's investigations into the uncanny Baron Tyburn hit a stumbling block, she resolves to rerurn.
Edward has his own score to settle with the lord; rumor has it that the master of the house was behind a recent
demonic possession in Warwick — a possession instigated by one of Tyburn's Black Masses. The Baron provides
a common enemy for Kestral and Edward. Good thing, too — these two need all the commonality they can get!

A lengthy trek brings the sorcerers to Baron Tyburn's grounds. From there, they'll have to be quiet and careful.
Both players make Dexterity + Stealth rolls as they approach the manor. A misstep now can kill.

Success. The magi pre-
pare to climb. Nik and Jason
roleplay out theircharacters’
dislike for each other while
they figure out their Dice
Pools. Kestral’s Dexterity 5
and Athletics 2 give Nik
seven dice; Jason pulls five
himself — three for Dexter-
ity 3 and two for Athletics 2.
Since Edward isn't much of
aclimber himself, he readies
a grapple and rope.

Kestral goes up the hard
way. Marc assigns Nik a diffi-
culty of 7. Nik points out that
she has enough dice in her
Pool (seven) to do the task
automatically. Marc asks her
to make a single roll, just to
make sure she doesn’t botch.
Meanwhile, Jason has Edward
toss his grapple up— Dexter-
ity + Athlerics, difficulty 8
given the darkness and height
of the wall. He rolls a two, a
four, two eights and a 10.
Victory!

*...But then, you didn’t notice the dog last time, either.”

Nik makes her roll with-
out trouble, so Kestral beats
Edward to the top by a wide
margin. Jason fails a Dexterity
+ Achletics roll partway up,
and Kestral has to help him.
Before she does, Nik has the
witch take a look around with
a Perception + Alertness roll
(difficulry 8 because of the dark-
ness). She remembers the
dangers here all roo well. Marc
wanits his players paranoid, so
he makes the roll for Nik and
keeps the results secret. “Well"
he rells Nik, “vou don’t notice
anything....”
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CHAPTER VIIL
MAGICK
RULES

Mercy Has A Human Heart

Groaning floorboards woke Agnesa from the. depths of
sleep. Before she could cry out, Karel's hushed voice echoed in
the darkness.

"Slence, Agnesa. It is time to end our association."

"What? What do you mean?" asked Agnesa in afrightened
whisper.

"Master Ottavio means to test you tomorrow." His voice
was deadly serious, which surprised and alarmed her. Had she
not been tested before?

At her hesitation, he continued: "He suspects you cling to
the old ways, and he means to test your faith and knowledge. |
know the truth and know also that my master lacks the compas-
sion and mercy you possess in such abundance.”

Without further discussion, Agnesa drew on her worn
traveling clothes beforefollowing him, silently cursing thegroan-
ing stairs and the creaky oaken door. "Where shall we go?" she

His mother was a witch, and one so strong
That could control the moon, make flows and ebbs,
And deal in her command without her power.

— William Shakespeare, The Tempest

"No, not ‘we" Karel answered. "The. horse is already
saddled. Use the corns in the pouch to aid your way to Rome.
There, you can find another mentor."

"But why will you not go with me? Surely you do not wish
to stay with that cruel..."

He hushed her with a sad sigh. "Cruel or kind, it matters ([}
not. He is my master, and | need himfar more than he needsll‘ll_‘ &
me." W )

"Then you should have learned to hold Reason over base \\Q‘; =

emotions." The harsh voice cut across the yard, startling them
both. A hand lifted the hood from a cunningly wrought lantern.
Ottavio! He held what appeared, to be a short arquebus, though
Agnesa couldn't smell match smoke. "You disappoint me,
Karel," he said. "Return colour room, apprentice, that you may
contemplate your failings. And you, girl," he said, pointing the
muzze at Agnesa, "be thankful that your end will be quick, and
not at the hands of Inquisitors.”

s




MAGE:
THE SORCERERS ASIZAA
CRUSADE

~) e

| e——

Light flashed across the master's eyes. He stepped back in
surprise. Agnesa saw a small silver mirror in Karel's palm,
reflecting the lantern’s gleam back into their captor'sface.

Ottavio, partly blinded, hissed in anger and swung the
weapon towards his betrayer. Heedless of her friend's order to
run, Agnesa dropped to her knees and began a sharp song of
deliverance.

Sparks suddenly flew from the priming pan. A small flame
flared as the powder ignited. With her eyes shut tightly, Agnesa
prayed for amiracle, that thebullet would never leavethemuzze....

There was a sudden flash before her eyelids, a roar, then
silence and the reek of sulfur. She heard Karel, coughing. "May
| remember this moment,” he finally said, "and never again
‘1 question the power of your faith."

The magus opened her eyes.

Thegun had exploded. Itsremainslay shattered ontheruin
that had been Ottavio. It was indeed a miracle.

"Let us thank God," she whispered to Karel, taking his

Rules of (Mastery

Manis, in many ways, the pinnacle of Creation. Made in
God's image (or favored by the gods, at any rate), the sons of
Adam and the daughters of Eve savor the fruit of the Tree of
Knowledge and speak the many tongues of Babel. In many
ways, the magus isthe virtuoso, the superman. Standing above
hiscommon brother, hewields elemental powersand uncanny
insights. The priceof that Art isto he set apart from mortal folk.
From the moment of Awakening, new rules apply.

The game systems of Mage magick differ slightly from
the normal Traits discussed in Chapters |V and VII; the
basis of those rules, however, is the same, and it's pretty
simple. The following chapter covers the basic systems,
optional complications, story aspects and sample spells of
the Great Art. These rules require a bit of judgment and
imagination, but that's to be expected.

Magick requires nothing less.

Srecdom to Create

(Note: Again, theword "you" appliesto both the player
and the character.)

In The Sorcerers Crusade, magick is free-form. You
/ craft the spell you need when you need it. A magus is
magickal, aforce of changeincarnate; itwould beinappropri-
ate, then, torender al| possibleenchantmentsintoacollection
of generic "spells’ — especially since magi come from all
lands and cultures. So, in Mage, all spells are custom-made,
shaped by your imagination, knowledge and will.

That freedom carries two prices. The first isjudgment.
Y es, you can screw with the following system. Yes, you can
pull the moon from the sky and hit the bad guy over the
bead with it (in theory, anyway). Yes, you can argue for

hours over the particulars of each casting. This system isn't
ironclad, nor is it meant to be. A free-form rules system
presumes a certain amount of maturity. It grants that you,
the player, are more interested in telling a cool story than
in ruling the world. If that's not the case, maybe you should
be tapping mana points or something.

The second is the Scourge. That which you do; as the
truism goes, returns to you threefold. Sometimes it comes
back at you when you least expect it. In the Dark Fantastic
world, magick works; the ways in which it works aren't
alwaysclear. Sometimes, Dame Fortune steps in and smashes
you across the jaw with an iron gauntlet. When a wizard
reweaves Creation, he opens himself to that blow. In Mage,
as in life, nothing comes for free.

Casual Magick

In the modern world, many people consider magick-
impossible; to fight the weight of disbelief, 20th-century
wizards cloak their workings in "coincidences." In the Dark
Fantastic age, however, magick is totally plausible — so
long as it comes from the practices of the Art. Casual magick
flows from those practices; such spells seem like the will of
God, Fate, Fortune or the Devil.

In story terms, a magus uses acceptable rituals and
talismans to attune her will to Creation. In game terms, her
spells come fairly easily and are less likely to invoke the
Scourge. A magus whose rituals match the prevailing be-
liefsmay pull off some amazing tricks—flight, conjuration,
even shapechanging — without "offending” the estab-
lished order. That order, however, is changing; as new ideas
spring up, the concepts of what is and is not "possible"
change so rapidly that wizards are often caught unaware.
Thus, casual magick carries its own set of risks — what
worked today might not work tomorrow....

Vain (orVulgar) Magick

By setting himself above the Lord or the laws of
Creation, a magus commits the sin of Pride. Such vain
magick seems impossibly proud; by using it, the sorcerer sets
himself up to fail. In later days, such crassworkingswill he
called "vulgar"; these days, however, most people subscribe
to the idea of Divine regulation. Thus, vain magicks seem
to defy both possibility and reverence.

In story terms, vain spellstax the natural order; in game
terms, they become harder and riskier to cast. Workings
that defy the local belief system, or that spring out of
nowhere, put their caster in peril. Ironically, vain magicks
are necessary for the survival of magick; the shitting cur-
rents of belief are washing away the old ways.
Machine-magick — which in many places is considered
vain — is the next wave. To survive the coming flood,
mysticks must learn to disguise their showy Arts behind the
whims of Fortune — or to employ sheer will alone,
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So my sorcerer can kick butt, right? | mean, he's
using magick and people believe inmagick, so| cando
whatever 1 want, correct?

Not quite.

Casua magick still depends on belief; belief has
boundaries. Even at itspeak, Europeanfolklore doesnot
accept people who can snap their fingers and conjure
holocausts. Floating castles and armies of skeletons
appear in legends, but by the 1400s, such things are
considered fairy tales at best. Even the miracles of the
Bible occurred through the might of God, not through
hyper-powerful magi. In short, magick has its limits.

For quick reference, consder the following "lim-
its of belief in force in a European setting:

Vain Workings...

« Appear out of nowhere with ashrug of will.

« Involve elaborate machinery ("That will
never work!") rather than mystickal rites,

« Demand something from God or His agents
without some suitable favor, prayer or piety.

« Employ stylesfromforeign or aliencultures
(shamanism, Do, Tantra) that seem incredible to
European beliefs.*

« Quickly conjure huge Effects (the legend-
aryfireball spell); greatly distort or alter mass, material
or distance (shrinking acity, turning it into glass and
sending it to China).

If the Storyteller feels a spell defies the local
beliefs, she is within her rights to declare it vain.

Casual Workings...

« Call upon Divine or demonic favor through
pacts, prayers or sacrifices.

¢ Seem like accidents (like 20th-century
"coincidences’). Even then, however, some invoca-
tion must set the coincidence in motion.

Magick without belief is nothing. A magus weaves
Creation because she believes that she can, not because the
dots on her character sheet say so. It's really easy to confuse
the game terminology with the character sometimes, so let's
take a moment to discuss magickal styles and creeds.

In game terms, you use Spheresto craft your magician's
spells; these elements, described later in the chapter, allow
you to simulate a huge range of weaveries. No matter what
style of magick your sorcerer employs, the rules remain the
same. Whether she'sawitch, a priest, or an artisan, she uses
the same basic rules. So what's the difference?

Belief.

The Realms of Belief

« Employ prepared salves, potions, wands,
circles, dust, relicsor other items. (See" Ritual Tools.")

« Take rime to prepare, even if the casting
itself isquick.

« Enhance human abilitiesto apatent but not
extreme degree (allowing a man to run faster than
normal, but not faster than the wind).

If aspell seemsto fir within the limits of medieval
folklore, the Storyteller ought to consider it casual.

As a"cinematic example," use low-fantasy films
like Ladyhawk, Dragonslayer or Robin Hood: Prince of
Thieves to set the limits of casual magick. Really high-
fantasy stuff— Xena, Baron Munchausen—rides on the
far side of reality. The exact boundaries depend on the
Storyteller and the tone she wants for her game; even
then, Dame Fortune has a way of sneaking you some
arsenic. (See" The Scourge." ) Faraway lands, of course,
"accept" different types of magick — some of which can
get pretty wild.

Note that even casual spells can be difficult to
perform. The bigger the spell, the more successes you
need to cast it (see the Magickal Feats chart for
examples), and the more Resonance it carries. You
might be able to call upon Mammon to create aroomful
of gold, but it'll take 10 or 15 successes to do it. Even
then, that gold will carry an uncanny taint, and the
Demon Lord of Greed will consider you a debtor.

Isaroomful of gold really worth that?

* This works the opposite way if a European uses her
Arts in a distant land. Most cultures tend to have very
narrow concepts of magick at this time. A group of Mayans
may accept a Mayan sorcerer with a knowing nod, but a
Spanish Hermetic defies its worldview, thus, his Arts be-
come vain in the Mayan lands, even if those same spelts are
casual in hisown home. Asarule, ifawizard "ain't from
‘round here," consider his Arts vain.

In the "Breath of Life" section of Chapter IV, we
mention the importance of your character's beliefs. When

magick comes into play, those beliefs become important. |

The style the magus uses to cast her spells depends on what
she believes will work: The witch calls the corners, sum-
mons the spirits of the elements and invokes Brigid to
kindleaflame; the priest whispersaprayer to God, perhaps
intoning Psalms 5:8 ("Lead me, O Lord, in thy righteous-
ness...") tocall forthfire; the artisan, meanwhile, constructs
adevicethat sparkswhenthewheel isspun, ignitingasmall
cache of fuel. In game terms, all three magi use Forces 3/
Prime 2 to create an element that wasn't present before.
(See"How Do You Do That?" page 255.) The characters'
methods, on the other hand, are pretty different.

225
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The ease or difficulty of a casting often depends on the
magician'smagickal style. AcrossEurope, Paganwitchcraft,
Christian miracles, alchemy and Infernal maledictions are
fairly "acceptable" ways to work magick. Other styles, like
Taoist Artsor Y orubaashe, are strange, foreign, and therefore
| "invain." The tools your magus uses also depend upon her
practices, and thosetoolscan play important rolesintheway
atale unfolds. The witch cannot call up flame if she'srunning
acrossafield; the priest isout of luck on unholy ground; take
the artisan's gadget away and he becomes just another man.
So why can't magi just fling spells around? Because
thingsdon't work that way . Renaissance magick isan Artand
acraft that magiciansstudy for lifetimes. A setting inwhich
Awakened folks could simply conjure whatever they wished
out of thin air wouldn't bear much resemblance to the Dark
Fantastic world. The balance of power would be thrown way
off, with mortal humans cringing in wizards' chains, and
lesser magi trapped in eternal servitude. Some sorcerers do

incense, the rustle of embroidered silk and yellowed pages,
the cold snap of an unearthly breeze — than to simply state
"| cast afire spell with Forces 3/ Prime 2. Did | hit?*

Documentum: Helpful Terms

« Arete; The enlightened will; aso the Trait
rolled to create an Effect.

« Sphere: One of the nine magickal keystones of
Cregtion; aso a Trait that measures what a wizard
understands.

« Effect: Game term for a spell.

« Pattern: A material substance, as opposed to
"free" mystick energy. A wind, arock, aflame, adisease
— each of these is a Pattern filled with Quintessence.
The "Pattern Arts' manipul ate Patterns; with them, a
magus can change one thing into something different.

« Fortune Die/ Dice: Extradice, rolled with the
Arete, which determine the whims of Fortune. For
every five points in a mage's Scourge Pool, his player
rolls one Fortune Die,

« Conjunctional Effect: A spell that uses two or
more Spheres.

« Casual Magick: A spell that fits into the local
beliefs about magick or Nature. Examples; Changing
into a wolf by donning an enchanted skin; flying
through the air on a broomstick; whistling up a fire by
calling upon salamanders.

« Vain Magick: A working that seems impos-
sible, or that defies the orders of God and Nature.
Examples: Changing into a wolf by snapping your
fingers; flying through the air in a machine; throwing
afireball without demonic or elemental aid.

| e

Magickal Workings

| sail goe until a hare

W sorrow and sick mickle care

| sail goe. in the Devil's name

An while | come home again

— incantation attributed to a Scottish witch

Atitscore, theMage magick system issimple, based on
the samekind of Trait-versus-difficulty dieroll described in
the previous chapter:

« Step |: Decide what you're doing, and how.

« Step I1: Check to see whether your character knows
how to do what you want her to do. @

« Step |11: See whether or not you succeed. Simple
workings are easy; Complicated ones are more difficult.

« Step |'V: Reap the harvest of your success—or failure.

The Magickal Referencecharts (pages 238-241) sum
up the process in shorthand. Here, we'll go through every-
thing in detail. For the most part, you should be able to use
the basic rules without trouble. If all else fails, check the
"How Do You Do That?" section, the Documenti Magica
given by the reference charts, or the sample spells at the
chapter's end.

Stepl:
What AreYou Doing?

First, decide what you want your magus to do. Then
describe how shedoesit. Finaly, tell the Storyteller which
Spheres you intend to use to pull the casting off.

The first part is simple enough; the second involves a
bit of imagination and roleplaying. (See "Belief.") The
third draws from the " Spheres’ and "How Do You Do
That?" sections. Once you're familiar with those, the
process is easy enough.

Simultaneous Workings

A sorcerer may cast only one spell per turn, no matter
how quickly she may he moving. (See the Time Sphere.)
She can keep as many spells "running” as she wants; after a
while, however, it getsdifficult toconcentrateon them all
(+1 tothecastingdifficulty for every two spellsin use),

Casting Cime

Weavery often demands time; depending on the mage's
tools, her beliefsand thecomplexity of theworking, aspell could
take a few moments or several hours to cast. Some practices
require tasks like dancing, carving or singing before their spells
takeeffect. A wisemaguspreparesher spell ahead of timeand sets
it in motion with afinal mystick "trigger" (aword, arune, a
shattering of glass). In any case, spells are not cast without effort.
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I Step 11
| DoYou Know €nough to
| DoWhatYouWanted?

Now figure out if your character can do what you
wanted her to do, and whether or not she's successful.

The mystick Spheres reflect amage's understanding of
reality's elements. The more she knows about agiven thing,
the higher her Sphere rating will be. Provided she knows
what she's doing, a mage can do anything her Sphere rating
alows. (See that section for details.) Some workings might
aso require specialized skills from the magus who would
employ them. (See the " Optional Rules" sidebar.)

= Step 10:
DidYou Succeed?

= Diditwork?If so, how well? Didit fail?If so,how badly? This
2 step involves the success— or lack thereof — of your spell.

CheRell

To cast a spell, roll your Arete plus Fortune Dice. The
more dice you roll, however, the greater the chance for a
botch. Think of this as areflection of the pitfalls ot pride—
if you only need to expend a small amount of power to
accomplish something, throwing everything you have be-
hind it may be like using a thunderbolt to kill aflea.

Someone with ahigh degree of enlightenment knows the
W appropriate times to use force. A smart magus, then, uses as

iy little as necessary. Under stress, she still has a lot of power to
call upon. Mrigickally changing clothes, however, does not
require a lot of Arete. Using your entire Dice Pool to do so
would be a bit excessive and may be asking for trouble.

A sorcerer's magickal difficulty is based on the way she
chooses to cast her Art, Magick that stirsthe pot a little bit
w. — like changing the color of your eyes — isn't difficult.

& Things get harder if the spell obviously defies what most
people would consider possible— changing the color of your
': skin, for example. If some un-Awakened person is watching,

o the"weight" of hisdisbelief or fear makes the feat harder still.
@/ Modifiers (see below) can adjust thisbasedifficulty to

some degree.

« Casual magick's base difficulty is the highest Sphere
used inthe Effect + 3. If Mary Prior calls adistant cat to her
side — a casua Connection 2/ Mind 2 spell — her base
difficulty would be 5.

« Vain magick without a Seeper witness begins with adifficulty
of the highest Sphere + 4. If Mary teleported the cat, but did
so when no mortalswere around, her difficulty would be 6.
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4 « Vain magick with witnesses uses the highest Sphere +
! 5. Say Mary conjured the cat in plain view of her father; her
base difficulty would be 7.

« Even if it succeeds, any vain Effect earns one point of
Scourge — not a good thing!

Modifiers

A variety of circumstances — from high-stress situa-
tions to elaborate rituals — can make magickal workings
harder or easier to perform. The Magicka Difficulties
chart lists many such modifiers.

Reality has a somewhat consistent base, if for no other
reason than game balance. Assume that no modifier can
increase to or reduce adifficulty by more than three places,
total (+/- 3). Thus, no matter what Mary does, the mini-
mum difficulty to call her faraway pet would be 2 and the
maximum would be 10.

To avoid complication, we recommend using only one
or two modifiers at a time. Too many at once can slow the

—- How Many Successes Do | Need?

For the most parr, the size and compl exity of amagickal
feat determine the number of successes needed to accom-
plish it. The Magickal Feats table offers a few examples,
along with the successes needed to accomplish each act.

« In general, assume that a casting that alters only the
mage herself— prophecy, self-healing, all first-rank sensory
magicks, shapeshifting, etc. — needs only one or two suc-
to perform. Y ou have no one to convince but yourself.
| « An action that affects another existing object or
® being-—whether it's a telepathic link, possession, transfor-
mation, raw damage, whatever— needs at |east two successes
\\|!| tohave any sort of impact. Any less, and the magick fails,
« A spell that affects the world around the mage —
conjuration, weather control, shadow-walking, channeling
Quintessence, creating new creatures, — may demand
anywhere from one to 30 successes, depending on the
magnitude of the magick. Conjuring a flame on the tip of
your finger is easy; pulling the moon out of the sky is not.

Success, €ffect and Interruptions

Most spells are pretty straightforward — either you
| succeed or fail. Examplesinclude: changing your own shape,
magickal brainwashing, conjuring or creating some being or
object out of thin air, or passing through the Gauntlet and
into the spirit world. Such all-or-nothing magicks demand a
certain number of successes be rolled before the spell takes
effect. Simple actions are easy; more complicated ones,
however, may take time and effort, i.e,, extended rolls, to
compl ete, The Degr ees of Success table handlesthese cases.

Other spellsare cast with an immediateintentin mind—
to cause or head damage to sense something, to influence
somebody's mind, or change an object's shape, etc. The amount

of damage, benefit or influence you exert depends on how well
youroll. Thebetter youroll, the more effect the magick has. The
same goes for duration; the better theroll, the longer the Effect
lasts. See the Damage and Duration table in these situations.

If an all-or-nothing action (i.e., setting a bam onfire) also
inflicts damage or lasts for a while, use the Damage and
Duration tabletofind out just how much harm itdid or how long
it lasts. Base the result on the number of successesyou rolled.

Under ideal circumstances, awizard can take aslong as
she needs to work her Art. In combat or other stressful
conditions, however, she might be interrupted before the
Weavery is finished. |f someone stops the mage before she
gathers the successes she needs, assume either:

« that the magick hasonly limited effect, like apartial
success;

e or that it is completely lost due to interference.
Damage, in this case, would be based on the successes that
had been rolled before the disruption.

Rituals and €xtended Magick Rolls

A magus can accomplish most feats with little diffi-
culty (onetofive successes). Theterm "magickal working"
came about for areason, however; large or complex spells
demand extra time and effort. In story terms, the magus
must perform a magickal ritual; in game terms, her player
must make an extended roll, gathering enough successesto
finish the job.

Magicks that might require extended rolls include
Summonings, complex creations, weather-witchery, strong
curses, distant scrying, Cray drainings, Horizon Realm
creations and other powerful acts of will. The Storyteller
may decree that one roll may take game-time hours instead
of turns, depending on the magick involved.

The essential rules for extended rolls can befound in
Chapter VII. Extended magick rolls work the same way,
withthefollowing qualifications:

« The Scourge "circles’ during an extended ritual; the
bigger the magick, the nastier the potential backlash. Each
roll after thefirst adds one more Scourge point to abacklash's
total. If Caesario the Fool botches a vain Entropy 4 casting
after three turns of extended rolls, he receives seven Scourge
points if he was acting alone and 12 if he cast the ritual in
public.

« If you fail aroll, you may continue rolling at +1
difficulty (per failure), until the ritual is completed or the
magick is somehow disrupted.

« If the roll botches, you could choose to spend a turn
and a Willpower point to avoid fouling the affair. By
spending the Willpower, your magus keeps the magick
going— barely — but loses all previously rolled successesin
the process as well as the Willpower point. From there, he
must roll at +1 difficulty until he finishes.

A second botchwill utterly destroy theritual andbring
down the Scourge....
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A « If theritual isdisrupted by an outside force— likean the magus continues to use Quintessence. If Mary taps /f/ _‘/,l
T Tani
) at difficulty 8 or botch the whole Effect. up to three points of Prime Force per turn, reducing her
—- Rituals are best performed in secret, with elaborate difficulty by three each turn, until either she falters or
PR the difficulty cannot be reduced by more than three. A mage can use whatever personal Quintessence he J;
' has to reduce his difficulty. Employing outside Quintes- || ¥
i By channeling Prime Essence through his Art, a Prime 3. Once this spell is cast, it needs no additional
mage can reduce his difficulty by one to three points. attention for its duration. (See both "Duration," below,

|I attack or a distraction — you must make a Willpower roll  the power of a magickal stream (her Cray), she could use
|
preparations to reduce the difficulty of the roll. Even then, the stream runs dry.
(15“18 Qlllntess&‘“fc sence (Tass, a Cray) this way requires an additional use of
This works like any other modifier, but lasts as long as and " Simultaneous Workings," above.)

Thefollowingoptionsgiveyou someleeway and help
addresscertain questions. Y oudon't have toemploy these
systems in your game, nor are you "required” to use them
every time asituation comes up. Just leave them for the
times when the option seems important or appropriate.

Mundane Knowledge (Step 11)

Really complex teats — like priming and firing a
cannon — may require some mundane knowledge in
addition to magickal wisdom. A cannoneer's Storyteller
iswithin her rights to require the Artillerist Skill from
any character who wants to use a bombard. Y ou might
understand Forces, but if the science of gunnery isloston
you, you're not going to be able to make a cannon fire.

Only truly complex featsdemand specialized knowl-
edge. Storytellers should let common sense, rather than
hard rules, dictate when and how mundane skills are
necessary. Although really advanced feats— likeforging
asuit of armor — might demand three or more dots in a
particular Trait, no roll is needed. Magicians can aso
utilizetheir skillsto maketheir magickseasier (see" Per-
mutations," page 243), or as parts of alarger ritual.

Common "mystick" skills include Animal Ken,
Artillerist, Crafts, Dancing, Do, Firearms, Hearth Wis-
dom, Herbalism, Invention, Linguistics, Medicine,
Metaphysics and Science. Feats that might require mun-
dane Knowledges include animal transformations
(Animal Ken), curing aplague (Medicine), working a
war machine (Artillerist, Crafts), literally dancing upa
storm (Dancing, Expression), or summoning anarchan-
gel (Metaphysics [Celestiography] and maybe Occult).

Automatic Success (Step 111)

A skillful magus can perform simple trickswith-
out much to-do. If the esteemed Lady Carla Gianni
wants to light a candle or two with awave of her hand,
or sharpen her fingers into claws, she can — if her
Arete is at least one point above the necessary diffi-
culty. A casual Rank One Effect, for example, would

require an Arete of at least five; Rank Two, six; Rank
Three, seven, and so forth. Such spells last only a turn
or two, hut work long enough to get the job done.

To speed up play, a Storyteller may let her troupe's
magi automatically succeed with simple spells regard-
less of their Arete, so long as they possess the Spheres
to do so. This "generosity” depends on the Effect, the
circumstances and the player, (See "Workings of the
Art," in Chapter VI.) Attacks, complex creations or
other huge or damaging Effects should not be alowed,
hut simple bitsof roleplaying ("1 adjust my eyesto seein
the dark") don't always require die rolls.

UsingWillpower (Step 111D

Since magick is, by nature, an effort of will, the
Willpower Trait conies in handy when using the Arts.
Both applications use temporary Willpower points,
not permanent ones, (Details on Willpower arid Quin-
tessence can be found in Chapter 1V.)

« By spending a point of Willpower, the wizard
can get one automatic success on his magick roll.

« Through sheer will, amystick can undo amagickal
botch by spending a Willpower point to counteract it.
This does not give the mage a success — his spell still
fails— but it shields him from an impending Scourge.

Waves (Step 111D

I1f Creation is apond, then magick stirs its surface.
After a while, even the smallest ripples can cause
waves. If your sorcerers are overusing the Arts, their
actions might make future magicks difficult.

As an optiond rule, a Storyteller can impose an. addi-
tional +1 difficulty to magick difficulty rolls for every five
spdlscastinasinglescene Thispenalty addsup (+1 difficulty
after five, +2 difficulty after 10, and so on) but ought to apply
to large castings (shapeshiftings, explosions, Summonings
and such). Minor spells — perception magicks, Attribute
increeses, objects disappearing into pockets — should not
invoke the penalty unless they get really out of hand.
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Soyou'vecastyourspell. Whetheritworkedor nor, the
magick will probably have some effect. This step tells you
what those effects might be,

Range, Damage and Duration

The etfects of amagickal feat are based on the successes
rolled:

« Under most circumstances, a male's Arts can affect
anything within her normal sensory range. Subjects on the
edges of that range— far away, under cover or obscured by
smoke, tog or other obstructions — add one to the magick
roll'sdifficulty. Connection magick can dramatically expand
the mystick's sensory range; a mage with fewer than three
dotsinthat Sphere, however, must cast long-distance Effects
at +1 difficulty dueto her inexperience with such extended
perceptions. The Connection Sphere must be used if a spell
issupposed to affect somethingontheother sideof aharrier.

As aquick and dirty rule, figure that a spell can affect one
subject within easy reach per success, unless it includes some
largeareaby itsvery nature—anexplosion,awall of thorns, etc.

« Damage: isfigured by multiplying your successes. (See
the Damage and Duration chart.) Healing works the same
way, but "repairs" the damage rather than causesit.

« Likedamage, an Effect'sdurationisbased onthechart

results. This usually applies only to magicks that could last

a while — sensory magicks, mental spells, shapeshiftings, ¥
transmutations, etc. Damage is usually immediate, while
created, summoned or conjured items are often permanent. |

Some Spheres, by their nature, add or subtract successes
when they're used. Forces Effects add one success when used
(or damage; Mind attacks subtract one successwhen used to
inflict damage, while Entropy itself does no damage until the
fourth rank. Until then, it can only inflict indirect damage by
causing objects to fall or striking weak points.

Other Sphereshavespeci ali zed uses, Connection magi ck
works across great distances. Use the Connection Range
chart tofind out how many successes awizard needs to link
two places, peopleor itemstogether. Spirit Effectsmust often
work against the Gauntlet, and the strength of this harrier
varies from place to place. Use the Gauntlet chart when (
some Effect must pierceit towork. With Time, amystick can
look across different time spans; use the Time Sphere chart
to figure out how far in the future — or past — a seer can see.

These modifications apply whenever the Sphere is
used in asimple or conjunctional Effect.

Most magicksfade or need to be replenished over rime.
Truly permanent results are possible, but Storyteller's may
require twice the usual successes to make them so.

« Combining damage with duration (that is, inflicting
damage over aperiod of time) can be done at the Soryteller's
optionby addi ngthenecessary successestogether. | Porthos
wantstomakeawitch-hunter suffer, hecanadd theamount
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| of damage his player rolled (three successes, or six Health
Levels) to the length of time he prefers— over one day, or
three more successes. Thus, Porthos' player needs a total of
six successes. Thisisanoptional rulethat addsflexibility at
the risk of complication or rules abuse.

« Any physical attack. — a lightning bolt, magickal
blade, leprosy— that hitsasolid thing can be soaked by the
target. Vulgar acts of pure magick, which attack avictimon
a purely mystickal level (transformations, sudden aging,
possessions, etc.) cannot be soaked, nor can mental attacks.

Most magickal attacks cause normal damage; the Aggra-
vated Damage chart illustrates more severe injuries. (See
"Mortality" inChapter V11 for thediffer ent typesof damage.)

If several different Spheres are used in a spell, the
damage comes from the "largest" Sphere. A Forces Matter
attack, for instance, would inflict damage asaForcesspell;
a Mind/ Life attack would deal out harm from the Life
Sphere, not the Mind one. Damage cannot be "stacked" by
combining Spheres together— it comes from oneroll only.

Dodging and Resistance

A target who'saware of an incoming magickal attack may
choose to dodge it (if the attack is material) or resist it (if it
involvestheMind). ThefirstrequiresaDexterity + Dodgeroall;
the second requires a Willpower roll. The difficulty of either
avoidance is 6. Like any other form of dodge, each success the
defender rollssubtractsonefromtheaggressor'smagi ck successes.

« Direct attacks (lightningbolts, falling buildings, blasts
of energy, hailsof stoneand such) canhedodged like any other
physical assault, so long as the victim knows the attack is
coming. Mostdirect assaultsarevisible; invisibleonescanstill
be detected with a Perception + Awarenessroll, difficulty 8,

« Mental attacks (commands, possessions, mind
) crushes, telepathic bonds, brainwashing) can be countered

by aWillpower roll if the defender is aware of what's going
| on. This often makes Mind magick a slow and subtle Art.

Countermagick

Essentially, countermagick is a soak roll used for undoing
magickal Effects, and unweaving takesan existing spell apart.
All of them require an one-turn action. (Details about
countermagick and unweaving can befound in the" Permu-
tations' section,)

The basic systems are as follows:

« Countermagick requires an Arete roll, difficulty 7.
Each countermagick success cancels out one of the
opponent's magickal successes.

« Unweaving is an attack upon an existing enchant-
ment. By rolling her Arete against difficulty 8, a magus may
cancel out one success in the Effect for every success she
wins. Thistakesone turnperroll; abotch during unweaving
means the sorcerer must begin again from scratch.

Any of these actions, if successful, might cancel out or
diluteamystick spell.

Sailure

Whenyouroll fewer successesthanyouneed, or if your mage {
is restrained or incapacitated before she can finish, the magick | %
fails. Failure is smple; the spell has little or no effect. Depending |
onwhat the character wantedto do, thismight heapartial success |
or complete failure. (See the Degrees of Success table.)

Botching

If youbotch therall (roll more"ones' than successss), your |
magus blows the spell and gains the following Scourge points:

« |f the spell wascasual, she gets one Scourge point for
every dot in the highest Sphere she was using. If, for
example, shewastryingtocastaLife4/ Prime2ritual, she
would gain four points of Scourge.

« If the Effect was vain without witnesses, she gains one
point for every dot in the highest Sphere, plus one. The |
aforementioned mage would now earn five Scourge points. {l\‘_

« If the Effect was vain with witnesses, she gets tw
points for botching a vain action plus two per dot in the
highest Sphere used. The unfortunate from the first two'%
examples now gets a total of 10 Scourge (look out...).

"Witnesses," by the way, means Sleepers who are N
physically present and abl e to observe asorcerous act. Their
belief, or lack of it, shifts reality's balance. Note this still
holds true around mortals who believe in your kind of
magick. The average man fears sorcery — as he should! —
and wants to keep it at arm's length. Or, as many peasants
have been wont to say," God'll punish ye for that!!"

Che Scourge

is wisdom.... The integrity of the upright shall guide them, but
the perverseness of transgressors shall destroy them.

— Proverbs 11:2-3
agick has never been an exact science;
inthesetopsy-turvy days, however, even
themost reliable Artsbackfirein unpre-
dictable fashion. But is this so-called
"Scourging" as unpredictable as people
like to believe?
Well, no. Not always.
A magician'sdeedscome back to help orhaunt him. ThIS ,.\

is one of the costs of magick: to feel the kiss of Hell and the !
wrath of Heaven. Magick itself is neutral, but it is shaped by
human intentions. Those intentions— good or ill — dog the
magus and his Arts. Hence, the consequences of ill fortune
bear themage'sown sedl onthem. That whichyoudowill come
back to you. The only uncertainties are timing and form.
Sometimes you get what you deserve; othertimes you get
theopposite. DameFortuneisaficklemistress,andmagi spend
alot of time in her bed. The purest magus might feel the
Scourge'ssting across hisback, while an insufferably evil one

ot M =
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¥ hearsmarksof favor. Some el ementsof magick areuncontrol -
lable; in the end, Dame Fortune walks away laughing.

In story terms, the Scourge cracks down from the
Heavens at unpredictable times; sometimes it hurts — a
Bane — and sometimes it helps — a Boon. In game terms,
a Fortune Die determines the whims of Lady Luck; when
that luck strikes, your actions up to that point determine
what happens.

Systems

In game terms, the Scourge works like this:

* Whenever you make an Arete toll, add one Fortune
Dieto the pool. Ideally, that die should stand out from the
others (being a different, color, different size, etc.).

« Check the Fortune Die. If you get a "one," suffer a
Bane; if you roll a"10," enjoy a Boon.

« Expend your whole Scourge Pool if a Boon or Bane

¢ catastrophe or amiracle. (See the Scourge Point Total chart).
, *TheStorytellerdescribestheScourging. Y our character's
actions influence the backlash. (See below.) Depending on
the size of the Poal, the event and the Storyteller's discretion,
the results might last aturn, ascene, astory, or longer.
« For every five points in the Scourge Pool, add one
more Fortune Die. If one die indicates a Bane and the other
a Boon, the Bane takes effect. If several dice demand a Bane
or Boon, something big is going to happen....

« Don't bother rolling a Fortune Die for minor
castings (perceptual magicks, self-empowerment). If it
seemslikethe maguscould performasmall task with-
out aroll (see " Automatic Success'), let her do it and
get on with the game.

« If acatastrophe comes up, you might want to sit
on it for a while and spring it at an appropriate time.
Don'tlet thedicerewrite thetalefor you. Simply make
anote that "Mary's in big trouble now..." and move on.
The same applies to miracles. Save one for a good
moment and continue with the tale until then,

« Determine Boons and Banes through the 10
virtues and vices given below. Don't feel compelled to
use the examples as your only options; feel free to
createyour own "rewards." For that matter, don'tlimit
yourself to virtues and vices; the Scourge strikes in
many ways. (See " Other Forms of Backlash.")

« Go with your instincts. If a player seems to he
running a bloodthirsty witch, let Resonance kick her
ass. If, on the other hand, the magus acts virtuously,
allow Fortune to shine on her.

Storyteller Hints for the Scourge

Avoiding a Backlash (Optional)

So do you exist at the mercy of the Scourge? Not
completely. All magi feel itsbice, but there are certain ways
to stave off the worst effects:

« Purification: A prerequisite in almost every mystick
discipline, purification helps you center yourself, slough off
Resonance and approach aritual with clarity and devotion.
To purify himself, asorcerer should retire from all compan-
ionship, attune himselfto Creation and Divinity, and perform
somesort of cleansingritual (prayer, fasting, bathing, trance,
etc.). Every sooften, it'sagood ideato purify yourself anyway,
lest ill fortune taint your magickal workings.

In game terms, the character must successfully meditate
aonefor at least one day for every point in his Scourge Pool.
He cannot do anything else during this time; otherwise, he
loses any benefit whatsoever and returns to his old Scourge
total. The Storyteller may, if she wishes, ask for aPerception
+ Meditation roll (difficulty equals mage's Scourge Trait,
maximum 10); thislast option might betoo complicated for
some troupes, however, and may be ignored.

« "Straightening: Intime, the Scourge's effects bleed
off slightly. A maguswhoavoidsusingmagick "straightens"
himself, much as an unstrung bow returns to its old shape.

In gameterms, Scourge pointsfade at arate of one point
per week, assuming the magus forswears magick during that
time. Any spell cast during that timeimmediately undoesthe
"straightening,” leaving the Scourge Trait at its previous
level. If themagushasacquired morethan 10 points, " straight-
ening" is not an option. Something has to give — and will.

« If al else fails, take the mage's last action as a
demonstration of her virtue or vice. Did she create gold
to feed a poor man? She's being generous. To enrich
herself?0bviously,she'sgreedy.

« Think dramatically; Resonance works in powerful,
symbolicways. Don'tgetwrappedupinthe”right" way to
run a Scourging — just do whatever you think is appro-
priate, (See " Symbolism" and " The Magickal World"
in Chapter VI for other suggestions.) Folkloreandfairy
tales provide plenty of inspiration for Scourge effects,

« Boons and Banes do not have to come across in
game systems — story elements are just fine. Minor
events usually affect the magus in some subtle way;
significant backlashesstick aroundforawhile, andcan
be pretty uncanny; catastrophes and miracles unleash
obviouslymagickal forces, andusual ly leaveanimpres-
sion on the world at large.

« Resonancegives magick life, turningaroll of the
dice into amystickal event- It fits the setting, too; in
Mage, all things have consequences, especially when
magick's involved. Nothing comes for free.
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...all sorts of conflicting tendencies and lusts drive the heart
to the manifold sins of uncontrolled love, hate, envy and
pride...._When we speak about thisgreat ruin of human powers,
we are talking about free will.

— Philipp Melanchthon, OfHuman Strength and Free Wil

A magus is what he does. Caspar the Alchemist, for
example, has always been fascinated with pestilence and
death. Over theyears, hisresearch haseaten away a. him; now
Caspar carriesthepriceof hisstudies—he'sawealthy, urbane
man with the soul of aplague. Beneath hisrich robes, Caspar's
fleshboilsandrots. Despitehispolished mannersand el oquent
charm, the a chemist repul ses people who possess any kind of
. intuition. The Resonance of death infects him on every level.

Resonancecolorsamagusin subtleways; aweather-witch
brings the breeze with her, while abird-shaman resemblesthe
hawk he calls friend, Among magi, this is normal. In a
Scourging (good or had), that Resonanceflares; suddenly, the
witch speaks in cold winds and the shaman grows hawk
markings. Really weird effectsburn the Scourge off quickly, hut
7 the traces can linger for days or months afterward. (See
? "Resonance’ in Chapters | and VI for more details.)

Inmagick, virtueliterallyisitsownreward: Boonsflow
from virtuous actions, and Banes seep from sinful ones.
When a sorcerer follows the path of virtue, her Resonance
takes a helpful form; when avarice or greed drive her
passions, those vices poison her Arts. Caspar is not what
you might call the most virtuous of mysticks, and his
punishment rides him like a night-hag. Virtues and vices
, take mystickal energies and give them direction.

In game terms, the character's most obvious motivations
determine her Resonance. When a Scourging occurs, base
$ \_ the results on the virtue or vice the magus embraced at the
wizr ) time of the backlash. Was she acting greedily? L et her pay the
4| price! Did she use her Arts to help poor folk? Then Divine
¥ favor may follow her... or may not, depending on Fortune's
whims. Either way, the sorcerer's actions influence her fate.

Christians speak of the Cardinal Virtues, the Theological
Virtuesand the Seven Deadly Sins; Pagan cul turesrespect three
additional virtuesandvices. Other cul tures, especiallyMuslims,
Jews and Buddhists, have similar ethics; the idea of "mora
behavior" was not invented in the Ten Commandments, after
al. Virtueand thelack of it arefairly universal idess.

« The Cardinal Virtues: Fortitude, Justice, Prudence,
Temperance

* The Theological Virtues: Faith, Hope, Love

« Pagan Virtues: Courage, Generosity, Trustworthiness

¢ The Seven Deadly Sins. Avarice, Covetousness,
Envy, Gluttony, Lust, Sloth, Vanity (Pride)

« Pagan Vices: Cowardice, Deceit, Stinginess

From a character standpoint, you might want to em-
phasize the importance of certain virtues or vices over
others. A Verbena probably wouldn't care much about the

_— I

Christian virtue of Temperance, but would hold Courage
quite dear. Each virtue and vice features a few suggested
"echoes" at three different levels— minor event, significant
backlash, and catastrophe or miracle. When a backlash oc-
curs, the Storyteller may take her cue from these examples.

Naturally, avice could present a Boon (or avirtue, a
Bane) if the Fortune Diegivesa"sinful" character good luck
(or avirtuousone, bad luck). If Mary, for example, holds to
her Faith despite ill fortune, a "Bane" roll might sap her
devotion just when she needs it most; Caspar, on the other
hand, might get a Lust Boon and attract some sick syco-
phant tohisside. No, Creation isn't alwaysfair. Bad things
do happen to good people, and sins often breed prosperity.
Some examples of "reverse justice" are given below,

Virtues

« Courage: Boons: The magus gets an extra point of
Willpower, which lasts until spent; a surge of confidence
energizes the magus and all her associates, giving each of
them one point of Willpower; aspirit or angel comes to the
wizard's aid just when things look darkest. Bane: At a
critical moment, the sorcerer cowers and flees.

« Faith: Boons: Inspiration shines from the sorcerer,
unburdening her soul or giving hope to another person; the
magus gains a point of the True Faith Merit (or an addi-
tional point if she already has the Merit) for the duration of
thescene. (SeeChapter |V for details.) SomeOtherworldly
entity grantsthe magusatemporary favor—ablast of light,
a surge of strength, a totem animal.Bane: A crisis of faith
drops the wizard into a depression — or worse.

«Fortitude: Boons: A surgeof energy allowsthemagusto £
keepgoing (physically or otherwise) long after anormal person 4
would havefaltered; thesorcerer gainsaWillpower point (see
above) or winsaWillpower roll he desperately needsto make;
a stroke of luck allows the magus to survive something that
wouldhavekilledhim,ortoperformafeatthatwouldnormally
have been beyond his powers (lifting a portcullis, leaping a
span, calling down lightning). Bane: Weakness cripples the
once-hardy magus—isitsickness, sadnessor somehiddensin?

* Generosity: Boons: The mage wins some lottery,
gameof chanceor other payoff; hispocketsalwaysseemfull
of whatever he needs, so long as what he needs goes to help y
other people; spirits of giving offer the magus areward for [}/
his own openhandedness. Bane: Thieves, beggars or ill
fortune rob the magus of everything he has. AR

* Hope: Boons: With inspiring words or prayers, the \\-;‘j
sorcerer restoreshappinesstoaforlorncharacter; themage's
sense of optimism is correct — he wins some contest or test
automatically; asudden changeof fortune turnsahopeless
situation into a victory. Bane: The magus goes blind for an
indefinite period of time, or fallsinto a deep sadness.

« Justice: Boons: The sorcerer's strength of character wins
over hostile witnesses or judges; uncanny insight allows the
magetotell truthfromliesfor asceneor two; thewal l sof aprison




‘- literally come tumbling down. Bane: Some spirit or human
justicar condemns the magus tor a crime she didn't commit, or
imprisons her in an earthly or Otherworldly dungeon.

« Love Boons: The magus inspires great and lasting
affection between two people; his love carries him through
somedireevent (abattle, torture, etc.) without lasting harm;
an angel or other spirit bestows a gift of love on the magus.
Bane: Someone the wizard lovesturnshim away, or someone
he doesn't want to love contracts a great passion for him.

* Prudence: Boons: A wise choiceyields great rewards
(theduke listens, the investment pays off); asudden insight
| changes the sorcerer's course of action for the better (that
is, the Storyteller giveshim good advice); the magusgets an
extra dot of Wits or Intelligence for one scene. Bane: One
foolish choice turns into a howling disaster.

« Temperance: Boons: Confusing situations don't dis-
orient this magus! He remains clear-headed amid chaos;
characters who indulge while the mage remains sober do
something realy stupid — something that benefits the
magus; a mystical entity grants the temperate one a dot in
Stamina or Willpower for the rest of the story, so long as he
¥ remainssober. Bane: Onedrink turnsthemagusintoaraving,
stupid drunk. Worse, the drink needn't be intoxicating!

« Trustworthiness: Boons: A suspiciouscharacter lets
down his guard for the mage; animals or magical beasts pay
tribute to the sorcerer's honesty; even enemies trust the
magus, and lay down their arms to settle their differences.
Bane: No matter what the magus says or does, her compan-
ions turn on her — or perhaps she only thinks they do___

- Vices

* Avarice: Banes: Greed overwhelms the wizard's
common sense; thieves descend on the magus, trying to
take whatever he possesses; all the mage'sgold turnsto dust.
Boon: A stroke of luck gives the magus a big payoff at
someone else's expense.

« Cowardice: Banes: Everyone disdains the sorcerer
for hislack of courage; no matter how hard he tries to act,
thewizard isliterally paralyzed with fear; the mage's skin
turnsjaundice-yellow and he shiversuncontrollably. Boon:
The magus literally disappears when he tries to hide —
until he takes some aggressive or assertive action, he
remains silent and invisible.

« Deceit: Banes: No one trusts the magus, no matter
how sincere he might be; everything the wizard says
becomes a lie, unless he tries to lie, in which case, it
becomesthe brutal truth; adisguised demon comesto trap
the magus with guile and temptation. Boon: Whatever the
mage says for the next scene or two sounds like Gospel to
whoever's listening.

« Envy: Banes: Voices in the mystick's head start
telling her how she needs what someone else has; she cannot
rest until she steals something from wherever she might be;
the maguswinds up exiled to aRealm where no matter what
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she has, everyone has something better, Boon: The magus f
acquires some valuable item she covets.

« Gluttony: Banes: Themagusiscompelledto eat every bit
of foodinsight; no matter how much he eats, thewizard remains
painfully hungry; the wizard swells to grotesque proportions, or
goes gaunt unless he eats constantly. Boon: The sorcerer can eat
anything remotely edible (rotten meat or poisoned ae, as
opposed to daggers or stones) without ill effects.

e Lust: Banes. The wizard becomes physically and
emotionally insatiable; pursued by admirers, he'sdriven to
copulatewith everyonewho comeshisway; lusty demons or
spirits arrive to take advantage of the mage's... condition.
Boon: The sorcerer has lovers — possibly several at once —
no matter how foul or rude he might be.

« Sloth: Banes: The mage tires easily — too easily; no
matter how important the occasion, the wizard cannot stop
yawning or dozing off; he falls into a deep, death-like sleep
for hours, days or even weeks. Boon: When he awakensfrom
sleep, themagusfinds himself cured of any illness or wounds
he might have suffered.

« Stinginess: Banes: No one wants to give the magus
anything; all the wizard's wealth somehow winds up in
other hands; he finds himself in aprison or Realm where all
things retreat from his touch. Boon: The wizard cannot part
with anything for long. Whatever he gives away returns to
his hands soon afterward.

« Vanity (Pride): Banes: An obsession with her own
beauty drives the magus to strange activities (combing her
hair in afight, glancing in mirrors everywhere she goes); the
mage's skin wrinkles and spots; she finds herself trans-
formed into ahideouscreature, or attracts obsessed admirers.
Boon: The wizard becomes more beautiful than she could
imagine; for one day, her Appearance Trait risesto 5 (or 6,
ifitwas5 already).

« Wrath: Banes: The mage lashes out at every distrac-
tion; his skin turns red and hot, and steam rises from his
pores; thewizard literally eruptsin afrenzy, or explodesin
afirecloud. Boon: Anger strengthens the mage; his attacks
gain an additional die of damage for the duration of the
scene, and he never grows tired.

Other Sorms of Backlash
(Optional)

Resonance isn't confined to virtues and vices. Many
sorcerers manifest strange Boons and Banesfrom their Arts
— either from their affinity Spheres or from the spell that
finally "caught up with them." Such effects can range from
the obvious (a fire spell sets the magus on fire) to the
indirect (the same spell ignites every candle in the room at
once). Whatever form it takes, the Scourge represents
"poetic justice." That which you do does indeed return
several times over.
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F Witch Marks

A minor but perilous Bane raises small black markson the
magician's skin. Beneath those marks, the witch feels no pain.
Inquisitors love to stick pinsand hot irons into the blemishes;
if the victim feels nothing, the hunters ready her tor trial....

Witch marks manifest after awitch suffersasmall surge
of Scourge energy (one to five points at once); not every
magus gets them, but those who do seem to get them all the
time. These little Judases often assume an unusual shape —
large moles, mystick sigils, runes or symbols. When the
Scourge fades (or a Boon manifests), the marks go away.

Che Devil’s Brand

Really violent magi get really violent results. The most
literal Scourge Bane burns a magus with spectacularly
aggravated damage — he hursts into (lames, shatters into
pieces, gets struck down by a thunderbolt, or suffers some
other horrific punishment.

Generally, this Banefallson Daedaleans, elementalists
or Infernalists; in game terms, the backlash strikes a magus
who has between 10 and 20 points in her Scourge Pool —
one who seems to "deserve" a catastrophic Scourge. Each
point in the Pool gives the Storyteller one die to roll for
damage (difficulty 6); each success inflicts one aggravated

R

Health Level. Unlike most forms of aggravated damage, ,fll
this can be soaked — it's too deadly to consider otherwise! 474 /
Even then, a strong backlash can slay a wizard in one blast. :

A really huge explosion — like an exploding cannon
— burns everyone in the area. In this case, divide the
damage by the number of people within afive-yardradius of |
the Scourge center. Artificer "misfires” kill whole artillery | | §
crewsthisway. A Boon "backlash" can heal adyingcharac-
ter hy the same amount of damage that the Bane wouldve
caused. It cannot, however, heal several people at once.
Miracles have their limits.

Witchwalks

When the air suddenly turns cold, when grasses g
wither and water turns to ice, a Scourging has tilted the)
world around the mage. Such witchwalks give rise to
folklore— milk sours, hellsring and footprintsdisappear
as the wizard passes by.

. . . . >,
earthquake, etc. — might spring up during a rea crisis.
Obviously, anyone can sense a witchwalk, and anyone with
aclue will know that a magus is present if a shift occurs.
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\ Scourgelings

Man has a tendency to overreach himself — to forget
his place in the cosmic order. Once in a while, an
Otherworldly entity appears to set him straight. In later
days, thesecreaturesmay heknown as"Paradox spirits" for
the paradoxes they seek to undo. In this age, however,
mysticks see them for what they truly are: agents of God,
Satan or the gods, come to assert dominion over an
offending magus.

A Scourgeling's arrival may be heralded by a clamor
— winds rise, fires blaze, animals run away howling — or
it might occur in silence. Some of the stealthier entities
appear only to their victims (see the Appear Charm
under " Spirit Rules,” Chapter VII) and seek to drive
them mad. Shamans, clerical magi, Hermetics and
Infernalists meet such spirits most often, but Daedalean
nemeses — sometimes known as "goblins" or "hobgob-
lins" — have been recorded, too, Some spiritssimply warn
their targets or bedevil them with minor mischief; others
attack or whisk their victims off to unearthly prisons (see
below) where the magi work off their crimes. The severity
of the attack corresponds to the size of the backlash; a
small stirring merits a warning, while a catastrophe her-
alds harsher punishment.

When Dame Fortune smiles, an angel, totem animal
or demonic patron arrives to aid the magus. As always,
the wizard's belief determines the helper: A faithful
Christian will meet her guardian angel, while a Hindu
would see an avatar of Durga or Hanuman. Such aid is
brief — a scene at most — but often critical. Naturally,
afaithlesswizard shouldn't hold hisbreath waiting for an
Otherworldly protector. You get what you believe in.
(Crusade Lore and The Bygone Bestiary include a few
noteworthy Scourgelings; the spirits in the Appendix
might serve as Otherworldly punishers, too. For more
details, see Chapter VII.)

Imprisonment

Some spirits come to drag the offender off to an
Otherworldly hell. A really severe backlash (10 points or
more) might open a path to aRealm: Creation itself yawns
wide, inhal es the magus and condemns her to punishment.

Sometimes, the Realm corresponds to the mage's Arts
or sins. A necromancer might be stranded in an endless,
empty graveyard, while avain magician finds himself in a
room without mirrors (or with too many of them, al
reflecting his imperfections). It's never easy to escape such
a place, and using magick only makes things worse: The
graveyard might suck the sorcerer into the earth, while the
mirror room makes the mage grow homely. Nevertheless,
there's always away out — the magus must recognize his
mistake, make amends if possible, repent his hubris and
forsake his Arts. Given the stubbornness of some magi-
cians, this might take a long while....

In game terms, a Realm drags the magus (and some- [
times his companions) into itsmaw and slamsthe door. As
a Storyteller, you should set aside time for an imprison-
ment tale — such events can throw a chronicle out of
whack if used randomly. (See " Other Types of Games"
and " Seekings and the Daemon" in Chapter VI for
suggestions on the practical side of things.) Imprison-
ment is a Bane only; while some tales speak of prophets
drawn up to Heaven, such acts of God are not meant for
mortal men.

Cternal Scourging

Sometimes, a magus changes himself so radically that
he takes Scourge energy into his body. If he wants those
changes to become permanent, he must pay the price.

Normally, transformations that make a magus obvi-
ously inhuman — Attributes boosted beyond 5, grafted-on
Devices, claws, extralimbs, etc. — last only ashort time;
permanent changes give the magus permanent dots of
Scourge energy. For every dot that exceeds human At-
tributelevelsorevery skin-grafted M agi ckal Treasure, add
one Scourge point; for every odd change (set of horns, set
of claws, new arm), do the same. These dots count against
the magus whenever a Bane (not a Boon) appears, hut do
not go away when the backlash ends. Thus, Tezghul the
Insane suffers two permanent dots in his Scourge Pool for
his boosted Strength and Stamina. (See Appendix.) His
vanity marks him wherever he goes.

Yes, this"punishment" also applies to the subjects of
a wizard's enchantment. If the subject isn't a mage, the
Scourge radiates aweird aura. The transformed creature
gives folks the creeps and seems to be the center of
strange quirks of Fortune. The greater the transforma-
tion, the weirder the effects. God's creations are not
mocked lightly.

jhor

The darkest shadows of the Path wind through the
Underworld. Cloaked in the eternal half-light of the
Dead Lands, a necromancer attracts the eeriest type of
Resonance — Jhor, the Death-taint. Obsessed by mortal-
ity, a Jhor-laden magus takes the Reaper by the hand and
begins a whirling danse macabre that often ends in de-
struction for both the magus and all he holds dear.

Jhor follows five stages: morbid fancies, a compul-
sion to observe death, an obsession with mortality and
decay, an aura of corruption ("Wyrm's touch," as some
shapeshifterswouldsay), andfinally sadismand akilling
presence that withers plants and small animals. Each
stage leads to the next in adownward spiral that eventu-
ally drives mortal company screaming into the night.

In game terms, Jhor infects magi who deal too
closely or often with death energies. This isn't the same
askilling frequently, although callousness plays a part
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in the process. Jhor literally flows through death-Spells
' | and ghost-magicks; after a while, a necromancer's spe-
W ci alty catches up with him. Each botch with
|| death-magick adds another point of Jhor to the Pool-
On the character sheet, Jhor accumulates as permanent
checks on the Scourge wheel; no backlash dispels these
marks — unless the magus lifts the taint, those points
are there to stay. (See above.)

Purification(see" AvoidingaBacklash" ) cancleanse
the taint, but it takes dedication; each point of Jhor
demands one week of meditation to dispel. A necroman-
cer at the fifth stage doesn't want to come hack from the
edge. Like Caspar the Alchemist, he becomes acompan-
ion to death.

Michael he ranted and Michael he raved

And beat the four winds with hisfists, O

He laughed and he cried, he shouted and he swore

For his mad mind had trapped him with a kiss, O

— Fairport Convention, "Crazy Man Michael"

Also known as Quiet or Twilight, this magickal in-
sanity ripsthroughawizard'sperceptionsand hurtlesher
into anightmare landscape. She sees things that aren't
there, or distortions of things that arc there; she assumes
new identifies, forgets details of her old life, and occa-
sionally locks herself away in a prison of her own
imagination. Madnessgrowslikeweedsinacorpseyard;
1] if it goes unchecked for too long, the magus might join

T the ranks of the dread Marauds (see Appendix), lost
™ forever to saner company.

Delusions

Minor (odd smells, fleeting sights;
lasts aday or so.)

Common (sights and sounds that
"do not exist" seem asreal as any-
thing else; lasts a week or more.)
Severe (nothing is as it seems; the
magus views the world quite differ-
ently, and cannot he convinced oth-
erwise. Hobgoblins may appear.
Lasts a month or longer.)
Indefinite (the magus becomes a
wandering lunatic or asleeping
prophet; hobgoblins plague the
mystick and whoever she encoun-
ters. Lasts months or even years.)
Permanent (the magus becomes a
Maraud and leaves the group and
the player'scontrol.)

Scourge Pool
1-3

4-6

11-15

16+

Madness takes two forms: a wandering, babbling
delusion that breeds so-called hobgoblins, or a comatose
near-death that takes the wizard on a long and perilous
Seeking (see Chapters | and V1), abandoning his body
to the crows. Either state can last for weeks or months;
without outside help, the magus can be lost forever.

In game terms, madness creeps in when the Scourge
Pool runs over. The level at which the delusions emerge
depends on the Storyteller's wishes. Generally, some
traumatic event — torture, failed Seeking, a curse —
triggersthe insanity; depending on the cause, the "Quiet"
may besolitary or very, very public. Werecommend that
aStoryteller set time aside for asingle-player game (see
Chapter V1) devoted to the wizard's madness. Once
insanity bridles the mage, she begins to hallucinate; the
higher her Scourge Trait, the worse the delusions he-
come and the longer they last.

Hobgoblins are visions that take solid form. Some
resemblecreatures(lostchildren, rabid monsters), while
others seem like objects (incriminating documents,
bloodstained knives). Either form lasts one day for each
point of Arete the magus possesses; "living" hobgoblins
have one Health Level per Arete point, which they lose
at arate of one per day. Both delusions can cause untold
woes for the magus in question — lost children may
create mischief, stained blades could provoke an in-
quiry. As always, Resonance plays a major role in the
hobgoblins' appearances and their "behavior"; an envi-
ous mage sees the children she cannot have, while a
wrathful one conjures the weapon of a secret murder.

Shrugging off insanity is no easy task — psycho-
therapy iscenturiesaway. In thisage, madnessisagift
or affliction from on high. Even magickal theories
stop short of undoing madness. Unless the wizard has
an unusually astute friend who has mastered the Arts
of the Mind (see the Mind Sphere, Rank Three),
she's on her own.

To escape the delusions, our mage must recognize
them for what they are. In game terms, this might require
aPerception + Enigmasroll (difficulty 8) and some heavy
roleplaying. She might try to keep the phantasms at bay by
spending Willpower points (see Chapter V), but sooner
or later, she'll haveto enter a Seeking. Curlingupinaball,
she meditates her way into the landscape of insanity (with
a Perception + Meditation roll, perhaps) and battles her |
way to clarity. This part ought to be left entirely to
roleplaying and Storytelling, but may last along time (one
day per Scourge point if the Pool was under 10, one week
per point if it was over 10).

If or when the mage emerges from insanity, she sees
things in a far clearer light than she did before. The
specificswill depend on your chronicle and the nature of
the mage and her delusions; nevertheless, the road through
madness' valley provides an enlightening, if treacherous,
sidetrack to the Path of Thorns.




AN

MAGE:
THE SORCERERS {
CRUSADE "

Casting Magick
What DoYouWantto Do,and &
HowDoYouWantto Dolt?

* What are you attempting to do and how?

* Which Spheres are you using?

* What did your character do to make it happen?
¢ How long does it take?

DoYou Know Cnough
to DoWhatYouWant?

« Do you have the appropriate Spheres?
* Iswhat you're doing casual or vain?
« Do you need any mundane skills to help you?

AveYou Successful?

Roll your Arete versestheappropriatedifficulty g2
(minimum difficulty is 2): R
Casual: Difficulty = highest Sphere + 3 X ‘
Vain, without Witnesses: Difficuity = highest Sphere+ 4 { (1
Vain, with Witnesses: Difficulty = highest Sphere +5 |
* Add or subtract any modifiers (maximum +/-3)  FE=
¢ Check the number of your successes. P
* Spend Quintessence or Willpower, if you desire. (2t y
* Doyou nead tor oll mor esucoessestoaccomplish your task? ¢4 ‘_)'
« Did the Fortune Die demand a Bane or a Boon?

IfSo,or 1ot What Happens?

How much effect did your magick have?
Did someone dodge, soak, resist or use counter- ""
magick against your working? If so, subtract her )
u esfrom your own, then seeif you still succeeded.  “Faad
Did you fail? If so, did you botch, or did you just &
not succeed? A
Botches and the Scourge:

Casual Botch: gain one point of Scourge per dot in
the highest Sphere you used.

Vain Botch: gain one point of Scourge for botching
+ one per dot in the highest Sphere.

Vain Botch with Sleeper Witnesses: gain two points
of Scourge + two pointsper dot in the highest Sphere.
Were you Scourged for five points or more?
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The Aggravated Damage table shows which types of at-
tacks inflict severe damage. All other forms do normal
damage only.

« The Connection (Correspondence), Time and Spirit
chartsdiffer from their modern counterparts. Thefirst two
Spheres are limited by Renaissance concepts of time and
distance; Spirit Arts, in contrast, are far easier.

* Remember that these charts are guidance, not
gospel. Ignore them as you see fit.

Magick Difficulties
(Maximum modifier: +/-3. Minimum difficulty 2,
maximum 10.)

Activity Difficulty Modifier
Researches lore on subject :
before using magick Aw-3
Hs itern Resonaring with taget’sessence. <1 10 -3
Near a Cray w3
Using a consecrated tool -1
Using a tool she doesn't need -1
Extra time spent on magick -1 .
Spending a point of Quintessence (ll ngxe‘rﬂ[:sz;
Using Tass with appropriate Rescnance -1
Using Tass with opposed Resonance +1
Fast-Casting +1
Distant or hidden subject +1
Magus distracred +1to 43
Magus in conflict with Daemon +1 o +§
Waves +1 per five
spells cast
Monumental feat
+lto+3

(pulling moon from the sky)

o _ _ MAGICK
z = RULES
' (Magick '
agick Reference Charts Scourge Pool Total
Notes: 0-5 Nothing happens; add to Pool.
i : e e 6-8 Minor event. (Some small thing —

« The Magick Difficulties chart offersthe plusesand good or ill —stirs around the magus.)
minuses of some circumstances. Usethis asagenera guide- L Klash. (The magus re
linefor other possible modifiers. 9-15 S’g“‘“‘?’;: P ?;f;ll. PYiga

* The Scourge Pool table measures the size of a ceives gt er a pai i g
Scourging by the mage's "collection” of Scourge points. Scourging, or a 11“5 AP

« Usethe Magickal Feat chart when aplayer wants to 16+ Catastrophe or miracle. IE' e
accomplish an all-or-nothing Effect, He should roll the Scourging or Boon affects [lle e
appropriate number of successes to perform it. This may and everyone nearby as we )
require an extended roll. The Degrees of Success chart i
measures how well agiven feat was performed and the effect e .
it had. CDAgleAl Seats

+ Check the Damage and Duration table to see how and SlICcesses Req‘l.lircb
much damage or benefit the spell has or how long it lasts. Simple Feat 1 !

dgn:l'ﬂanginfrI the color of your eyes, lighting a
candle, using Mind magick to sense som
conjuring a knife) e

Standard Feat 2

(changing your own shape, causi
I ; ng a powder ke
to c:-l(pl()de, influencing someone's mood with Mim:ig
magick, conjuring a ball of flame)

Difficult Feat 3

(transforming into something bigger or smaller
than yourself, igniting a hayloft, deep-reading
someone’s mind, conjuring a crossbow)

Impressive Feat 4

{changing someone else’s shay i
i pe, blowing up a
cottage, taking over someone’s mind, conjuring a slj.lit
of armor, making yourself disappear)

Mighty Feat 5-10

(turningsomeone intos] ,incinerati
obliterating someone’s mind, :gﬁ:udngamagﬁ?hk:gz.
making all furniture in a room disappear) '

Outlandish Feat 11-20

(turning a roomful of people into sludge, igniti
acastle, Mind-controlling a horde of madmin, f::: :Pj
ing a demon, making a manor house disappc;:rJ

Godlike Feat 21+

(making a castle disappear, findi
! ppear, finding one particu-
lar person in a kingdom using Mind nF:gick,
summoning an archdernon, levitating a4 mountain
creating a Horizon Realm) 4
*  Damage for these feats is based on

the suc-
cesses rolled. If, for instance, a magus tried to sI;:ca
griffin, the method he was using determines the level
f’f th_e Feaf‘ If he rolled four successes after ripping into
it with Life magick, he would do (4 x 2 = B) eight
Health Levels of damage,
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Degrees of Success . Connection Ranges
cht The mystick makes a critical mistake 2 s i
sc.n».v; ?:t;hr_hlz'_u?%:; Eﬁa;ctL is wasted and the mage One E:? ?Cmﬂgm (Use_one o the other.
gains Scourge points, unless she spends a Willpower point humo%rmg ood relation; body part o
to cancel out the boreh. Two 3 ‘

 Total failures No successes, but no botch. The :(;?;:;r:\har (home)/ best friend; prized
ﬁnrcerermly continue herspell at + 1 difficulty, or try again Three it B s
from seratch. ‘ ! ]

« Partial success: 50% of the necessary successes. The ]Ef“" Ylﬁltedoncefacquamtﬂnw;myd\ingmw‘
mystick accomplishes what she set outto do, but not as well e Saworheardabout it/ i e e
as she would have liked, Christina de Aeali, for instance, & casually
conjures a sword, but the blade is soft and dull. The magus x+ Anywhere on the continent/ no R
can keep going if she wants to, atan additional +1 difficulty.

® Success: 100% of the successe.f:mguire(.j.The We DA ge anb Dul’&non
does exactly whar she wanted to do. Christina’s sword is as ma o
sharp and fine as any in the local armory. Successes Damage i

« Extraordinary success: 130% or better. The mage One None e [UIT
nor only succeeds, she succeeds hrilliantly. The sword is Two Gtk O soans
uncannily sharp, with an etched blade and a small gemin Thres e One day

its basket hilt. (Lt isnot a Talisman, however; that requires o e One story
a separate act of magick.) Five Successes x 2 Six months
Six+ Successes x 3 Storyteller's opti

Agaravated Damage

& VulgarLife magick attacks (Witch's Vengeance)
which rend the being’s Pattern by magick rather thar
through an object or disease.

* Vulgar Prime magick arracks (Living Husk) or
attacks charged wirh Prime; this does not include Ef-
fects merely created with Prime (The Dragon’s Touch).

*® Direct (vain) Entropy
(Necrosynthesis ).

N Spirit magicks that summon Umbrood ro arrack
a living being. (See page 261.)

* Natural weaponry of
(werewolves, vampires).
; Allotherforms of damage are normal unless the target
is um.mmlly susceptible to them (wetewolves to silver
vampires to fite), or unless the Storyteller decrees that the
damage is particularly nasty ( leprasy, acid, boiling lead).

attacks on a living body

supernatural creatures

Time Ranges

Successes Timespan
One Within a month
Two One season
Three One year
Four Five years
Five 10 years
Six to nine 50 years
10to 14 100 years
15+ 500 years

Forces add one success when used for damay
Mind subtracts one success when inflicting damay
Direct Entropy attacks do no damage at all until t
fourth level, but incidental artacks (crumbling wa
etc.) inflict normal damage.

Spivit Gauntlet Chavt

Area Difficulty SuNcEc:dsgﬁ
Deep Seaf Beyond Clouds 0 None
Great Cray 1 One
Cray, Glen or Faerie Ring U One
Deep Wildemness or Crossroads 3 Two
Waoods 4 Two
Countryside 5 Thret
Villages 8 Towns 6 Three
Large Towns & Ciries 7 Four
Warded Areas 8 Five
Powertul Areas of Opposing Faith 9 Five
* Optional Gauntlet Modifiers

Time Difficulry
Dawn +1
Midnight -1
Beltane or Hallowe'en 22
Christmas or Easter +2
Solstice or Equinox -1

Note: Anarea with a Gauntlet of 1 or 2 is a Regio; or
with 0'isa Shallowing. A modifier may reduce the loc:

Gannrler o O ar cerrain rimes




Prophecy/ Hindsight

Mind 2/ Time 2 (or Time 2)

Ward/ Ban
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Common (Magickal Seats
Note: Some listings feature two Sphere levels; the first allows  Scramble Thoughes Mind 3
a mage to work on himself, while the higher level lets him affecr  See Auras Mind 1 (or Spirit 1)
others. Healing yourselftakesLife 2; toheal someone else, youneed  See Naeman Mind 3/ Prime 2/ Spirit 1
L:f;\: Cs);hhe: splcl]slam;t small (like OTnjwing; Wind}‘lll:lu; mf-EllJ Ll'e See Through Another's Eyes Mind 3
igher re levels i 1 want to do somerhing rea ig (like 2
conjuring a storm). Th::wnrkizms have been r?ga.:ke.i \Ld\i\"ﬂ See Through !U!enml (st Minel o
. Sense Energies ({appropriate Sphere) |
* Body Magick 2 B
2 ; Share Mystick Perceptions (appropriate Sphere) 1
Adapt to Environment Life 2 (3) Shield Mind Mind 2
Animare Corpse or Parts Life 2/ Prime 2 TearMind:Apart Mind 3 (or Mind 3/ Life 3 for
Cause/ Cure Disease Life 2 (3} aga, damage)
Create Body Life 2 (simple) or 5 (complex) Prime 2 Telepathy Mind 3
Duplicate Body Life 5/ Prime 2 Telekinesis e .
Grow New Limbs or Other Feanres Life 3 (4) Translate Languages Mind 3 (or Mind.3/ Forces 2
Heal/ Harm Living Thing Life 2 (3) for a group)
Heal/ Harm Vampires Life 3/ Matter 2 Unconscious Influence Mind 3+
Increase Physiquef Traits Life 3 (4) * Quintessence
Increase Speed Time 3 Absorb Quintessence Prime 3
Revive Dead Life 4/ Spirit 4/ Prime 3 Channel Quintessence Berween Things  Prime 3
Rot Body Entropy 4 (or Life 4) Create Cray Matter 3/ Prime 3
Shapeshift Life 4 (5) Destroy Something with Quintessence  Prime 4 (object) or 5 "
Soak Aggravated Damage Life 3 (creature) . Al
Transform into Another Element  Life 3/ (whateverSphere applies)  Drain Cray Prime 4 gl 1
# Fate & Fortune Drain Quintessence Prime 3 )
Cause Decay Entropy 3+ Fuel New Pattern Prime 2 | B‘ |
Spot Flaws Entropy 1 Refine Tass " Prime 3 \
Twist Fortune Entropy 2 * Spirit Powers |
® Objects & Elements Bless/ Curse Entropy 3 Al
Call Scorm Forces 4+/ Prime 2 Command Spirit Mind 4/ Spirit 4
Conjure Element Forces 3 Prime 2 (fire, windorMatter3)  Conjure Spiric Spirit 3
Prime 2 (earth, meral, waterk or Life 3/ Creare Fetish Spirit 4
Prime 2 (wood) Creare Talisman Prime 4
Conjure New Object Marter 3/ Prime 2 Drain Spirit Energy Peime 4/ Spific 4
3\ Conjure “Physical” lllusion  Forces 2+f Prime 2 Harm Spirit Spirit 3
Direct Existing Elements  Forces 2+ Open/ Close Gateway Spirit 4
Disintegrate an Object Entropy 3/ Time 3 (or Matter 3) Shadow-walk Spirit 3
Harder/ Perfect an Object ~ Mateer 3+ Speak to Spirit Spirit 2
[nvisibility Field Forces 2+ Touch Spirit Spirit 2
[nwisibility on Living Being ~ Forces 2/ Life 2 + Time & Distance
Levirarion/ Flying Forees 2+ {orConnection3/Lifeor Matter 2) Affect Distant Item/ Being Connection 2+
Speed) Slow Velocly  Forces 2+ Conjure Earthly Being Connection 4/ Life 2
Transform Objects Marrer 2+/ (whatever Sphere applies) Create Multiple [mages Conniection3{exFoces 24/
Transform Forces Forces 3+ (whatever Sphere applies) Piime 1)
* Perceptions & Psychic Powers Create Multiple Objects Connection 5/ Matter 3/
Astral Projection Mind 4+ Prime 2
Clairvoyance Connection 2 (or Connection fMind3)  Open Gateway Between Locations ~ Connection 4
Conjure Mental llsions ~ Mind 2+ Set Time Trigger Time 4
Enter a Dream Mind 3 Speed/ Slow Time Time 3
Influence Mood Mind 2 Teleparr Connection 3 (4)
Mind Control Mind 4 Time Travel Time 5+
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j| The Three Saces of Hecate

Rachelle's mage Christina forges an alliance with the
artisan LouisaMazarin, played by Courtney. On the trail of
the Pagan Hermetic Sebastien de Luxembourg, the pair
| breaks heads and hearts across Paris....

» Casting Descriptions
1 The magi close in. To mask their approach, Christina
quietly prays to God for concealment (a casual Spirit 2
spell); soon, afog rises. The enchantment works too well,
\ though; Louisa needs to be able to see. With a slide of
colored glass, she adjusts her lantern to cast light without
revealing itself (a casual Forces 2 spell). Readying her
repeating crossbow — her mechanical wings have already
been greased — the artisan proceeds.

 All-or-Nothing Spell

The lamps in the alley bum too brightly; the partners
will be seen. Christinacommandsan angel to extinguish the
flumes (avain Spirit 2 spell). Ingame terms, the Storyteller
= tellsRachelleshe'll need three successesat difficulty 6—it's
avain spell without witnesses, or 2 + 4 . Rachellerollsthree
dice for her Arete (Christina has progressed since Chapter
1V), but failstheroll. No angel responds, and Rachelle adds
a point of Scourge to Christina's sheet.

HadRachellerolledthreesuccesses, the lightswould've
gone out; had she won two successes, the lamps would've
flickered and one or two might have died. If she had
botched theroll, Christinawoul d'vebeen punished for her
presumption, and taken three points of Scourge. |f she had
, shown proper reverence or tried to take out the lights
* herself, the spell might have been casual, and she would
| have averted the Scourge altogether.

« Direct Damage

As Christina curses, Louisanotices agriffin high above.
With awhoosh of wings, the creature descends.... Before it
can reach them, the artisan shoulders her crossbow and
fires. The holt ignites — a vain Forces 3/ Prime 2 spell,
Courtney rolls her attack (Dexterity + Archery) and nails
the griffin square in the chest.

Her damage (an Arete of 4, or four dice plus one
Fortune Die) follows. She gets three successes; the Fortune
']”-‘ Die comes up normal. Since the attack featured Forces
;| magick, Courtney adds one more success. The griffin takes
eight Health Levels of damage, tries to soak, and fails....

« Duration

Later, Christinatriesto lure an inquisitive guardsman
away from her hiding place. He's sure he saw something, so
the spy employs Mind magick to distract him. Concentrat-
ing on the sound of imaginary footsteps, she projects this
thought to the guardsman (aMind 2 spell). He'sexpecting
to hear anoise, so the casting is casual. Rachelle rolls two
successes: a one-turn duration. The guard hears a patter of
ves chase.

« Extended Roll Ritual (plus Resonance)

Sebastien de Luxembourg chants obscure Greek as he
carves two new "“faces' on a servant girl. The sacrifice to
Hecate is nearly complete. The air itself shudders and the
lightsglow red. Shadowsplay acrossthe mage'sown features,
andfor just amoment, you could swear hehad three faces, too.

Sehastien's Arete is 6; his plan involves opening the
Gauntlet, summoninghellishspiritsfromtheUnderworld
and cloaking them in the bodies of three dead dogs — a
Spirit4/ Life4/ Prime 2/ Spirit 2 Effect. A working thissize
will take time, effort and 10 successes. For each turn, 10
minutes pass. Pouring the girl's blood into a stone basin,
Sebastien beseeches his Summonings to do the task.

Spirit 4 opensthe gate; Life4 and Prime 2 reanimate the
dogs; Spirit 2 calls the demons to the site and makes them an
offer. Sincehe'sinvoking a“demon” (a Pagan goddess, really,
butwho'sasking?) with sacrificesand preparations, Sebastien's
spell iscasual. The Storyteller rolIssix diceagainst difficulty 7.
The first turn, he gets three successes; 10 minutes later, he fails
the roll and adds one to his difficulty. Now it's 8. Burning his
personal Quintessence (using the blood would demand a
Prime3spell), hereducesthedifficulty to6. Thethird turn nets
the wizard four successes; three more, and he'll have his wish.

That'swhen L ouisacomes through the window. Borne
on mechanical wings (tools for a vain Forces 2 spell), she
takes in the situation, then fires a bolt from her crossbow.
Louisa hits and the sacrifice is spoiled....

« Countermagick

As the shaft bursts into flame, Sebastien howls a
counterspell. The Storyteller rollssix dice against difficulty 7.
Courtney rolled three successes, but Sebastien gets four,
The fire dies as the quarrel strikes home. The Storyteller
rolls a soak against the bolt and Sebastien takes the shot
without harm. Furious, he prepares an attack of his own....

« Abilities and Magick

"0, Saint Anthony," Christina prays, "guide my hand
against this heathen game.” Between her hiding place and
the wizard lies a barren expanse of marble floor. Preparing
to enter the fray, she asks her patron saint for a distraction.
Rachelle wants a Mind 2 Effect to feed Sebastien's rage,
drawing his attention from her as she sneaks across the
room. The casting is casual; the difficulty is 5.

Rachelle gets two successes; rather than depend on them
alone, she uses the distraction to reduce the difficulty of a
Stealthroll.Normally, thatattemptwoul d bedifficulty 8(no
cover, plenty of light); now, however, it dropsto 6- Rachelle
rolls Dexterity + Stealth....

 Scourging (plus Resonance)

The Hermetic screamsasthe dagger punchesthrough his
back. Up above, Louisashoots another flaming quarrel. That
hits, too. Courtney's Fortune Die in that attack comes up a
"10" aswell. Sebastien'sinreal trouble. The Storyteller decides
towrap thingsup — Sebastien'sactually aminor villaininthe
tale, anyway. Rather than play out theentirefight, heinvokes
the Scourge. God's whip comes down — hard.
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Before the fight, Sebasrien. had piled up 13 Scourge
| Points; Louisa had accumulated eight. The Storyteller de-
y ’ cides to bend the rules and inflict both Pools on the villain
| at once— a backlash combining a devils brand, a spirit and
imprisonment. As the wizard screams, Hecate herself comes
through the gateway. Sardonically, she smiles asfire whips
/ across the wizard's body. As he bums, she draws his essence
into her three mouths and swallows his soul. The gateway
closes. Hecate isgone... but before she left, the spirit nodded
at each magusinturn, noted their features, and turned away.
Sebastien might well return — with a new grudge.

Permutations

For we, by conquest, of our soveraine might,

Arid by esernall dooms of Fate's decree,

Have wonne the Empire of the Heavens bright

— Edmund Spenser, The Faerie Queen

Those are the basics; the following systems give your
troupe some additional options at the cost of complication.
Feel free tokeep them, usethemor modify them asyou will.

Actingin Congert

Magick need not be asolitary Art. Indeed, some prac-
tices require group participation. Really large spells —
Summonings, searches, elaborateritual s, Realm-creation,

S
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spirit-bindings, etc. — areeasi er to cast when youreamong
mystickal friends. Small spellscanbecast thisway, too, but
they're rarely worth the effort of collaboration.

Before they can work together, each mage must have at |t
least one dot in each of the Spheres in the Effect. Someone
who knowsnothing about Matter Artsisno help toawizard
who does The colleborators need to be able to communicate |
freely during thecasting, too. Organizingtheritemay takea
turn or longer per caster. Once everything has been estab-
lished, the group may work together in one of two ways:

« If each mystick has the Sphere ratings necessary to
perform the Effect, each one makesanormal magick roll, in
turn, asif he or shewere casting the spell alone. All successes

* If less knowledgesble magi assist a more powerful }
one, only one roll is necessary. Each "helper" adds one
success to the main caster's effort.

helpers do not count as "witnesses’ of vain magick under ..
these circumstances — they want things to happen!

Only one option may be used at a time. If one wizard
botches, the Scourge comes down on everyone involved,
eitherasahandful of Scourgepoi ntsoral arge-scal ebackl ash.
A Boon for one, on the other hand, is a Boon for all.
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Any good fighter knows how to strike and counter.
Although few sorcerers are warriors by trade, even fewer
manage to get through life without crossing Arts with
another magus. Hence, counterspells — magickal equiva-
lents of patries, binds and dodges — were developed.

Some creatures or materials resist magick by their very
nature. Mystickal Artificer ores and Otherworldly protec-
tions turn away occult energies; great Faith does likewise.
(See that Merit in Chapter 1V.) Charms, wards, spoken
| counterspells—all give amagus or mortal a fighting chance
when a wizard wants them dead.

This section describes several countermagick styles.
Each requiresaregular action to perform, unless the defender
splitshis Dice Pool between actions. If the mage is aware of
the attack, he may spend hisaction trying to deflect it before

== countermagick roll leaves the defender wide open.
Toemploy basic countermagick, aperson must be amagus,
a vampiric Thaumaturgist, an un-Awakened magician (see
World of Darkness: Sorcerer), awerebeast, faerie or amortal
with True Faith. He should have some sort of protective charm
or spell handy, too. When the magickal deadfall tumbles, the
character needs at least one turn to counter the attack. Non--
magus characterswith mystical powers (Gnosis, Thaumaturgy
or Glamour) roll their Wits + Occult instead of Arete. Mortals
with TrueFaith roll their Faith rating as countermagick. Ad-
, vanced countermagick is beyond non-magi, although some
* Tremere vampires (see Vampire: The Dark Ages) might
remember the old secrets at the Storyteller's discretion.
‘ Some troupes may wish to stick to basic countermagick
|11, for simplicity, These variations can get too complicated for
Il ¥/ beginning groups.

Basic Countermagick

Countermagick is essentially a soak roll against magick,
anditfunctionsthesameway. | nbasiccountermagick,amage
with someknowledge of the attack can see the magick coming,
‘i, like a brawler sees a punch coming. By the same token, the

|| magemust beawareof theattack inorder todeflectit. If hecan
I/ see it, and knows what it is, he can try to counter it.

To attempt basic countermagick, a mystick must have at
least one dot in the Sphere(s) involved in the attack; she then
rollsher Arete, difficulty 7. Successes scored in countermagick
cancel out the original spell on a one-for-one basis.

If the successes exceed the original Effect's roll, that spell
completely fizzles. The origina spell can aso fail if the
countermagick reducesit below theoriginal caster'sintentions: If
thef eat requiredfivesuccesses, threesuccesseswithcountermagick
can dispel the casting. The attacker would either have to roll

Offensive Countermagick

Generally, countermagick only gpplies to Effects cast at
the defending mage. With an Arete roll versusdifficulty 8, he
can try to counter aspell turned at someone else. With a little
extraeffort, he might turn an offensive spell hack at its maker!

Such counterspelling requires at least one dot in one ot the
Spheresintheattack and at |east one dot in Prime. Bothcastings
must be done within the same turn. By beating the attacker's
successeswith an Areteroll against difficulty 9, the defender can
reflect the attack back at his opponent. Each success over the
attacker's counts as one magickal success against her.

SphereVersus Spheve Countermagick

In most cases, a mage must know something about the
Spheres being used against her. With this variant, however,
shecandisrupt offensivemagickswithher ownknowledge.

Almost any Spherewill disrupt amagickal attack if it'sused
cleverly. Thedifficulty for such countermagick is8 instead of 7.
Most forms of Sphere versus Sphere countermagick, however,
demand acertain level of expertise on thedefender's part; some
specific Effect might be necessary. These "attacks," by the way,
do no damage — they only disrupt incoming magicks.

When dealing with supernatural creatures, Sphere versus
Sphere countermagick is a mage's best bet. Although any
Spherecancounter faerie Glamour and vampiric Thaumaturgy,
Spirit is the only effective way to intercept Garou Gifts or
ghostly Arcanoi. (See the appropriate games for details.)

Unweaving

Continuous magicks—wards, curses, gateways—may be
undone by a magus with enough power and determination.
Although normal countermagick is worthless against a spell
that'salreadyinplace, askilledwizardcoul dtrytounweavewhat ¢
has been woven.

To attempt an unweaving, the wizard needs some basic
knowledge (at least one dot) of each of the Spheres involved,
and at least one dor in Prime (to see the threads that need
untangling).Unweavingishard—difficulty8—butthemagus
may make extended rolls until he overcomes each of the caster's
initial successes. A botch during the process, however, ruinsthe
attempt; the mage must begin again.

Some Effects — Summonings, instant damage attacks,
sensory magicks and Gilgul — cannot be undone. Others —
curses, sicknesses, transformations, countermagicks and cre-
ations— are notably vulnerable to them. These latter types
usually have some kind of protection woven into them from the
beginning in the form of new attacks or countermagick; a
golem'sGod-given power, for example, turnsspellsaside. Inhis
case, however, the countermagick simply gives the golem two
"successes’ worth of resistance to a spell. An enchantment that
normally inflicts three successes, for instance, does one instead.

Mosttastingspellsrequireat |east 10successestounweave;
wards, barriers, creations, curses and such demand extended
rituals to cast, and it's hard to take them apart without doing

more successes (at +1 difficulty, tike afailure) or try again.
d g o]
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{ the same. Sometimes— again, at the Storyteller's option — a
working may not he undone without casting a whole new
| Effecttochangeit again. If aman was transformed into afrog,
it would be easier to change the frog hack into a man than to
undo the initial magick.

Abilities and (Magick

Magick is an extension of the mage. Thus, it stands to
reason that the mage's Abilities, properly used, might enhance
the magick he or she works. A gypsy sorcerer who dances well
might have more success with her enchantments than one who
stumbles around the fire. Sometimes, the talents can help cast
the magick; other times, the magick gives the talent an edge.

No matter how good a person is at a given skill, her
Abilitieswill only make acertain amount of difference— +3
or-3tothefinal roll. Y oumay makeonly oneAbilityroll during
a given casting, and should have a reasonable and creative
explanation for combining that Ability with the magick.

Abilities €nbancing Magick

Some mundane Abilities can improve a mage's chancesof
using magick successfully. This often ties into the mystick's
chosen style; many practicesinvolve singing, dancing, divina-
tion, arcane languages, names of power, scientific theories,
martial art forms and even weapon skills. (See the " Optional
Rules' sidebar and " Ritual Tools' for examples.)

If some Talent, Skill or Knowledge applies to a mage's
casting, it should be used in the turn before that magick is
attempted. The base difficulty for both Ability and magick
rolls is the same; no modifiers (Willpower, Quintessence,
tools, etc.) apply. Eachsuccess madeontheAbility roll reduces

IT7% the magick difficulty by one, up to amaximum of -3, counting

other modifiers.

The Storyteller may rule that certain Abilities are essential
tocertain tasks. Healing asevered limbwith Life might require
Medicine, while building mechanical wings would certainly
demand Invention. If anAbility, like Dancing, Metaphysics or
Crafts, is part of a magicka rite, the mystick needs to make a
successful Attribute + Ability roll before using die magick.
Failing that roll might raise the magick roll'sdifficulty aswell.

(Magick €nbancing Abilities

A mage may aso use magick to improve her chanceswith
an Ability; sneaking, gambling, seduction and other mortal
games are certainly easier when you've got mystick skills.

Unless the magus makes a big show of her magick, most
"enhancing" spells are casud, not vain. Spheres like Entropy,
Matter and Mind are especially easy to cloak behind "accidents’
and "impulses" (See the example) Each success scored on the
Arete roll drops the difficulty for the Ability roll by one, to a
maximum of -3. The magick must be cast in the turn before the
Ability roll ismade, and the mage must cast her spell as her first
action before channeling the magick into the second action.
Splitting Dice Poolsispossible, but ineffective in the long run.

Che Spberes

The Daysand Hours have already been treated of, in general,
intheFirstBook. Itisnownecessarytonoticeinparticul ar atwhat
hour accomplishment and perfection should be. givento the Arts,
all things necessary having been previously prepared.

— The Greater Key of Solomon, Book Two
ike Earthbound rootsto the tree of Heaven,
y thenine Spheresdefineall that is magickal.

N| Arethey keystonestoreality, political con-
structs or symbols of the Divine order? The
answer is open for debate — and provides
endless amounts of it for magi who prefer a
theoretlcal approach to the Arts.

On the practical end, the Spheresallow you to simulatean
endless array of enchantments. The Common Magicka Feats
tableoffersan overview of the most obvious spells, hut for the
most part, the possibilitiesarelimited only by your imagination, A
your character's expertise and your Storyteller's forbearance.

Council debates for nine years before "formalizing" thae
principles and selecting representatives by their affinities to N
each Art; even then, however, Tradition magi seldom use
Sphere names to describe what they do. Belief, practice and
tools define magick much more than "Spheres’ do. To the
Council, the Nine Mystick Elementsare an awkward compro-
mise created to cement an even more awkward alliance. No
one credits the real "founders" of the Nine Sphere system —
the Craftmasons who refined it from the Nine Harmonics of
the Sacred Principles written in ancient Egyptian texts. Those
artisans formalized the teachings of nine disparate elements
some 200 years before the Council's existence, and brought -
their innovation to the Convention of the White Tower.
Thus, both adversaries use the same framework for their |
teachings— a framework God Himself may have laid.

For game purposes, all magi use the Spheres; they just don't
describetheir spellsin those terms. Each Sphere covers an aspect
of reality. Each Rank gives a magus new powers connected to
that aspect, By running up and down the spectrum and combin-
ing the Spheresasyou seefit, you cancreateany spell your magus
could conceive. How she describes the Art is up to her — and
to you. She won't be saying, "I've got Forces 3," instead, she'd ’J"
mutter about the "Arts of the four winds, the elements and q (s
flame." Characters shouldn't talk in gamespeak. E

Many spells flow from a single Sphere; complex ones '
combine two or more Spheresin aconjunctional Effect. Again,
the Common Magickal Feats chart and the "How Do You Do
That?" section illuminate the possibilities. The following de-
scriptions simply offer a menu of what you can do at various
Ranks, and have been approved for photocopying. For areally
simpleway of judging a Sphere's capabilities, remember this:

To sense something: Level One; tonudgeit: Level Two; to
affect it in a lasting way. Level Three; to do something big with
it: Level Four; to do something really b|gW|th|t Level Five,




MAGE: A
THE SORCERERS /
CRUSADE

Connection:
Creation’s\Weave

Specialties: Conjuration, Gates, Scrying, Warding, Wayfaring
Allthings are connected. A magus who understands the ties between places and things canstep across huge distances,
move ohjects from afar, spy through scrying glasses, open portals or shut other creatures out. An esateric discipline,
AW Connecrion allows a sorcerer to keep a safe distance between herself and her subjects.

; Some magi supposedly see “threads” holding Creation together; to them, magick is simply a martrer of plucking the
proper strings. Other seers use mirrors, water or flame as bridges for travel or perceptions. The sages speak of “contagion,”
&¥ the theory thar all things that touch retain some tie to each other. In later days, this Art will be called "Correspondence.”
{ Now, however, its name recognizes the pattern God has laid — and the illusionary nature of what mortals call “distance.”
Ta wise magi, there are no distances, only connections.

Since this Art transcends distance, spells that use it employ a different range chart. (See page 240.) Many spells
couple Connection with other Spheres, allowing the magusta tic her enchantments to places, beings or things. The chart
-~ shows the number of successes necessary to forge a link subjects; the weaker the connection, the more successes
T a spell demands. s
/ Sorcerers with a Connection affinity seetmdistracted but pregise; altheugh their eyes focus on distant landscapes, they
F never seem to trip or falter. Connection spe|
of dirt, ete.; working “blind” is possible,

* Witch's Sense

Ar this level, a magus can sense
chart; guess the distance between tw
or scrying spell).

** Distant Vision/ Waytares

The sorcerer may now send.any of b
tiny portals, or thicken the Tapéstrgiaro
of Creation — traces anoth

*®# Open and Close

With this level of skilly!
/ \ } feat apens a gate just larg
¢ ! d 1 The caster can als

| ghostly vision or oves
for every point of .

% inalldirections; discern the four corners without using the sun or a
or spot warps errips in the Tapestry (like those caused by a gate

ls‘_ nes, to enter.

. Each new fandscape Bends over the others, creating a
fthings difficult; a mage eansee clearly in one seence
o] tﬁ'éhell, our magus could also “slide” chi

e near them.

sse» Rend Spacef The
A truly accomplished wizard can tear gates in the Tapestry, allowing large groups or objects to pass through. A really
A successful “rip™ (10 or more successes) might open a permanent gateway at the Storyteller's discretion
| By shifting into several places ar once, the magus might appear as dancing shadows of herself. Such entertainment
s fun, but can be deeply confusing to the caster unless she separates her thoughrs as well (Mind 1). Each “shadow™ acts
/;1,/’ like the original wizard unless she also weaves Life 2 into the casting, granting each “self” independent movement.
s ssee Bending the Landscape/ Castle of Many Hills

By compressing the connections between places or things, an archwizard may stretch, shrink or otherwise distorr her
subjects. Mass remains the same, but proportions become like butter in her hands.

A mighty feat of magick could also transport several places into a single space without harm. Such magicks clearly
transcend God's order, and may be punished harshly. Even so, a magus who's mastered such Arts could expand her
Perception Trait beyond normal human limitations. (See Life 3.)

Permission granted to photocopy this sheet for pesonal use only.




% ' & CHAPTER VIIL:
MAGICK
RULES

G l\‘r%ﬂ}a Islamic magi shun these Arts, leaving them for the alien Hindus, Pagans and Buddhists.

cntropy:
Che Curn of Sate and Sortune

Specialties: Fate’s Hand, Fortune's Kiss, Decay, Necromancy

All things must die, The wise magician understands this. Rather than cringe from death, he masters its secrets and
climhs aboard the Wheel of Fate. The spells that flow from his courage go by many names, but some Council wizards refer
to them collectively as Entropy — the Art of Turning.

Entropic enchantments involve more than death; a skilled magician may shift the course of Fate (destiny) or Forrune
(luck), spot “weak points” and judge the odds of events in motion. Like Connection, this Sphere is fairly esoteric;
explanations of Entropic theories seem confusing at best, blasphemous at worst. To those who fear death, Entropic magicks 9
seem Hell-sent; even the Fate and Fortune disciplines appear to usurp the power of God. Hence, most Christian and ’

Despite their reputation, Turning spells are more influential than destructive; in game terms, direct Entropy castings |
do no damage until the Fourth Rank, afrer which they e the normal effect. Indirect applications of Entropy —
accelerated disease, crumbling walls — inflict normal d 2

The Art of Turning leaves definite marks on their s Specialists seem either melancholy or unusua
Some carry an aura of death — Jhor (see “Resonapge ile others seem extraordinaril 1
of them, however, have shadowed hearts; charagférs with athigh Awareness Trait can séfiea
Atropos, the Cutter of{Threads, has a brandig@#kisslnd all Bler chosen wear it.

* Prophet’s Vigids P i

With a glangéyfn @pprentice maye

odds. He cou]d eedict thechrow of hese insights aren’t precise,
but they're reliiible enoug

s+ Forftinae's ' e :

Now the apprentice stop¥wiihing and starts Turning. With , he could affect the throw of dice, hit the

orboard. Thiscommand issubtle, not overr— events
res more successes to affect large actions, Even so, aclever g
tments.

old wound with a “random” punch or guftiesen
must be in motion before the magus casts his spell
sorcerer can stack things in his favor with a few miior enche

s #+ Devil’s Touch %

By “fixing” the Fate of an inanimate object, ow
“suspend” decay, making the same objects last qui
while solid objects take a lot of work.

Asalways, the greater the feat, the harder it is
to rust quickly would be fairly hard. For the most pat
world are fragile or complex enough to break with §

s »» Blessing/ Cursing

Now the Entropic sorcerer learns to directly help or harm the living and undead. At thisstage, the magus could inflic
aggravated physical damage, or weave a blessing or curse around a person or beast. With a mighty spell, he could wither
a field, rot a man's arm or make a horse “unlucky.” Really potent curses could last for generations!

sewee Devil's Advocate

The most esoteric levels of Entrapy allow a magus to alter ideas. After all, thoughts rise and fall just as other things
do; a ouch of influence might simply corrupt or exalt a concept all the faster!

il’s Touch is subtle and takes time; very few objects in this
WO successes.

Y

To bespell a thought, the magus addresses it to his subject, either by making a statement or by arguing against one.
Combined with the Logic Trait, this tactic can be especially devastating. If the enchantmenr catches hold, the subject
fixates on the idea until it warps to the sorcerer's purposes. Some thoughts can lead to enlightenment, others to insanity.
(In game terms, this Effect demands a certain number of successes before it takes hold; a whim requires only one or two
successes; a fancy, three; a conviction, four to five; an obsession, five or more.)
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Sorces:
Che Storm Art

Specialties: Alchemy, Elements {(any or all), Weaponry, Weather-witching
Mighty is the magus who takes Nuature by the hand. One of the earliest and most-basic Arts, this Sphere reflects a
command of the elemenral forces — wind, sound, electricity, fire, light and darkness.

(Historical Note: Modern players should remember that concepts like momentum, gravity, velociry and, especially,
nuclear physics are centuries in the future. Storytellers should ignore any attempt to manipulare such forces in this serring,
other than the obvious “1 make it fall up,” or “it suddenly stops moving.”)

Mysticks who understand the Invisible World view Forces as another Spirit Art, one that appeals to the elementals and
theirilk, Philosopher-scientists isolate the inanimate aspects of Creation and try to manipulate them with their God-inspired
tools. Either way, the Sphere influences the powers of earthly destruction; magi who specialize in mayhem study Forces, In
game terms, spells utilizing this Sphere add one success to their damage totals. (See the Damage and Duration chart.)
As one of the so-called “Pattern Arts,” Forees may be combined with Prime (to conjure something from nowhere)
1 or with Life or Marrer {to altera substance}. On. -IEM Forces may perceive, change or manipulate existing elemental
phenomena, The greatera mage's experrise, the vaster ntrol; a Rank Five spell conjures the same flames as a Rank
Three working, but on a far larger scale. Really huge Effécts demand high-ranking Spheres; a weather-witch could eall
up a wind with Forces 3, bur a full ﬂedged hurﬁrm yifes Forces 5.

There's nothing auhl]eabmtfun i [ Y
witch, the ice-wizard, the master of the Fmr Winds +— these m{:rcerers display rhe[r 1ﬂ:mmes through thmr VEIY presence.
Forces- magi tend to he temperamental and intense, often surmounded by “whispers” of their Art (cold breezes, 2 crackling touch).
Workings often demand a sampleof the element in question —.usm;iie incense, and so forth — before the spell can take hold.
* Elemental Eye
A wizard blessed with this power may ﬂ.nfl:ﬁle cu
see in the dark (through heat and cold patt mtl,ﬁjd
*+ Prometheus’ Gift i

Now the magus can handle the things she could only see before. She cannot actually conjur
" may manipulare existing Forces to a limired degree:Suegessf tfogtfalls roa
ohject’s color, muffle speech or cause aﬂm&%ﬁﬁl‘:'uﬁic Tﬁgﬁ‘tgus & w TS
with the voice of a god. Large forces — :

#ee The Dragon’s Touch
By communing with the elemen:s (and adding
“nothing,” creating breezes, flame, ice crystals or oth

iclements yet, but she
er place, change an
shadows, or speak
s of this Rank.

transformed into ice; wind might become sound; darks
Matter, rack could be turned to air, flesh to fire, ar,
areas roughly cottage-sized or smaller.

ight. By combining this Sphere with Life or
“before, this control is limited, this time to

eeee Jove's Favor

Large workings become possible. Our magus could ignite a grove, melt a glacier, or turn a castle inro ice. Narurally,

Jil the grearer the spell, the harder and more dangerous it is to cast. Really huge workings open the wizard 10 a powerful
Scourging, and require many successes to achieve.

se e e Master of Tempests

With almost limitless power, the Magister of Forces conjures storms, snaps frosts, shakes mountains and raises castles
to the sky. Such things are not done easily — huge spells disrupt the cycles of Creation, leading to all sarts of catastrophes
down the road — and often depend on the elemental conditions of the time. It's easier to conjure frost near Candlemas
than around harvest time. (Storyeeller Hine: Shake things up a lot after a large working to show the connection between
Forces and the world at large).
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Life:
Creation’s Heartbeat

Specialties: Transformation, Healing, Improvement, Creation

No magick is older than the mystery of Life. Traditionally associated with women (whose mastery of life puzzles men),
this Art promotes healing, growth, change and adaptation in living things — plants, people, beasts, cven insects. {The
concepts of bacteria and genetics come later; Renaissance magicians do not deal in such things. See the “Meodern
Medicine” sidebar in Chapter VIL.) Life, then, is a blade with a double edge; in a world that depends on reproduction
and the harvest, the magus who holds the keys to life and death is a frightening figure indeed.

Life is the province of gods — o, classically, of goddesses. This Sphere allows a magus to take that power and mold
new or existing beings, healing or shredding them with a touch (and aggravated damage). Anything that lives is beholden
10 this Art; if something can be planted or regrown, it belongs to Life. Once-living objects that cannot bloom again —
dried fruit, cut hair, lumber — fall under the Sphere of Matrer instead. Still, this is a necessary Art if you want to directly
1["cht a living {or undead) be‘mg

Sense any! thmg under its sway. Am‘igvo:ﬁd to Life seems healthu_r (:md often more bt‘dLI.tlfl.lU than any tllortal l
should be. Her affinity follows her, woo: Plaﬂﬂaﬂm and illness fades when the Life-wirtch is around. Her spells demand
artifacts of I1T’e = su& bodye ﬂlﬂ&m«» angmd to be very direct.

3 mmmwdenm nds this Rauk canreweave such
P1trem5. giving a crab new |e'~.g;§!w hwncli%{m &Q;nsfmm wch l’semgs ygt. but may rearrange them

as she wants.

Becoming one with her body, the ma@m

and to “fix” minor lmperfectlom

ody, creating claws, gills or whatever other changes she desires. Though she
tructure are her decision. She also learns to heal other beings as she healed herself.

: Now the witc!i}e;l"hs*‘m aaa b |
§" remnains human, he];_@ppca[amh"

Taking Divinigy inthand, the magus can alter simple creatures as she wishes, Trees may be turned inside out; grain |
may he transformed it flowers. With “help” from other Arts, she could create such things from dust or even from empry
air. Such creations fack intelligence (unless Mind Arts are added to the spell), but possess rudimentary instinets

# o o » Beastform/ Transform Greater Creatures

Self-mastery allows the magus to change into animal forms of her approximate size and mass; she could, therefore,
become a deer, bur not an elephant. If the beast possesses powers like flight or water-breathing, those abiliries must be
, worked into the spell, too. At this Rank, the spell is problematic (see “Shapeshifting”), bur useful.

Greater creatures — lions, dragons, men — now become clay on the witch's wheel; a dog could grow wings, or a man |
could become a woman. The subject still retains its essential nature, but may be reshaped in surprising ways.

sssee Perfect Metamorphosis/ Greater Godhand

Any shape our witch wants to assume becomes hers (a butterfly, a griffin. ..). The only limits are her luck and skill;
all skills, spells and sentience follow her.

Maore importantly, our magus learns to create greater beings from nothing, or to alter them as she sees fit. An ant
becomes a man; water becomes a lion. Many magi consider this Art blasphemy — these powers should belong to Gad
alone! — and Divinity seems to agree. Such transformations are imperfect; without Spirit Arts, a new body is soulless;
without Mind, it is mindless. Such “creations” must be crafted one by one, and carry Resonance from their previous forms.
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(Matter:
Che Shaper’s Art

Specialties; Alchemy, Shaping, Conjuration, Forging, Transmutation
Just as Life attunes itself to Woman, Matter often belongs to Man the Builder. Stone, lumber, metal — once-living
and never-living things shape themselves at the hands of the master of Materi, who reworks existing materials or creates
NEW ONes.
(Note: Certain materials — plastic, plutonium — have yet to be conceived, let alone isolated. Others — steel,
gunpowder — are understood, but remain esoteric. Players and Storytellers should avoid references to modern elements
\} in period games and disallow spells that arrempt to use them.)
Although Matterforms the comerstone of the Daedalean philosophy, many mysticks practice it aswell. While scientists
1 lay the groundwork for the later Table of Elements, magicians ply the spirits of earth, metal and water, or reweave the threads
binding those clements. In conjuncrion with other Pattern Arts, this Sphere allows a magus to change air to metal, flesh to
mud or electricity to wan e magus! All matter is cH e who iicls its essence.
2 is features seem hard, his ;
fine workmanship, but he disda aaifth. His Arts display a similar atte ji distillation, sculpture, design
T and construction — these are thi 2 e Ars Materia, and techniq

* Shaper's Glance
Like a fine artisan, the apprent 254 aterigheboth hidden and plain. Overlapping
parterns can be seen, secret drawers s 2 d B noticed with uncanny precision.

=+ Simple Transmutation :
An experienced magus may transformone
{transforming solids into liquids or gas requig
The more radical the mansformation, the
turning tock to stained glass s not (three s
With Prime Arts, the artisan could cos
he could change other materials or forces ind
|, oralter, and complex substances or machin
leaves the essential mass and structure int:
‘ #e# Craftsman’s Touch

-I-i] [ Now the artisan turns his hand ro shay
X J.; Stone may melt, while paper evaporates. S
y last long enough to get the job done.

Il

y
1% If sculpting is the mage’s pleasure, he
[
|

»r without changing its basic shape or nature
into gold, or stones transformed into bread.
ihging beer to water is easy (one success);
brmations likewise demand grand success.
“nowhere”; with the other Patrern Arts,
Jaborate the material, the harder it is to create
i the materials involved, this transmutation
ger] into a wall of stone — yet.

ass, structure or dimensions of an abject.
Damage and Duration chart), butoften

re hands. These changes are permanent;

with them, an artisan may craft armor, o ith a minimum of effort.

NIk AT sss s Complex Transmutation
\\\ A master craftsman might conjure <ol plex ite strange materials; or transform Forces, Life or other
RN \ materials into elaborate objects or substances. A c air; alchemical perfections — Orichalum ( True

\\‘ Gold), Lunargent {True Silver), etc. — could be refined from imperfect materials; a live cat could be forged into a

- r.‘\ mechanical toy. Complex organic creations — roasted chickens, leather garments — may also be conjured, altered or

T‘ﬁ ) transmuted with this magick, and any inorganic substance can be made virally indestructible. As always, the greater the

\'C' /_f fear, the harder it becomes.

e seses Argmi Distringere
The “distracted atoms” principle allows the magus to rework matter into strange, unnatural forms. Density, weight,
boiling points and friction may be altered, creating paper-thin armor, quarrels that slide through steel plate, and oil that
can never he consumed. Two materials can be treated so as not to interact with each other at all, enchanring water that
flows through stone or horseshaes that never touch the earth.

Permission granted to photocopy this sheet for personal use only.




‘ E— G CHAPTER VIII:
2 MAGICK
RULES

Mind:
Q) Che Dream of Life

Specialties: Dreams, Empathy, Illusions, Astral Travel, Communication

What is a magus without will? Beasts and spirits may think, but only humans possess the sharp intellect, imagination
and will to truly Awaken. Thus, Mind provides the cornerstone for all magicks — it refines the roots of the Art.

And refined it is! A master of the Mind speaks without words, dominates his fellow men and even leaves his body
behind to venture into the Otherworlds. Mind Arts include emotional influence, soul-vision, thought-forging and
illusions. Mental magicks are extraordinarily subtle; many Mind spells act without revealing themselves to outsiders.
Thus, Mind Arts are often casual in their effects — easy to cast, easy to miss.

Such subtle Arts rarely cause direct harm. Mind-spells inflict one success less damage than usual (see the Damage
and Duration chart), but ride in chariots of thought and word. In game rerms, a good Social or Mental roll can hide a
Mind Effect completely — a useful rick when intrigue is in the air!

Mind-mastery demands study and discipline; a willworker seems distracted but proves attentive. He often speaks in
riddles and finishes other people’s words for them. Mental spells glide through logic, dreams, concentration and charms.

* The Thlrd Evcf Mazzb‘fp!rfeﬂ Cﬂlﬂ

CAn SENse SLrong Cmotiens, wheche: they'rd :mfschqd wa persun pl.lce or thy

Early in his training, the magus aleg learns ro shieldhigmind from unw
or wall to block our such intrusions. At the same time, he gﬂmrmnugh self-

.o Rdeln,g the Bimboo Mati Emmmnai Pulse

—I—‘_
A successful roll raises a maze \w#

abour several things at once.

ed minds.
With effort, he can also send brief but powerful impressions
like sadness or joy. If another Mind- magm joins him, the we s
thoughts.

scan whole rhnnghr: fram nnsh ]

saél;mrd messages like “Help!” — orsubtler emotions
melb may deop their shields and read each other's

Those shields reach a new

IIIlprL S5IONS 10 I-l W ll l'lth[ “'lll)..’li. ns.

o oo Mental Bridge/ Illusions/ Walk Amngvam — |

Now the magus can reach into anather person’s 'smind. By sc nding complex lw
victim's senses, speak in his-mind Ofﬂlmhiseﬂwflmngamﬂ him. =

| A slmtldr anh‘m'rmmt 1en rhe mage Lnt(‘r His &ib}att» Jl‘er\mﬁ of visit the D

With dre: ultul enchammnu. [['I.I:: mlgu‘a'nuw takes over rlnnrﬁer ! e moves her body; his
thoughts drive hers away. With “gentler” magicks, he could infiltrare he insanity or altering her
memories. The victim may recover once the spell wears off, but her mind and reputation may be ruined by then.

On a kinder note, the magus may rise from his meditating body and skim across the Astral Reaches. (See Chapters 111
and V11, and “Otherworldly Travel, * page 257.) For each success the player wins, the wizard may travel for one turn.
seees New Soulf The Jade Lotus/ Untether

Blasphemous secrets allow a magus to invade a person’s soul — or to conjure a new one. With the New Soul secret,
the wizard reworks his victim's personality (her Nature Trait) and memories, making her his creation. Unlike other forms
of domination, this Art is fairly permanent.

The Jade Lotus refers to the Art of forging new minds. A master may crearte rrue conscious thought in a mindless body,
switch existing minds back and forth berween “hosts,” or increase an existing mind to genius proportions (raising
Intelligence or Wits scores to 5 or above ), though not without risk. (See “Permanent Changes,” page 256.) By releasing
his mind from his body, the master might also soar into the Astral Reaches for weeks at a time.
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Prime:

Che Sifth €ssence

Specialties: Channeling, Quintessence Draining, Enchantment

Before there was form, there was Divine Essence. Shaped by God’s commands, this "Quintessence” wove itself into
Patterns. Bencath Creation's sluggish surface, that Fifrh Essence still stirs. Strong emotions summon it, Resonance colors
it and magick gives it wings.

An enchantress of the Prime channels and shapes Quintessence to her needs. Although more limited than other Arts,
this talent provides the cornerstone of magickal crearion. To conjure an object or force from “nowhere,” a magus must
whip Quintessence into a Pattern. A skilled enchantress may shift the energy from one Pattern to another, imbuing some
objects wirh mystick essence while crumbling others to dust,

Some Prime sources are easier to use than others. “Raw” Quintessence gathers into Tass and other marerial Patrerns;
“free” Quintessence pulses through Crays, Awakened Daemons and powerful events. With enough skill, a magus can tap
cither rype and draw energy anytime, .mywhere

A Quintessence maser betrays her affinie
shimmer like midnight suns. Prime carrie

weavery, it glows or raises “witchwalks” gve

® Traces/ Restoration

To an apprentice, the Fifth Es

eals itself ¢
Creation, while others hear the Muﬂﬁmf@%phnna ln‘g
the Resonance of that energy. Tm,(‘rﬁ'and entities
Seeing the flow is the first
Background (see Chapter IV) 6
on an Arete roll {difficulty 4
s+ Weave the Ideal/, :
Each thing possesses a pe:ftct ‘reflection” in this IW
— a perfect item composed solely of Quintessence — with t
Pattern Art, she could conjure an imperfect reflection th
something where nothing existed before. (See "Tran:%m
* e e Channel Quintessence
By becomingaliving crucible, the magus can refin

(inflicting normal damage) or transfer it between mur%ﬂ id

magus can ahmlm Cbi}.)tusuu.e lhmuﬁh hu’ Daemon
hmd lhltTrall’ s mnm. Foreacl h success

rld. A akll]ed L‘l"lthi\(lllc. can create a Platonic ideal
Rank of Prime. By weaving this ideal into form with a
deal in the material world. In short, she could make

)

ntessence from Tass, “shake it up” withina living vietim
rrerns, like people or objects. Thus, she might enchant
55 store :)fgnmgssence Either option demands a source
life force from other objects demands. . ..

a broom, distill Prime Force from Tass or fuela ritual wit
of readily available Quintessence (a Cray,
®eee Drain the Pattern
Now the magus learns to shift the Fift
with power or disappear into nothing. The
thar cannot burn; the latrer consumes the
to destroy a large or strong item, but man

sence within inanimare |rerm_“;i:Wu 1 this Art, she can make an object blaze
ltdl["t, making blades that cannot break or wood
&m'}gﬁ until it falls apart; it takes a lot of work
- té@ﬁmlh similar efforts.

By draining Quintessence this way, them agus cagalso refuel hier Dacmon anywhere in the material world. Mediration
is still necessary, but a Cray is nat. :

eesse The Living Husk/ Drink of Life

A master can turn the same effect against spirits, living creatures or undead beings. All damage is aggravated, and ean
only he soaked by magical means (countermagick, vampiric Fortitude, mystic regeneration). Spirits lose Power instead
of Health. If the damage averwhelms the victim, he literally fades from existence.

With a mystick draught, the magus could also refresh her Daemon instantly, drawing the life force of others into her
own body (inflicting normal damage, not aggravared; each success equals one Quintessence point, and one Health Level
of damage). This spell isn't kind, but might occasionally be necessary.

o
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Spivit:
Breath ofthe Gods |

Specialties: Shadow-walking, Spirit Parley, Possession, Fetishes, Necromancy

No magus doubts the Invisible World. In later days, some magi will try to redefine the Otherworlds as “alternate
dimensions.” In this age, however, all sorcerers believe — even if they define their belicfs in different ways, Magi of the
faith dread the ghosts, demons and celestials that populate this half-world, but primal mysticks prefer the soul to the flesh
Some see the Otherworlds as antechambers to Heaven and Hell; others regard them as the breath of Creation.

Spirit Arts are pretty eclectic; a skilled shaman can navigate the Mists, bargain with spirits, open gateways and forge
ephemeral tools, To Christinnsand Muslims, Spirit Artaare black magick, occasionally indulged but never condoned. Shamans,
witches and Far East magicians, however, consider such Arts essential survival wols, Our world is the legacy of ghosts.

Because such weavery bridges worlds, most Spirit spells use the local Gauntlet (see page 240) as a casting difficulty,
rather than the usual Rank-hased rarget number. Spirit-mysticks dwell in a half-world between flesh and ephemera; they
talk to the air and watch unseen sights. Uncanny “witchwalks” follow them everywhere. Shamanie Arts often include
excruciaring trials — fasting, sacrifice and self-mutilation — which only add to the black magick stigma.
& (See Chapters [11 and VII for details about the Otherworlds, the App x for sample spirits, and the “How Do
3 You Da Thatl” section for fetish, possession and shadow-walking enchantr
. ® Sense the Invisible World )
7 Attuned to the shadow, a shaman may see through the Gauntlet,
possessed folk, etc. The visions she perceives depend on her affinities: Al
while a shaman sees the heart of Nature, and a necromancer views l:heUn
** Touch Ghosts/ Shift the Gauntlet
Far a brief moment (a turn or two), the magus ma
she can call across the Gauntlet, too, attracting nearby wl a IMW she
her view into the Void.
Although the Gauntlet still defies her, the shaman’
the local Gaundler difficulty by one for one turn. Try
raise it higher than 1:(}‘
i bhadow—ws&mnguu:.e Spirits
Stripped of workdby trappings, the magus :,mps into the Pentmibra. Her body and possessio ccome ephemera, hut
glow with living light. The shaman must cro ncumbered; cii?&um, Jor hu“q gear add one t&-igulh the |_||ﬂ]u.|][y ,md
t* the successes needed, und really large irems

sky and extend

ess, she reduces
lower than 1 or

With a loud cry, the magus can rouse or lull s
whose “host" has been roused works on both the:
that a “sleeping” irem cannot match. By lll]l]l'lb a
**** Rend Gauntlet/ Bind Spirits i d
Ry tearing a hole in the barricr, the shaman opens a way fur her friends; a similar -wpell builds a wal herween waorlds.
Each success reduces or raises the Gauntlet by one for one hour. (See above.) Unlike lesser spells, this enchantment can
i" overcome the Gauntler complerely, or thicken it to impassabiliry.

By binding a spirit to an object or person, the magus can create a ferish or inspire possession; by reversing the effect, |
she can free a trapped (or possessing) spirit. (See “Possession and Exorcism.™)

seees Forge Ephemera/ Void-walking

By usurping Divine might, a Spirit master may create new Realms, refresh a spirit’s Power Trait, imbue an empty body
with a soul, and even destroy a wizard's Dacmon. This Gilgul spell — alweays vain — marks the caster in the eyes of all
other magi; no one will ever trust her again, and many will consider her an enemy.

spm[:c' an m:m
ity for its “owner”

A more intraspective shaman may leave the Earth behind and wander into the Void. Protected from the harsh
environment (if not from its denizens), she literally walks into the Heavens and beyond.

Permission granted to photocopy this sheet for personal use only,
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Cime:
The Blinking of God’s €ye

Specialtics: Perceptions, Temporal Control, Prophecy
Sunrise, sunset, planting, harvest, birth, death, a relentless passage leading to Doomsday and eternity, is that how it
has to be? Some say “no.”

Eseteric doctrines claim time is an illusion. Sueh heresy stops short of Christian shores but makes (ascinating study.
According to the mad seers of the East, time is an illusion we choose. When you free yourself of all worldly lies, time falls
away and immortality — the dream of every mage — becomes real.

With few exceprions, this is a world without clocks. Sundials, sunsets and the occasional machine measure time in
approximare ways, but minute-by-minute precision is rare. “Long ago” and “soon” are relarive spans; witha lirtle prodding,
it's not that difficult to speed or slow them. Time travel irself remains a mystery — is it possible? Most mages think not,
but there have been enough legends to justify a doubt

Although such magicks puzzle the average mage, the master of Time sees through new eyes. His manners are
strange — his speech slides through past/ present/ furure and his gaze hovers far away — but his Arts bedazzle the
wizard who thinks of time as a simple, onward prbg:easwn.

* Whispering Hours 2

Before you can sidestep time, you must comprehend it. Anapprentice acquires & precise sense of time. Other folks
understand hours: he understands minutes, even seconds. Wich minimaleffore, he can measure relative time — time spent
in Faeric, in Horizon Realms, foreign lands, erc. The magus also notices time fluctuations <= ripples caused by Time Arts,
temporal rifts or Otherworldly shifts. Like waves ana pond, such events stir h‘rs sight.

*+ Prophecy and Hindsight !

Prophecy is Time Arts' greatest legacy. Though inexact, future mgl\t aﬂm\.s a rrn;,u.ﬁ to plan his next move. (See
“Prophecy and Hindsight," page 259.)

Likewise, the magus learns to scry into the past. By concentrating on an ohject, pesan or place, he may snatch glimpses
of that subject’s expericnces. Doing so often takes a ot of work (many successes) bur offers helpiul clues. Alone, this Art
presents a vision of the mage's location only; combined with Connection 2, it can travel; combined with Matter 2, it can
trace the history of an object; combined with Life 2 and Mind 3, it can sée the past through another’s eyes.

This Rank also allows the magusto®thicken” time around hmwlf,mciucmg ranother wizard's chances of affecting him
(essentially Time countermagick).

ee* Spinning the Wheel

Now the magus learns o comm and time itself; slowingof speeding \tﬂ he will. This secretallows the soreererto qpeed
his own actions ( giving himself one additional action for every success over two: two actions with three, three actions with
four); speed urslow another; or contract imearound an object orsite while the rest of the world keeps moving. Faericland,
where one day can pass as a year, is infamous forsuch effects. Used offensively, Spinning Wheel spells must hit their target
before they have an effect; areas, h<mcer are cask to enchant, t’l‘mug,hth(‘) e limited to 10 feet wide,

seee The Endless Moment

A powerful seer can literally stop time; an arrow may halt in ﬂu_:,hr and a dmp of warer may hang in the air. Again, the
arcais limited, but the effect is strong: Combinediwith Entrepy 3, it can “trigger” a spell when some circumstance occurs (a
| prince kisses, a tree falls); combined with athes8pheres, it can *hang” a spell until the Time spell passes; tied to an object
with Marter 2, it connects that item to a “time drop,” where nothing happens to the object until the spell wears off.
Plucking Shiva’s Bow

An archmage may remove items or people from one “point in time” and replace them “elsewhile™ step out of rime
and view the world as a collection of statues; or “pull” himself through time. The mysterious “Dreaming” visitors may have
foreseen the landing of white settlers, walked across the world and erossed into the furure in no time ar all.

In game terms, the magus can sidestep rime himself; each object or persan he touches reduces his successes by one.
See the Time Duration chart for successes and spans. Traveling through great lengths of time is exceedingly dangerous;
spirits lurk in the void between moments, and the course of history (war, disasters, erc. ), can change the world around the
magus in ways he never dreamed possible.
Permission granted to photocopy this sheet for personal use only.
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You can sing the bitter temple song

You can trace patterns in the sky

You can ride the angels where they fly

— ElysianFields, "Anything You Like"

r&r agick is limitless. You're not hound to a

SN Y § need as you need them. There are, how-
? f k.4 ever,certain"classichits" that cover most

Once you see how they work, you can

adjust the process as needed. (For examples of those bitsin
reference, see the Common Feats chart.)
Conjuring, Shapechanging

Y ou want to turn aprince into afrog, make your witch
grow claws, transform atable into smoke, or whistle up a
same game mechanics. By combining two or three Spheres
of the right levels, your mage can change one thing to

The process is simple:

* Check the Sphere Levels (or the Magickal Feats

« Figure out whether the spell you employ is casual or
vain, and decide how dramatic it is. The answer will give

* Roll. The greater the change or conjuration, the
more successes you'll need to achieve. Don't forget to

To change one thing into another, combine the appro-
priate Spheres. Creating something from nothing requires

You can be the sound or bang the gong
| will awaken you
"spell list," hut create the Effects you
§ of the Weavery your mages will perform.
action, see the "Parcel of Spells' section. For quick
and Cransformation
storm? Essentidly, all of these classical spells involve the
another, alter it, or create it from nothing.
chart) to seewhat, you can do and which Spheresyou need-
you the difficulty of the roll.
describe what your mage is doing to make things happen.
theappropriate Sphere + Prime 2. For example, transform-

body structure) takes only one Sphere — Life. If you're |
changing him into asolid object— say stone— you'd need '}
Life + Matter. If you wanted to create him from scratch,
you'd need several Spheres— Life, Mind and Prime 2 at
thevery least, + Spirit if youwanted himto have something
likeasoul. The processworksthe sameway with elemental
forces and material objects: Turning rock into flesh would
require Matter (therock) + Life (theflesh); if you wanted
to make a person out of fire, you'd need Forces (thefire) +
Life (thebody). If you wanted to conjure rock or fire out of
nowhere, you would need either Matter + Prime 2 or
Forces + Prime 2.

ing one living being into a different one (or altering his /| i
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As arule, assume that something created from thinair or
transformed into something else eventually disappears or
reverts back to its original form, unless it's been made
permanent. (See " Range, Damage and Duration.") Hence,
Artificers and other craftsmen work extra hard on their
creations. A poorly made machine will quickly fall apart or
crumbl eintodust, whileawell-crafted onewill last foryears.

Shapechanging

Naturally, a transformed object still carries some Reso-
nance from what it oncewas. A man madefrom fire is bound
to have areally volatile temper, and a stone table changed to
glass will be extraordinarily strong. It's a fundamental fact of
magick in thiserathat all things have an essence that cannot
be changed. At heart, aman transformed into atoad is till a
man — he thinks in human terms and his eyes reflect an
uncanny humanness, even if he remains a frog forever. This
lingering essence comesthroughin Storytellingandrol eplaying,
not in systems, and can come in realy handy when the

<

thing about this toad that isn't quite right....") On the other hand,
that idea cuts both ways; things tend to transform into other
things that are a lot like them. A man changed into a toad
probably had abit of toad in him all dong___

When a person assumes an unfamiliar shape, he needs
to get used to it. The same holds true for an animal that
becomes a man. The more radical the difference between
animal forms, the longer it takes to familiarize ones self to
it: If Alabaster the White became a horse, it might take a
day or more before he could gallop; if he became an ape, he
. could acclimate quickly.

With very basic shapeshifting (Life 4), there's dso a
danger of getting "lost" in the new form. Alabaster might think
he is ahorse if he isn't careful! For each day spent in animal
form, a human being must spend one Willpower point; if
Alabaster runs out of Willpower, heforgets his humanity and
becomes the beast until someone teaches him otherwise. To
get around both of these complications, a shapechanger can
spend two experience pointsand "buy" that alternateform. For
two points, Alabaster may change into ahorse without diffi-
culty, and do whatever he likes for aslong as he likes.

Life5 allowsamagusto changeinto abeast without any
complications; the people he transforms, however, still
:J need to "keep their heads about them," or risk becoming a
/| beast in all ways.

Permanent Changes

Typically, a magus needs four to six successes to change
himself permanently, or eight to 10 to transform someone else
the sameway. Even after that, the magi ck can be undone by the
caster, or by another sorcerer with enough Life knowledge.
These mighty magicksreweave the subject's True Form. Class-
cally, ashapechanging enchantment carriesa"key"; if acertain
thing happens— aprincekissesafrog, ahero repentshislust—
e

thespell disappearsinstantly and the subject returnstoher True |
Form. God's creations are more lasting than magickal ones.

A magus who changes into an animal needs to spend ||
Willpower to keep hismindintact. (Seeabove.) If hesucceeds,
he may stay in that form for as long as he wants- Other
"improvements," however, take atoll: unusual modifications
—wings, claws, boosted A ttributes—add permanent Scourge
points to the mage's Pool. (See "Eternal Scourging” for
details) Lesser enchantments — like those that raise a
character'sAttributeswithinhuman|evel s—must bepaidfor
in character points. In this case, they cost one-half the normal
amount. (See " Experience Costs," page 115). If this "toll"
isn't paid, the subject suffersarotting disease similar to leprosy,
losing one Health Level per day until he either pays the price
or dies. This applies only to living (or undead) things, or to
spirits. Material objects may be reworked without care or cost.

Magickal Devices, Setishes
andCalismans

(See also the Magickal Treasure Background, Chap-
ter 1V, and "Magickal Tools' in the Appendix.)

Thejoy of artisan-magi everywhere, awell-crafted trea-
sure contains the stuff of genius. While other sorcerers cast
ephemeral spells, the crafter seals her Art inside an item of
power. Lousia Mazarin de la Forge shapes her treasures with
patience and a steady hand. Her efforts create Devices or
Talismans that anyone with mystickal skill can use.

Calismans

In bygone days, mystickal itemswere everywhere— or
so the myths say. Given the amount of work that goes into
making a Talisman, however, that's doubtful. In story
terms, amagushasto prepareatreasure, weigh her will upon
it and invest some of her own essence within the item.

System-wise, she makes the treasure (perhaps with the
Crafts, Herbalism or Science Traits), uses Prime 4 magick to
pour 10 Quintessence into the object; she then casts the
necessary spellsintoit, rollsher Arete(difficul tyistheTalisman's
Background rating + 3), and spends a point of Willpower. The
enchantment takes roughly one week for each level in the
Background: A five-dot Talisman would take five weeks to
bespell, on top of the time taken to craft the item itself.

Inlater days, Talisman creation becomesvain (vulgar)
magick and demands asacrifice of permanent Willpower; in
this magickal age, the processiscasual, and requirestempo-
rary Willpower points, not permanent ones.

One-use Talismans — potions, poultices, arrows — are
easier to make. A maguswith theright Spheres simply makes
the item, casts the spell on it and spends a Willpower point.
The process takes less time — one day per level — and
requires Prime 2, not 4. The Talisman works once, then
breaks, dissipates or crumbles to dust.
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By summoning spirit aid, ashaman like Walking Hawk
invests a "lifeless’ object with mystick power. This requires
Spirit4, extensiveroleplaying and roughly 10 successes, with
one roll for every hour of game time. Fetish creation isoften
casual (difficulty7),hutlookslikedevil worshiptoEuropeans.

Devices

Louisa'strueskill lies in Machinae— in Devices crafted by
Enlightened hands. To build one, she plies her considerable
skillsto design theitem, craftit, and invest her geniusintoiit.
The first part demands skill — several dots in Crafts, Science
and Invention, plus a lot of work-time and materials. The
second step lasts one month per dot in the Background rating
(along with many false starts and tantrums); the final step
requires "casting the spell" through the Device— something
that demands the proper Spheres. Ifall goes well, afinal Arete
roll (difficulty 4+ the Background rating) perfects the Device.
No Willpower or Prime is necessary, though al chemists often
fuel their creationswith Quintessence anyway.

No matter what your sorcerer might he trying to make, a
botched roll ruins the process, sends the artisan back to the
drawing board and often carries a nasty backlash as well.
Talismanbotchesoftenresultinbumsor spiritvisitation; fetish
botches unleash anangry |wa; Device botchesusually crack the
item, bum the magus or destroy the workshop, depending on
what'sbeing made and how. L ousiahasadangerousprofession.
Still, it'srewarding... and lays tracks tor others to follow.

Necromancy

The most dreaded Black Artsbind deathto amagician's
purpose. Although some shamans practice benign death'
magicks—callingupdeadrelatives, avengingslainfriends
or laying ghosts to rest — most cultures fear the necroman-
cer. Hedoesn't merely deal indeath, he makesithisally. As
close as Death is to Life in the Dark Fantastic world, the
Reaper loves to oblige.

In game terms, a necromancer can specialize in the
followingspells:

¢ Ghost-calling summons the spirits of the dead.
Described in more detail under "Summoning and Ward-
ing," thisArt isagood way to get on awraith's good side (if
you provide her with something she wants), or her shit list
(if you order her around).

« Reanimation imbues dead tissue with the semblance
of life. Laughing skulls, ghastly hands, even the walking
dead — these nightmares are easily within reach. Animat-
ing dead tissuerequiresLife 2/ Prime 2; manipul ating bare
bones demands Matter 2/ Prime 2. Sadistic sorcerers lock
ghosts into these "playthings" with an additional Spirit 4
Effect. Small "samples" are easy to reanimate (one to two
successes); the larger and more complex the "prop,” the

several limbs, five for awhole body). Walking dead things [/ "’[l
continue to rot, and fall to pieces in a few days unless an /
additional Entropy 3 or Time 3 spell halts the decay.
* Necrosynthesis channels the power of Hell into |
living flesh, Entropy 4/ Life 3 swirls death-energy through
a living Pattern, withering flesh or conjuring magickal
leprosy. The damage from this attack is aggravated, and || ¥
followsthe Damage and Duration chart. A living creature
killed thisway falls into a corrupt, festering mass, forever
dead; its ghost, however, may return, looking for revenge.
Necromantic Artsstir upJhor. (See" The Scourge" and
the example of Caspar the Alchemist.) Worse, they make
the magician atarget for all manner of witch-hunters, wraiths
and rival magi. Even death-mysticks like the Chakravanti
loathe necromancerswho ply their Artstoo freely. Demons,
however, love to grant such secrets to their chosen ones.

Otherworldly Travel

(See also "The Otherworlds," Chapter V11, and the
Spirit Gauntlet chart, page 240.)

Therearetwowaystotravel beyond themortal world: astral
voyaging, when the mage's consciousness leaves her body
behind; and shadow-wal king, when she stepspast the Gaunt| et
andbecomeshalf-flesh, hal f-spirit. Dreamwal king, araretal ent
that allows ashaman to step into thedreamworlds, is possible,
but largely forgotten among the magi of Europe and Asia

« Astral travel (Mind 4 and 5) unlocks the mind from
the body. Thus freed, the magus can speed across the Earth
or float into the Astral World. Connected to her body by a
stiver cord, the sorcerer loses track of her physical senses
and "sees' through magickal eyes. Nude and incorporeal, %4
she carries nothing with her; invisible to normal sight, she
hoversin ashining cloud of pure thought. With effort (and
a point of Willpower), the traveler could manifest as a |
ghostly image. Even then, however, she iseffectively im-
mune to physical harm. Only Spirit magicks, awakened
weapons (see " Possession") or other astral beings can
touch her, and only Mind sight can detect her presence.

An astral traveler's Mental and Socia Attributes re-
place her Physical ones: Strength becomes Manipulation,
Dexterity becomes Wits, and Stamina becomes Intelli-
gence. Willpower replacesthe Heal th Trait, and any damage |,
thetravel er takeseli minatesWillpower points. I f shereaches f -y
zero Willpower, the mage's cord snaps and she drifts into k{. \C;
the highest Heavens. Supposedly, she is logt forever, but \\\\\\\,j
some travelers claim to have returned from such journeys, =~
often half-mad and babbling of wordless sights....

« Shadow-walking (Spirit 3) pierces the Gauntlet.
Glowing with life-energies, the traveler wanders through
the Middle and Lower worlds as if she were an extension of
the mortal landscape. The more she wears or carries, the
more difficult her passage through the barrier becomes; a
heavily armored magus finds it hard to pass through the
Gauntlet at all unless she crosses in the thinnest places.

}

e " e
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) Sometimes a traveler gets stuck; in game terms, a
' botched roll strands the magus between the mortal world
4| andthePenumbra. Sheremainsthereuntil another Spirir-
magus or spirit-being helps her through,

A successful shadow-walk carries thetraveler into the
Penumbra; from there, she follows spirit paths through the
Mists. When she returns to the mortal world, the walker
must wander back into the Penumbra; when she emerges
through the Gauntlet, shecomes out in the material reflec-
tion of her final location. In other words, a shaman who
entered agateway in Northamptonshire and crossed back
through a Cray in Paris would arrive "out of thin air" in the
French city. Many wizards use shadow-walking to cross
great distances — although the spiritual hazards might
outweigh the mortal ones!

« Gateways (Spirit 4) open rifts in the Gauntlet large
enough for several people — magus and mortal alike— to
pass through. Such portals rarely last more than one scene,
however, and are distinctly vain. Spirits love such "win-
dows of opportunity,” and flock to them; after all, gates
work both ways....

« Dreamwalkingworks in all ways like shadow-walking.
Few magi, however, have the imagination to step into adream.
Instead, many sorcerers employ astral magicks (Mind 3) to
cross into the disturbing Sleep-Realms, then retreat when
thedreams get too vivid. Spirits, demons and faerie creatures
lair in the Dreaming, and many of them get grumpy when
mortals intrude. (See Changeling: The Dreaming, Dreams
and Nightmares and Beyond the Barriers: The Book of
Worldsfor moredetail s of dreamworlds and beings.)

. .
s Perception Magicks

When Lady Gianni consults her crystal ball or Caesario
whistles the Tune of Pan, those mages see things no mortal
could perceive. More often than not, those perceptions
remain the mystick's secret — no one else can see what
Caesario sees unless he chooses to share the vision. In game
terms, then, such spells are casual, rather than vain.

Magickal Vision and Scrying
Magickal senses must be "turned on" by the proper spell
unlessyour magushas made some permanent "improvements.’
| (See " Shapechanging.") Most perceptual spells simply re-
quire a Rank One Effect from the appropriate Sphere; seeing
/ wind currents requires Forces 1, while enhancing your eyesto
spot thingsinthe dark isLife 1. For the most part, such spells
succeed automatically; any magusworth the name can employ
magickal sight without trouble. Noticing things may require
an additional Perception + Awareness roll — seeing in the
dark doesn't automatically allow you to see everything in the
area. Once the spell kicks in, it usually lasts for the rest of the
scene unless the mage chooses to fade it out. Doing so is ofter
agood idea— it'spretty hard to function when you're viewing
things on severa different levels at once.

A magus who's taken on more visions than she can
stand suffers a penalty to her perception rolls. For each

(+1 difficulty for one Sphere, +2 for two, etc.). Seers of
Chronos are slightly better at this sort of thing; they add one
for every new perception after the second (+1 for two, +2 for
three, etc.). Oversensitivity becomes a problem, too; loud
noises, bright lights and other powerful sensations have an
extra kick when magickal perceptions are involved. A
sudden flare of flame might startle a person under most
circumstances, but to the witch with the cat-eyes, that flare
can be blinding, if only for a moment.

Seeing faraway things requires a bit of Connection
Sphere magick. Lady Gianni gazes upon places she's never
visited through the glass and her magickal prowess. In
game terms, her player simply focuses Connection 2 and
rollsthe dice. The better the roll, the further Lady Gianni's
vision. (See the Connection Ranges chart for details.)
Because the sorcerer's sight has a dramatic impact on the
flow of the game, long-distance scrying attempts should be
rolled. It's not a good idea to allow your magi to see
everythingwithoutdifficulty.

Shared Perceptions

Let's say Caesario wants to cast the Tune of Pan on his
friend Catherine, or to share his vision with her as well as
himself. In that case, his magick is no longer as easy as it
once was. If the mage is the only one who sees through
magickal eyes, it really isn't worth the trouble to make a
castingroll; if hesharesthespell with someoneelse... well,
better roll, just to be sure he succeeds.

By adding one to his normal casting difficulty, our ( .
magus can take his spell a step further and grant it to
another character. Each person receiving the vision adds
another +1 to the difficulty and another success to the
total. If Caesatio wants to extend his sight to three other
people, he needs to roll at least three successes and add +3
to hisdifficulty number. No one else could see what those
people perceive.

Is such sight vain or casual? That depends on the
recipients. If they're magi, night-folk, magicians' compan-
ions or other true believers, it's casual. If not, it's an
unnatural thing — vain magick.

With an additional Forces2/ Prime 2 Effect, askillful
magus may create a vision that anyone can see. Lady
Gianni, for example, weaves such aspell into her glass and
conjures an image of her subject in the mirror. Any
number of people canwatch the image, and no "additional
viewers" penalties apply. Depending on the magician's
style and her audience's expectations, this kind of magick
may be considered casual. A shaman can conjureavision
from smoke and be perfectly within the beliefs of histribe;
Lady Gianni, on the other hand, would seem like some
sort of devil if she did the same with her glass.
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| Givenher affinity to magick, amaguscan usually sense
,I it in action. A successful Perception + Awareness roll
(difficulty 6) allows a sorcerer to notice magick in use
within 100 feet or so. Really powerful spells might reduce
that difficulty to as low as 4, while especially subtle ones
might raise it as high as 10.

With a Prime 1 spell, your mystick can sense the
"residue” of magickal actsafter they occur. This"afterglow"
fades once the magick has been cast, and the difficulty of
her Perception + Awareness rolls rises accordingly. Small
feats"disappear" in afew minutes, but really strong onescan
be felt for hours or even days afterward. Mystickal items,
naturally, do not fade this way, and may he noticed with a
3} good Perception + Awareness roll.

Prophecy and Hindsight

In game terms, a character with Time 2 may look into
thefuture or past. The further she looks, the harder her roll.
(See the Time Ranges chart.) So how does a Storyteller
satisfy her players without setting up a situation she can't
handle? That depends on the Storyteller's view of history
and predestination.

In the "officid" chronology, certain thingswill happen. A
magus using Time magicks might see the future if the Story-
tellerwantsto takeall source material asgospel. If, ontheother
hand, the Storyteller wants to set The Sorcerers Crusade as
"year zero" inabrand new chronology, the mage could see one
of a hundred possible futures — futures that may or may not
= come to pass. Frankly, we recommend Free Will over predes-
a4 tination — that way, thefuture isn't set and your troupe could
change history. The visions of a seer, therefore, show events
that might never occur. That way, prophecy becomes an

heel®s uncertain Art, no matter what the dice might say,

Time magick isn't foolproof, nor doesit offer the magus
an omnipotent view of everything the player wants to
know. Visions are fleeting, composed of impressions, sym-
bols and skewed perspectives. Lady Gianni might see a
future event, in her mirror, but the prophecy unfoldslike a
shadow-play: A flaming unicorn dashes into view, pursued
by a mass of darkness. Arrows leap from the darkness and
bury themselves in its fiery flesh. The unicorn falls into
T ashes, and acold wind whipsthemaway. What will happen?
£ Unraveling the vision is Lady Gianni's problem, Prophe-
ciesare notoriously vague, and puzzling them out ishalf the
prophet's battle.

The past iseasier todecide. The Storyteller simply tells
the player whatever she wants the magus to know. Most
postcognition is tied to a place, person or object; when she
channels her sight through that subject, the magus sees
what the subject once saw. If Rebecca Bernal, a Marrano
seer, meditated upon a dreidel to find out what happened to
itsowners, she might see adark room spreading out beyond
the table the dreidel sat upon. Frantic voices cry out as

flashes illuminate the room. Thuds, screams, then silence.
What happened? The seer has learned something from the
past, hut the answers are as nearly confusing asthe original
unanswered questions.

A few hints for players and Storytellers who employ
Time sight:

« Use symbolism rather than facts, and let the mage ‘ :

interpret the vision.

« Rather than declare an open statement ("Romewill burn
in 1527"), give the vision a perspective. ("You see the Vatican
crumbling arid nearby buildings wreathed in flames" "When?" "You
can't tell, but the people are dressed differently....")

« Describe an event that might happen, then plant hints
that imply the event is coming (like mentioning a strange
tree, which later shows up in the background of a scene).

« Let the Storyteller roll the dice and narrate the
results. That way, the player has no idea how true the vision
might he. Generally, the greater the success, the more
accurate the prophecy or hindsight.

Summoning andWarding

'
When God delivered wisdom to Solomon, He granted

the magus dominion over the angels, demons and other
spirits. Shamans, Hermetics, Infernalistsand, occasionally,
witchesusethat legacy tocall forthearthly and Otherworldly
creatures. So how do you handle it. in game terms?

« To call forth aliving creature from somewhere else
on Earth, use Connection 4, perhaps with either Mind 2 or
Life 2 to bring the creature running. A small animal —
roughly cat-sized — could he pulled through a smaller

gateway (Connection 2} without much trouble. Callingup 4

an earthly being demands between two to 10 successes,
depending on the size of the creature (and the gateway),

« To summon aspirit creature, use Spirit 2. To bring it
through the Gauntlet, use Spirit 3; to bring several of them
through, use Spirit 4. A spirit that is bound into afetish or
possesses the M aterialize Charm can manifest on its own; a
spirit without either of those options needs a body to
inhabit — an additional Life 4/ Prime 2 component of the
spell. The bigger the spirit, the more successes it demands:

asimple Nature spirit only needsto be brought through the ’
£

Gauntlet (see the Spirit Gauntlet chart), while a major

Umbrood or elemental must be called from itshome Realm i\[ \
N N
3

(10-20 successes),

« Bringing aghost back to the living world demands a \‘§_§- j}'

Fetter (an important object from that person'slifetime) and
Spirit 2. To order it around, use Spirit 4; to give it a cloak
of livingflesh, add Life 4/ Prime 2. Since ghosts suffer many
strange fares in the Underworld, a sorcerer may or may not
be able Co call one back (Storyteller's option).

« To bring a mighty Umbrood — a major devil, an
angel — into the mortal world, use Spirit 4 and some relic
or True Name to connect the earthly plane to the

S
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Otherworldly one. Such Summonings demand 15 suc- |
cesses or more. Binding a powerful creature is generally
good idea — greater spirits are notoriously independent

— winds rise, water freezes, candles blow out, and
fragilethingsshatter. A powerful spiritentity literally
raises Hell, or brings Heaven to Earth when it appears
and leaves a hit of its Resonance behind when it leaves
Porthos Fitz-Empress, who often calls up unearthly
creatures, has impregnated the walls of his workroom
with a spine-chilling essence. Lady Palestrina, an
Infernalist, literally darkens her soul with each demon
she conjures up.

Theritual itself often demandsapentacle (see” Ritual A
Tools') or some other prepared space. True Names, Fet- =
ters, offeringsor other linksto theentity are oftenrequired
parts of arite. A wise sorcerer guards herself with a Ward
keyed to the being she summons. Very few creatures enjoy
being yanked around by some magickal wise-ass. S

« A minor Ward demands Connection 2, with either -
Life2 (forlivingthings) or Spirit 2 (for spirits). Thisspell $=
makes the creature uncomfortable, and reducesthe being's ;
Dice Pools by one die for each of the sorcerer's successes
if the creature tries to cross the Ward.

* A major Ward, or Ban, requires Connection 3/ Life 3
or Spirit 3, five successes and some object or True Name
from the summoned being. Each Ban is unique, and must
be erected anew before the summoning. For as long as it
lasts (typically one scene), the Ban prevents the creature
from touching the wizard, or from casting Charms at her. i
It does not protect her from hurled objects or outside
helpers, however....

Once the creature arrives, the Storyteller might A58
want to set up aresisted Willpower roll contest between
the summoner and the summonee. The bigger the "favor," Jc
the higher thedifficulty. Minor tasksaredifficulty 5 or 6,
while extended service is 9 or 10. If the magus wins, the
creature performs a task or two before leaving; if the
summonling wins... use your imagination. Obviously,
the wizard's manners, Traits (like Metaphysics
[Celestiography or Demonology] or Spirit Lore), and
affiliation makes a big difference. An ancestral ghost is 5§
willing to help a respectful shaman; aminor angel com-
pelled to answer a boastful wizard might not be so
accommodating.

Uncanny Influence

Charms and possessions rob a God-fearing person
of hisrightful mind. A magus who employs such Arts is
afrightening figure. Even so, many sorcerers use their
craft to sway a stubborn mortal — or to cure him of
another's influence. The Arts of Mind and Spirit are
too useful to cast aside.
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Enchantment isthe soul of folklore. Alwayscasual, thecharm
spell is common coin for magi of all types. Depending on the
power of the enchantment and the needs of thetale, a Storyteller
might | et amagus bewitch someonewithout even making aroll.
Caesario wants to seduce a milkmaid?No problem, no need to
roll. He wants to make her his slave? That's another story....

A simple charm (Mind 2) inspires feelings but cannot
change the subject'swill; more powerful ones invade her thoughts
(Mind 3), shackleherwill (Mind 4) or erase her whole identity
(Mind 5). Bewitching someone from a distance requires Con-
nection 2; forgingalink between two parriesreguiresConnection 3/
Mind 3 and some sort of item from both of them.

In story terms, such enchantments require a gaze, a
command, a token, a potion, or a personal effect from the
victim. Once the sorcerer has what he needs, a charm can be
woven. Many desperate mortals come to witches when they
want a person's full attention; hence, many charms are cast
on another parry's behalf. At first, a successful charm seems
like a blessing; over time, however, bewitchments either
erode (as the spell wears off) or turn to obsession (if the
enchantment is permanent). Either way, the charmed per-
son soon learns to hare the object of her affections unless the
magus has taken steps to make her love him without magick.

A really powerful charm (Mind 4) stealsthevictim'swill
and memories without her recollection. To do o, theenchanter
isolateshimself, opensachannel tohisvictim and concentrates.
What he wills, she does, then forgets. When Caesario's milk-
maid comes to her senses, she may have done shocking things,
but cannot remember them. This level of enchantment requires
a lot of successes (10 or more), but lasts a long time.

Unlikemost formsof magick, charm spellsusethesubject's
Willpower as the difficulty; it's easy to manipulate asimpleton,
but a stubborn person is much harder. To permanently alter
someone's personality, you should raise the difficulty to the
subject'sWillpower + 3, atthe Storyteller'sdiscretion. Similarly,
A character withmental defenses(aMind 2 shield or someother
power, like vampiric Domination or Presence) may raise the
difficulty to Willpower + 3, or shrug it off altogether. If you, the
Storyteller, don't want some crazy mage yanking the prince's
puppet strings, you can make acharm very difficult indeed.

A character who suspects she's on the receiving end of a
charmcanmakeaWillpowerroll (difficulty 6) toovercomeit.
If the milkmaid employs a counter charm (see " Commoniolk
Magicks," page 267), she might get an additional die or two
for the roll. She may try thisonce. If the milkmaid wins more
successes than Caesario, the wretch's spell isbroken. If not, the
enchantment must either wear off or be broken by another
magus, through unweaving or Mind 4 magick. Mind 1 allows
awitch to spot another's influence, and she may even recog-
nize the caster's handiwork; many sorcerersleave"signatures”
that an educated magus could decipher. Caesario is infamous
for this sort of thing, and several other sorcerers have sworn to
make him pay for it someday....

When actual spirits rake control of something — or
someone — they tend to do what they please. A skilled Itf,)
shaman or priest, however, can direct them at a target and )
"suggest" what they do with it. This kind of magick is
difficult to control, but among some tribal cultures, it'san || §
essential Art — and a casua one. {

Dramatically, the caster opensachannel or vessel up to
spirit possession, calls the appropriate beings and makes a
bargain with them. Ghosts, demons, Naturae — all spirits
with the right powers (the Possession Charm, or Puppetry
Arcanos— see Chapter VI and Wraith: The Oblivion)

possess the host by itself, askillful sorcerer can do it instead. }
Such ritesusual ly involve chants, sacrifices and aspecially
prepared vessel. If Walking Hawk wanted toinviteaHawk-
spirit into his hatchet, he would paint the ax with designs,
burn tobacco and beseech the hawk to come.

Insystems, thereare several typesof possession magick:

* Puppetry (Mind 4), in which a sorcerer takes
control of a mortal body. Detailed under " Charms" this
possession requires absolute concentration, but leaves
spirits out of the equation.

« Rousing spirits within objects (Spirit 3) awakens
slumbering entities and asks them for afavor or two. Asany
shaman knows, al things have spirits. With the proper
incentive, those lwa may be awakened and befriended.
While the object won't be able to do anything really extraor-
dinary, the spirit inside can shift events in subtle ways, The
Hawk-spirit might gift the shaman with keen sight when he
holds the ax, or keep the weapon's edge sharp as a raptor's 4
talon. Additionally, the awakened item may exist in the {
spirit world and material one at once; Walking Hawk can f
carry hisaxonjourneysbeyondtheGauntlet, or useitagainst ||/
an astral foe. Spirits may be roused within objects or places,
but not animals or people (their spirits are already awake).

« Creating a fetish (Spirit 4) raises this awakening to
new levels. Here, the spirit becomes an active force in the
mortal world, and conveys its powers through its "host"
object. See "Magickal Devices, Fetishes and Talismans"
for details.

A gruesome variant (also Spirit 4) turns a person into
afetish of sorts. By calling up angry spirits and channeling | Lo
them into aliving host, a shaman can rip hisfoe apart from !\ \C W
the inside. This terrifying assault inflicts aggravated dam- ‘-‘gx\\_ ,}‘
age as per the Damage and Duration chart, and scares the e
hell out of the victim as well. She can try to soak the
damage, but even if she survives the attack of these whirl-
ing, screaming Iwa, she's not likely to forget them.

* With self-possession (Spirit 4), the mystick opens
himself to spirit "riders." He offers his body, and with luck,
they supply him with inhuman powers. A specialty of
shamans, Infernalists and even some Christian prophets,
self-possession grants the magician three additi

= — -

o =

TR e




_ MAGE: 7 S\
A=) | THE SORCERERS A 2 I
(G5 CRUSADE = = N

¥| cal Traits, a Cosmology Knowledge of 4, and whatever
Charmsthe spirit rider has. In return, the spirit gets to play
for awhile — and "riders" are pretty hard on their hosts!

When thespirits |eave, the shaman usual ly hasto recover.
Hedeepsfor days, and often hearsscarsor "spirit brands" from
the experience. Nightmares, odd markings, broken bones and
fever areonly themost obvioussignsof self-possession; areal ly
astute Spirit-magus can see the imprint of demons who have
taken a shaman's body as their own. When the shaman dies,
@ all Christiansbelieve, he'll have to answer to God Almighty

for each "ride" he has allowed.

€xorcism

When the spirits enter on their own, a good priest can
drivethemout. It takes Spirit4 tofight apossessing Umbrood,
although Prime 3 can help. The battle itself is fought with
resisting Willpower rolls (difficulty 7 or 8). Each roll covers
an hour or so of game time. A healer who wins can drive out
= the spirit; a spirit who wins can shift over and possess the
H sorcerer instead... a which point, he's too tired to resist.

; Obviously, a weak spirit is easier to exorcise than a
7 powerful one. Minor entities requie 10 successes to defeat;
stronger ones, 15; major ones, 20; and mighty ones, 30 or more.
Using a boost of Prime energy, the exorcist can add one success
tohistotal for every successherollswith aPrimespell. Instory
terms, the two partieswage war over the host body. In the end,
the areawill be laid waste, the host will be exhausted and the
combatants will both he the worse tor wear.

Roleplaying the
“(Dagician

i, \l | give thee name, yet keep the blame
() v

We've explored the systems; now let's turn them into
play....

Magickal Styles

To the magician, the Art is paramount. His dedication
toitallowshim to perform miracles. A Renaissance sorcerer
doesn't define what he does as "reality-shaping.” To him,
there is one reality and one way to weave it. Confronted
with the various styles of magick — all of whichwork— he
exalts his own and denigrates the others. It will take the
present clash of cul turestoriptheblindfol d off and forcethe
magician to redefine his Art as one path to acommon road.
In the meantime, the mortals around him make their own
decisions based on faith, folklore, and eventually science.
In game terms, those beliefs define aspell ascasual or vain.

The following styles mirror the practices of most Old F

World sorcerers and philosopher-scientists. Each one de-
scribes an attitude, belief, common tools and the form the
magick takes. A miracle-worker isn't going to be crafting
cannons and a physician won't shoot lightning from her
fingertips. Consider these listingsto be roleplaying notes and
"tool selectors’ for your magus. Pick one and use it as a
templ atefor hisbeliefsandaguidelineforthespelIshe'll cast.
Many other stylesexist, especialy inthemysterious East
and distant New Worlds, but to the European mind those
Arts are pretty vain, if not impossible. It will he centuries
before the odd Hindu ways or arcane Taoist practices are
even heard of, much less believed in. Although their practi-
tioners— like the Chakravanti, Seersand some Akashics—
venture into Europe occasionally, they find their Arts ex-
traordinarily difficult toperformthere.
For the record, here's how the following styles break
down in Dark Fantastic Europe, circa 1450:
Casual Miracle-working
Infernalism
Pagan Witchcraft (often mistaken tor
Infernalism)
High Ritual Magick (likewise)
Alchemy
Tribal Shamanism
Do
Ars Praeclarus
Physic
Other forms of magick

Vain

Suture Sate

In the later part of the period — 1500 onward —
Physicand ArsPraeclarusmay heconsidered casual, while
Miracle-working and High Ritual become vain. The shift
in belief mirrors the spread of rationalism. Thanks to the
witch-craze of the 1500s to 1600s, | nfernalism and Pagan
Witchcraft remain casual for another century. Over time,
however, even these forms lose their flexibility; powerful
magicks of any kind become harder and harder to cast,
regardless of style. Eventually, science becomes the only
"believable” wonder in the Old World; all others retreat
into mythology and "coincidence.”

Intheirhomelands, Do, Shamanismand otherforms
of the Art continue to he "acceptable” until the 1900s In
some secluded places, they remain so. In fact, thanks to
the decay of modernism, the reeffirmation of traditional
beliefsand post-world-warschaos, beliefinmagi ck surges
inthe late 1900s. As technology breaks its own barriers,
anew form of Ars Praeclarus — technomagick — takes
the highest ground. Asthe third millennium dawns, the
measters of old Arts and new technomagicks square off.

The future from that point on isfar from certain.
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Miracle-working

We arc al children of God, says the pious magician.
Flawed children, but Hisnonetheless. To those God favors,
He gives gifts of Awakening and power. The miracle-
worker turns that power to the Lord's ends.

Temptation rides high cm this Path— it's all too easy
to see yourself as the source of your Arts. The Holy Word
warns against the workings of sorcery, but the miracle-
worker knows her grace is ultimately the instrument of
God. She takes care to follow His Word, keep His cov-
enantsand preach Hisgospels. She might live well — many
clergy do — but at heart, a faithful magus is merely a
servant, a conduit to the higher power.

Faith is the key ingredient to this "magick"; most

¥ miracle-workers refuse to call what they do by that name at

al. Prayer, holy ground, relics, songs, psalms, scripture,
blessed water and consecrated wafersarefoolsof God'swill.
Sunlight, fire, plague, healing and awesome displays of
power follow Hisdisciples. Biblical phenomena— floods,
earthquakes, rains, rainbows and such — appear when
miraclesflow, but everything stopsif a magus loses her faith,
or sullies her purity and refuses penance.

Most folk identify miracles with the Church, but the
fact is, God's hand is everywhere. The greatest prophets
come from the common people, and while few laymen have
read scripture, they know the touch of Divinity when they
see it. While Christianity rules the European heart, the
Muslims, Jews, Hindusand even Paganshavetheirmiracle-
workers, too. Although they often consider each other's
Arts blasphemy, those who seek God with an open heart

» understand that the Voice of Creation speaks many differ-

ent languages — heresy to man, but Truth before Divinity.

Lt .
Infernalism

Likethemiracle-worker, thelnfernalist drawshispower
fromanother source; unlikeher, hefreely claimsthatitishis
will that shapes the Art. While the Christian bends his knee,
the Satanist shits on the altar. By the teachings of the
Church, everyonecm Earthissinful and damned; ifthat'sthe.
case, laughs the Infernalist, I'm at |east going 10have a good time
before | go, and secure myself a place of favor at the Devil's table.

Infernal magicksbeginwith blasphemy; inreturnfor
power, the magus profanes the works of God and pledges
fealty to Satan or some lesser devil. The Adversary confers
the Awakening, and usually grantsthewizard ahelpmate
familiar as well. Some Infernalists commune with older
demons — old spirits like Loki or Hecate who once
pretended to begods. Regardl essof their patron, Infernalists
turn mystick power to destructive ends, What others
worship, the black magician scorns. His Arts destroy
things: crops wither, skin blisters, curses rise and fire
explodes from his fingertips. For raw power, few styles
match the Infernalist's Art. Other magicks might he
deadly, but his floyv frgm the darkest parts of the soul.

——

The Black Arts favor sacrifices, bloodshed, weap-
onry, crossroads, poisonous brews, orgies and other forms
of vice (gambling, drunkenness, song, etc.). While other
styles employ similar tools, the Infernalist deliberately
corrupts whatever he employs. Sex is perverse, sacrifice
torturous. Holy symbolsfrom other faiths are desecrated
and sacred places defiled. Out of rage, desperation, re-
venge or perversity, the demonist turns magick into ruin.
On his Path of Screams, purity is ajoke and soul-debt is
the inevitable price of the Arts.

PaganWitcheraft

Somefolk seetheir Artsasalink between the Divinity
without and the Divinity within. Rather than bend their
knees at the altar of the One God, they see the thousand
gods of Nature. Dancing to the rhythms of Creation, the
Pagan embraces the storm's caprice and the sun's tranquil -
lity. Her passions mirror those of the seasons, and magick is
just another name for awareness.

Like Nature, Pagan Arts can be cruel.
of the self and of others — is avital link in the dance of
life, death and rebirth. Pain is endured, not avoided,
and healing comes with the promise of later suffering.
The Pagan mystick enjoys life while she can and ac-
cepts her lot with fatalistic resolve. While she lives, she
winds the strings of power through the elements,
crossways, invocations and sacrifice. Blood and other
humours flow freely in her rites, and herbs blend into
rich potions. Dance, sex, song — these tools reflect the
joy of living, and raise power within. The link between
the magus and her surroundings is vital; to cultivate it,

she bares herself to the elements and shouts defiance to 4

the devils in her midst. Her Arts bend life itself —
prophecies, healings, charms, storm-brews and even
shapeshifting come naturally to one who communes
with Creation's cycles. When the gods decide to cut her
threads, the Pagan feeds the dust, to rise in younger
form and join the dance again.

Cribal Shamanism

Like the Pagan, the shaman weaves his Arr from
natural threads. Unlike her, he knows he's but alink ina |

greater chain, abrother to the spiritsand beasts, butaleesern I

thing to the Great Ones above.

Some shamans follow one God; others see gods'i
everywhere. Some call upon the ghosts of their ances-
tors, while others feel the dead have passed beyond
reach. A kinship to the spiritsiswhat links the thousand
practices of Africa, Asia, the Americas and other tribal
lands. The magician may delude himself into thinking
that man is the pinnacle of all things, but the shaman
knows better. Ghosts, Iwa and various "Others' com-
mand greater powers than man; hence, the truly wise
man. aligns himself with them and learns the spirit ways.

Sacrifice — 4

\&’C
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Shamanism isahard Path. To Awaken, one must open
\ himself tovisions, cast aside hisfamily, and die. Reborn in
the spirit, the medicine man strivesto keep the vision true,
to safeguard the land and mollify the Others. Some, he
befriends; others, belearnstotight. On behalf of hispeople,
he often returns to bis community, hut even then, he lives
apart. The Others' voices rise above the dull speech of
common folk. The shaman may be a laughing trickster or a
solemn healer, hut his ears are often turned elsewhere.
The shaman's tools bind him to the spirits. Drums
mirror heartbeats, chanting builds a bridge, herbs and
smoke mingle the Others' breath with his own, and ordeals
deaden him to mortal concerns. Dance — often with
elaborate masks and ritual steps — draws the spirits' favor
and sharpens his concentration. When the Arts appear,
they ride through spirit patrons. A fire Orishasends gifts of
flame; ahawk-totemturnshischosentoabird. Shapeshifting,
healing, visions, endurance, vigor and shadow-walking
come easily to a medicine man, but the greatest powers
manifest through insight, not magick. A shaman seesCre-
ation through newborn eyes, and catches sight of things
mortals — even magi — are too blind to notice.

High Ritual Magick

To the High Magus, power is the Art and the Art is
power, God blessed the first man with dominion; most
peoplearetoolazy, ignorant or fearful tousethat legacy, but
not the magus! Long years spent studying the secrets,
perfecting the instruments and mastering himself give a
wizard the confidence to take God's hand and embark on
, the Path of Gold.
‘ HighMagick isnotanArt, it'stheArt. All othersarepale
imitationsof half-heard|ore. Tolearnmagick, onemusttake
thetoolsof manin hand—writing, mathematics, craftwork,
song, ritual gesturesand complex formul ae, deep concentra-
tion and precise measurement are essential parts of the craft.
This Art is neither clumsy nor fortunate — it is the instru-
ment of will over Creation, the breaking of chains and the
elevation of consciousnessby applicationof themind. Heigh
Ritual workingstaketimeandcalibration; asloppy castingis
both dangerous and disgraceful. Each spell isareflection of
the mage's self-perfection, and such discipline takes years to
| master. A true magus never stops learning; until his dying
day, he'll bediggingthrough booksand experimentingwith
what everyone said was the best solution to theeternal riddle.

As God promised, the magus wields fantastic power.
Channeled through grand rites, the elements tremble at his
command. Angels, demons and earthly servants answer his
summons, and men quake in fear as he pases Tdismans,
crafted by sterling measurements, gleamwith unearthly power,
and the very fabric of Creation rips asunder and forms new
worlds. The magus may be an arrogant man, but his pride is
well-earned. Afteryearsoftoil, firstinignorance, thenappren-
ticeship, he finally holds God's inheritance in bis hands.

Alchemy

Aformof HighMagick, alchemy refinesbasematerials | d
into perfection. The alchemist is part scientist, part artist | [y
and part cleric. Her temple is the laboratory, her bible the
tomes of secrets and her gospel the arcanejaberish that
conceals her lore from outside eyes.

While the riddle of turning dung into gold defines the
alchemist, her true goa isfar morelofty: toreach an Ascen-
son through wisdom and tempering. Like a solution heated
over fire, she allows the sediments to fall away and enlight-
enment to bubble to the surface. Like the magus, she spends
lifetimes in the search. Along the way, she perfects lesser
formulae — uncanny potions, refined riches, tricks and
Talismans—that makeher litealittleeasier. By hertheories,
all things have base states and perfect states. Moving from
one to the other isdifficult but hardly unattainable.

The alchemist sidesteps the limits of the mortal mind.
Through symbols, riddlesand equations, she speaksahidden
language. Her books — and she has many! — overflow with
odd diagrams, incantations, formulae and notes that make
sense only to her. The laboratory where she works is filled
with glass tubes, cookware, flames and gases, weird sub-
stancesanddi sturbingsamples. Inhertitans'kitchen, outsiders
get lost— asthey should! Her Path hasno roomfor dullards.
Shestudiestheworksof other al chemistsand triestounravel
the puzzlesthey haveleft; that search teachesmore truth and
wisdom than simpl e statementsever could. True, shecreates
wonders— what base mindscall "magick" — but for her, the
red Art lies in wandering the labyrinth and finding her way-
out without fallingto the minotaur. All therest isvanity —
occasionally helpful but ultimately useless.

Do

The self isan illusion. Ultimately, skin isafetter and
fear asnare. When one studies The Way, he transcends the
illusion and learns to shake the cage of hones. By channel -
ing Creation through a finite touch, he reaches human
limits, then exceeds them.

The Way is easy; finding it is not. Conditioned by the
lies we tell ourselves, the pupil must throw off his old
identity and return to the beginning of life. Guided by a
teacher, he learns to Jo rather than to think. As he
reaccustoms himself to the right Path, his body and mind
swell beyond their former bounds. The tools of Do are
contempl ation, focus, designs, prayers, purification, and
physical and mental exercises. Some students pursue a
spiritual alchemy, focusing Chi (Quintessence) to special
tasks; othersreach beyond the body and expand their minds
into the cosmic pool. Through discipline, the Doist trains
himself not to strive, not to think, but merely to contem-
plate when at rest and act when in need. It's never simple
to forget old habits — even masters get mired in passion,
hesitation and pride— but he who achieves true mastery of
Do leaves bis body behind and joins the celestial All.
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Thejourney to perfectionismarked by great trials and
fantastic power. Some students team Do as a means to such
power, but wisefolk know that "magick" isatrap. Thegrand
stunts and mighty perceptions that come with Do — mind
tricks, out-of-body journeys, fabulous martial arts and el-
emental mastery — areasillusionary asthecrippled mortal
form. The illusions are occasionally useful, true, but focus-
ing on them impedes the search for a higher state.

Arvs Praeclarus

Nothing happenswithout cause. The man of reason knows
this. While magi babble spellsand spew blood, the Resplendent
seeks the cause, notes the trigger and prepares ascientific Path
to wonders. With time, luck and an inquisitive mind, he may
unlock the secrets of Creation and bend it to human will.

Not that the Resplendent isfaithless; heknowstheworld
isagiant clockwork set in motion by the Grand Craftsman. By
following the signatures of the Lord's hand — the way water
flows, the contours of muscle beneath the skin— he discerns
the master pattern and learns to work within it. His tools
include thebook, the lamp, the forge and patience. Hisfingers
craft fine machines— levers, clockworks, gears, lenses— that
do what those fingers themselves could not. His inspiration
comes from the classics — Daedalus, Aristotle, Archimedes
and Ctesibius. Su Sung of China, Heron of Alexandriaand the
Arabian Book of Ingenious Devices. While others cling to the
shadows of ignorance, the craftsman searches, defines, mea-
suresand ul timately conquers. By putting hisdiscoveriesinto
plain, simple texts, he encourages others to follow — and
improve — his discoveries. Through this, man expands his
dominion, as God intended.

Harnessed by artifice, the elements dance to the
Respondent's tune. Mechanical wings, clockwork statues,

¥y magnifying glasses, coaches, steam engines, ships, refined

" metalsand many other giftsappear inhislaboratory. Onamore
advanced level, his teachings — of history, of business, of
language and Nature — shake the foundations of superstition
and allow the common man to throw off his ignorance. Every
once in awhile, raw power is necessary; it is then that the
cannons, war machines, poisons, handguns, armor, flying ships
and explosives bring Hell to Earth. As the creatures of the

g= Night scurry away from his lantern, the man of reason smiles.

His Arts may be slower and less dramatic than traditional
; magick, but their results last, and can be used by anyone.

Physic

Like the craftsman, the physician looks for a cause.
While the Resplendent searches the cosmos for patterns,
the healer looks to acloser subject — the body — and pries
its secrets into the light.

To some, the study of true medicine is blasphemy —
that which is, iswilled by the Lord. The physician refuses
to accept the idea of God's cruelty. Sickness, plague,
leprosy, madness — these are not the punishments of a

Divinetyrant, but the ripples of an imperfect world. Just | i
as God gave humanity the means to build shelter, He lent
it the wisdom to recognize disease and to cure it- As the
midwife, the healer, the parent and the teacher, our
physician looks for the cures God has planted, digs them
up and puts them to use.

The digging is often messy. A healer spends most of
her time elbow-deep in humours and cadavers, brewing
foul ales and grinding deadly powders. While mortal
"doctors’ winge about the prohibitions of the blood, the
true physician looks to the ancient textbooks and cuts her
own Path through the channels of the body — often
literally. Pagan wisdom provides the foundation, Divine
guidance the lamp, and human intelligence the flame;
with these tools, the healer purges sickness, promotes
vitality, repairsdamage, isolatesplague, and occasionally
creates new life or revives the dead. When angered, she
can kill as well as heal — her Arts teach her new ways to

physicians inspire brands the whole profession, so the §
lessons of the true healers take centuries to blossom. Half-
witch, half-craftsrnan, the physician seeksaPath through
nature, walks it with knowledge and teaches the steps to
otherstike her. By curing the sick, mapping the body and
expandingthemind, thehealer hopestofind immortality.

Ritual Cools

If The Sorcerers Crusade isaplay, ritual instruments
areitsprops. Asaplayer, you'll definemany of yourwizard's
actionsthrough thetoolsheemploys; asaStoryteller, you'll
make judgment calls based on the things your players do.
Ritualsmake aspell come alive; asthe magussetsthecircle
and callsthecorners, hisceremony becomesafabul oustale.
No amount of Dice Pools or modifiers can capture the
essence of magick like a cool set of tools.

A too! works because it's a symbol; that symbol links
the mage's belief to his Arts. Although each style favors
certain tools, no two sorcerers use exactly the same
things. When you select the instruments for your magi-
cian, find ones that appeal both to your imagination and
to your character's outlook. Like clothing, instruments ;'I
make the mage. il

. " N =
Using the Tools (Optional) \i\;,/
The time it takes to use a tool is the time it takes to
cast aspell. Generally, the bigger the spell, the longer it
takes to cast. A curse can be passed with a glance, but a
storm must be brewed for hours. Assume that acomplex or
powerful working demands several tools and a lot of
concentration. Some practices take longer to get results
than others, but that comeswith the territory. All Arts are
not created equal,
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spells ahead of time, then "store" those enchantments in a I

tool. If the magus needs the spell, he simply casts it from | \

he "stores’ and where he "puts” them. When the spell iscast,
the player makes the Areteroll at that time. Once the spells
are cast, they're gone. New ones must be worked on the spot.

Really enlightened magi learn the truth behind the
symbols. In game terms, a character who reaches Arete 7
can cast her tools away and work from will aone- For
details, see " Game Uses of Arete," page 106.

Common implements of magick include:

« Alchemical Laboratory: Housing a complex collec-
tion of tubes, charts, tables, ingredients and containers, the
laboratory isas much areflection asit isaworkplace. Some
alchemists keep spotless shops, while others strew their
rods haphazardly around the room. Although alchemical
lore insists on many special tools— beakers, vessels, burn-
ers and books — it's the shop itself that shapes mundane
materials into magickal elements. Through the laboratory,
those materials are transformed, broken down and rear-
ranged to the magician's expectations. Thus, the shop
becomes the instrument. No alchemist can work his Art
without processing the elements through his laboratory.

« Blood and Other Humours: The blood is thelife, as
they say, and the fluids of the body carry that life even after
they're removed. Fresh fluids are best, but some spells call
for"fermented" humoursinstead, The most common sacred
element, blood oftenflowsfromlivesacrifices, ritual muti-
lations, small incisions or deadly cuts. Blood seals pacts,
creating bonds that can only be broken by death. (See

" Essences," Chapter TV, for descriptions of thehumours.) ¢’ .7,

¢ Bones, Skin, Relics and Other Remains. Like
humours, bonesformthefoundationofalivingthing.Carry
the bone and you carry the being. Bones get ground up into

powder, carved into other tools (see below) or snapped to

pass a curse onto a living person.

Skin prorectsits"wearer"; by extension, it also protectsa
magician who dons the skin after its "owner" is finished with
it. Skins are stretched over drums, fashioned into garments,
boiled in cauldrons or simply eaten to carry their protective
powers onward. Many shapeshifters dress in peltsor jewelry
made from the animal — or person! — they wish to become.

The same is true of hearts, eyeballs and other organs,
which pass their purposes on to whoever consumes them.
Many primal practices employ cannibalism; hearts are
eatenforvalor, eyeballsforvision— thelist isasendlessas
it is obvious, Other, more "civilized" practices use animal
remains or symbolic representations — like the Catholic
Eucharists— to embody the same qualities.

In this age, relics — supposed remains from saints and
martyrs — carry great significance, Supposedly, miracles
nestle in the bones of saints. "Tamer" magicks use bits of hair
or fingernails to connect a spell to its recipient, No matter
what you use or how, body parts make potent mystick tools.




Commeonfolk Magics (Optional

Sleepers are not without their own resources.
While grand magicks are obviously beyond them,
commoners employ folk charms, minor divinations
and simple remedies. Such talismans aren't reliable,
but can make a difference nonetheless.

Dramatically, certain items and elements carry
magical power — power anyone can use if he knows
how, (Seethe Hearth Wisdom Trait.) In game terms,
this power provides a plot device when the Storyteller
wantsto keep hisplayersguessing (or givehismortalsa
little protection!). Any item on the "Ritual Tools' list
can grant an un-Awakened character an edge at the
Soryteller'sdiscretion. A sprig of wolfsbanemightdrive
away a man-wolf; a cup of holy water might scald an
Infernal wizard. In short, acommon man might obtain
aslight, surprising advantageover mystickal adversaries
withalittle help from God, Nature and the Storyteller.

UnliketheM agickal Treasuresof magiciansand
the fae, these "wild cards" aren't foolproof. Their
effectskick inwhen and if the Storyteller wantsthem
to. "Common charms" aren't measured in damage
dice or Effect rolls; they usually protect rather than
harm, and work at the Storyteller'swhim, which isas
it should be. To the common people, magic (with a
"c") is a capricious bird, alighting when it pleases,
flying off on afancy and shitting on your shoulder just
when you need it most.

« Books: As bearers of writing (see below), bookstrap
L) thoughts, wisdom, observations and confessions, and set
, them down for others to see. Most mystickal texts are
written in code or lost languages, either to protect them
fromtheauthoritiesor tosafeguard their wisdom. Magickis
all about understanding, and some truths are too sacred to
be read by common people. The sorcerer employs hooks for
study, spellcraft,meditation and reflection. In the Western
traditions, it's a poor magician who cannot read or write.

« Brews, Potions, Powders and Poultices: By mixing
herbs, remains and toxins into often-revolting concoc-
.. tions, magi blend the various essencesintoamore powerful

. Whole. Once that's done, the results can he drunk, eaten,
sprinkled or smeared to pass on the magickal power — a
" specialty of alchemists, witchesand physicians.

« Cards, Dice, Straws and Lots: The term "sorcerer"
comes from “one who casts lots" Hence, various roots —
cards, dice, carved bones, sticks, shells, etc. — form the
backboneof divination, blessingsand curses. Typically, the
magician sets out a selection of lots, mixes them and draws
a series of them to determine what will happen. By fixing a
certain lot with an intention — concentrating on drawing
a "bad card," for example — the sorcerer can turn events in
her favor if her magick succeeds.
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¢ Celestial Alignments: While it may be said that
"Our fates are not in our stars but in ourselves," many
magicianswoul d disagree. M any practicesdepend onastro-
logical conjunctions, celestial influence and precise
"windows of opportunity" opened by the planetary dance.

The intricate symbols and formul ae connected to plan-
etary influence are way beyond the scope of this book. Most of
the basic connections are pretty obvious — Mars for hostile
spells, Venusfor emotional bonds, Saturn for Fate and Time-
based workings, the Moonfor mystery, etc. If you're interested
in the deeper significances, check agood book on astrology or
symbolism. (See "Resources' in the Appendix.)

¢ Circles, Pentacles and Other Shapes: A universal
symbol of infinity, unity and wholeness, the circle finds its
way intoritual sof all types. Sorcerersfrom all over theworld
link hands, carve circles and dance in the round, Other tools,
likerings, beltsand diagrams, oftentake thecircle'sshapein
order to pass its qualities off to the magician.

Other shapes, like squares, triangles and pentagrams,
representdifferentqualities. Thesquarerepresentsstability; §,
the triangle directs intentions upward or downward; the

rectangl e createsabase for earthly matters; the crossreflects

anintersection. M agi ciansdraw the shapesinto symbols (see
below), trace them in the air, lay them out in powder or
liquid, or work them into Talismans, charms and artwork.

« Crossroads and Crossing-days: As one thing gives
way to another, the bounds of Creation loosen. At the
juncturesof time and place, the weave is abit thinner, the
possibilities a bit more ripe. (See the Spirit Gauntlet
chart.) By casting spells at rural crossroads, at midnight or
dawn, or during certain holidays, a magus takes advantage
of the shift. Hence, hunters and night-folk wait at cross-
roads for the magician who tries to set hisworks in motion.

« Cups, Chalices and Other Vessels: Cups represent
the feminine principle, carry water (see "Elements') and
symbolisemystery. L arger vessel s—tubs, cauldrons, buckets,
gourds— provide excellent cookware for "witch's brews."

« Curses and Blessings: Invoking maledictions or
benefice is a time-honored magickal practice, especially
among those who refuse to call themselves "sorcerers."
Morespellcraft thantool, the curse or blessing beginswith
an invocation of a greater power, then directs that being's
attention to the subject, and seals the pact with a"so shall
it be." The magus likes to think he's a conductor for his ||
Lord'swill, but it's really the other way around. In prac-
tice, a curse or blessing provides a willworker with an
instrument for his own favor — or anger. God is the
messenger, not the message.

« Danceand Gesture: Dancingisfun, especially when
it's done with partners. Besides its obvious sexual over-
tones, adance combinesphysical exercise, emotional passion
and artistic expression. The combination raises lots of
power, stirs the dancers and pleases the gods and spirits.
Most practices, especially Pagan ones, employ dances of

= - %\a‘/
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¥\ somekind. More"civilised" stylesprefer aritualized set of
\  movements that become significant gestures and puses.

* Drugs and Poisons. To transcend mortal vision,
many sorcerersempl oy toxins. The shock to the magician's
system (hopefully) brings on visions. From Catholic cer-
emonial wine to the moldy bread eaten by prophets, from
Hindu somato Celtic woad, magicians eat, drink, smoke or
smear themselves with a wide variety of minor — and
major! — poisons, (Please note that thissort of thing is best
left to Storytelling description, not to live roleplaying!)

» Elements: What could be more powerful than Na-
ture? By working raw elements — earth, air, fire, water and
sometimes wood, metal, ash and ice— into aritual, magi-
cians of al kinds evoke the spirits of the natural world and
bind the materials to their commands.

 Evil Eye: Looks can kill, charm, sicken, or bestow
favor. With abaleful stare, awitchmay makeher victimill;
with acoy glance, she could give him luck. Common folk
[ fear the Eye, and haveinvented avariety of wardsagainst it
| ' — hand signs, blessings, spitting on the ground and other,
odder customs.

* Gems, Stones and Minerals: Everyone knows that
gemshold mystickal properties—diamondsareinvincible,
coral blockspoison,jadedrivesawaymisfortune...literally
hundreds of stones and minerals carry significant powers.
By tapping these reserves, a magus channels the stones'
Resonanceinto her ownworkings, or wards hersel f against
another's Arts. A component of most countermagicks,
gemcraft adds an extra incentive to fashion.

* Group Rites: "Raising power" isincredibly impor-
tant. By gathering agroup (magiciansand non-magicians
alike), focusing its attention toward a certain thing and
then riding the wave of energy, priestsand antipriesrsalike
enhance their workings. (See " Acting in Concert.") Ide-
ally, thesorcererworkshishelpersintoafrenzy withmusic,
chanting, prayer, speechesor sex; fromthere, hedirectsthe
energy as the participants reach a climax. When they drop
from exhaustion, he absorbs their power as his own (often
through a Prime Sphere spelt).

* Herbs and Roots: Like the elements, plants hold
living bits of Creation; like toxins, they often retain some
special propertiesof their own. Magiciansof all kindsmix
il potions, brews, salves, wines, powdersand suchout of herbs,
rootsandother plants. By drinking, smoking, earing, paint-
ing or dusting these concoctions, asorcerer can invest abit
of the plant's essence with the object of the spell.

* Household Tools: As extensions of the hands,
tool shecomeobviousmagi ckal instruments. Brooms, plow-
shares, sickles, mirrors, knives, butter churns, pots,
cauldrons, horseshoes, hammers, nails and hourglasses
have long supernatural pedigrees. A sorcerer simply uses
her tools to create a bridge between the mundane activity
— likecleaning or reflecting— and her magickal inten-
tions. Most magicians keep their ritual tools away from

mundane tasks, but rural wise-folk use their instrument; |
in everyday chores as well. /

 Inventions: Imagination is magickal; to invent || Pty
things is the pinnacle of Renaissance Arts. While crabby
wizards ply their ancient trades, modern Resplendent;
create new wonders. Flying machines, clockworks, steam-
driven engines— these fruits of genius are the ritual tools
of new magick. They taketimetodesign, material sto build
and effort to employ, but they're worth it. Unlike many
mystick items, inventions can be used by the common folk;
the more people use them, the easier they are to use.

« Knots: By tying aknot into arope or thread, amagus
binds mystickal energy into the weave; by untying it, she
releases that power. Although acommon part of witch-lore,
knot-magick also features prominently in Greek philoso-
phy, Arabian lore and Chinese puzzles.

¢ Numbers: Like writing, mathematics unlock the
code of Creation. Architecture, mapmaking, navigation,
divination — all require an understanding of numbers;
this, in turn, breeds magickal theories. Enochian, the &3
language of the angels, uses mathematical formulae to
discern the names and purposes of God's servants; numer-
ology drawsconnections between people, placesand events
throughsignificantequations;"lucky numbers" and"magic
squares” help diviners pick auspicious omens. Although
Daedaleans specialize in math-magick, Hermetics and
other ritual magi also employ number-craft to prepare
their most elaborate spells.

 Offeringsand Sacrifices: Toreceive, you must give.
Magicians ask for a lot, so the best (and worst) of them
return the favor. Depending on the magus and her faith, a ¢
sacrifice might involve vows, valuables or living things.
Most offerings are consumed in the rite, but some are given
away (likethe Church'stithes) or returned (likethelife of
ashaman, who dies and isreborn). Inreally drastic spells,
the magus must offer herself; Christ's martyrs provide the
obviousexamples,thoughPaganloreisful | of self-sacrifice.
The more the offering is worth, the better the "gift"; a
worthlesssacrificeisn't terribly effective.

* True Names: Everything has an identity before
God; if you know what it is, you have a tie to that subject.
Some sorcerers compile archives of True Names (or false
True Names) for their spells; these records come in bandy
during summoning rites, curses, healings, creations or
threats. Any magicianworth thetitl etakesanew monicker
(see " Shadow Names," Chapter 1V) to protect himself.
After all, aperson who speaks or writesyour name defines
apart of you.

* Sex: Sex is power. It carries intimate connections,
breaksdown inhibitions, makes people lose their mindsand
opens their senses. Anything that powerful deserves the
name "the Great Rite," and every magickal practice em-
ploys (or denies) that unharnessed power. Orgies, abstinence,
intercourse, stimulation without contact, even genital
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mutilation— al| thesetoolsfocussexual energy to mystickal A l S ll
ends, Even the Church, which condemns the sin of Lust, Arce 0 pe S
employs"helpmates’ whosegreatest skill saresexual favors. Thi h i
« Symbols: All tools arc symbols of greater things; |s.roug magic
some tools, though, are symbols in the most literal sense: ! hen‘aabjure...
|abyrinthpatterns, crucifixes, swastikas, Hermeticdesigns, Il bresk my staff,

runes, al chemical sigils, hexagrams, mandal as, yantrasand
other complex designsembody amagickal truthandfix it to
a place or object.

« Voice: The chant, the song, the prayer, the wail,
each type of magick employs a spoken invocation that
carries the magician's thoughts out into the open, declar-
ing them to Creation. Few magicks, even subtle ones,
work without a spoken component, and some employ the
voice alone.

« Wands and Staves: By lengthening his reach, a
wand, staff or other masculine tool directs the magician's
will. Whether the tool is carved from ivory, shaped from
wood, or crafted from stone, glass or even bones, it serves as
abadge of office. Waved during aspell, awand gathers the
mystick energy and sends it on itsway.

« War Machines: Like weapons, war machines sow
destruction; unlikethem, thesecumbersome monstrosities
— siege towers, rams, cannons — inspire terror in ways
swords and arrows never could. Such devices demand
specialized crewmen, but the dramatic results — crushed
walls, flaming projectiles, and so forth — are worth the
effort. (See Chapter VII for artillery, and Crusade Lore
for other war machines.)

« Weapons: Like awand, aweapon extends the hand
past the reach of a mortal arm, carrying force to the
magician'starget. Mystickal weaponsincludeblades, ham-
mers, axes, spears and arrows. Since most gods favor a
particular weapon (Thor has hishammer, Diana her bow,
Michael has a flaming sword), religious sorcerers often
employ their deity's favorite weapon. Scientific magi, on
the other hand, prefer to channel force of will through guns,
crosshowsor razor-sharp fencing blades.

« Writings and Inscriptions: As students of the
mysteries would tell you, language is the greatest magick
of all. Writing, which capturesthat magick and setsitinto
a permanent form, channels thought into reality. By
writing a phrase, carving arune or pressing a holy glyph
info clay, the magician sets her intentions into the mate-
rial for others to see.

Whole practices are built around writing of various
kinds. In Muslim, Hebrew, Taoist and Hermetic styles,
written symbols capture a sacred essence and keep it ready
for use. Such toolsare especially powerful inaworld where
literacy israre and many ancient languages (i.e., Egyptian
and Sumerian) are effectively lost. Only through writing
can amagician study the early riteswhen man reached out
for Creation, sealed it and made it his. "So it iswritten," the
saying goes, "soitisdone.”

Bury it certainfathoms in the earth,
And, deeper than did ever plummet sound,
I'll drown my book.
Shakespeare, The Tempest
swe've said before, Mage magick is not
limited to spell lists. The following "bag
of tricks" givesafew simpl e examplesof
what can be done with the systems de-
scribed in this chapter. For those who
= et wantmoreextensivelists, therearcliter-
ally hundreds of spells offered in Mage: The Ascension, the
various Tradition supplements and The Book of Shadows.
The best workings, however, come from you.

Different magi do the same things in various ways.
Althougheach spell descriptionfeaturesagroup knownfor
that kind of magick, there's no reason why a sorcerer from
another groupcan't do the same thing. Likewise, most spells
havevariations; thecore Spheresaregivenfirst, anddiffer-
ent "options" are included afterward. Game systems are
[bracketed] forclarity.

Heart's Blood (¢ Prime)

In desperate straits, a sorcerer can reach into his very
Essence and pull Quintessence from hissoul. By prayingto
whatever God or gods he follows, the mystick concentrates ¥
his inner reserves into much-needed power. As that power J
flows outward, so too does his life. A true martyr can <
literally burn himself away from within while performing a
final miracle. While miracle-workers and Pagans are noto-
riousforthissortof sacrifice,anymagus—evenaDaedalean |
— with the right Arts can perform it.

[In game terms, each magus has 10 points of Quintes-
sence above and beyond his Daemon rating and/ or
Quintessence score. Each one of these points translates to
a Health Level; the last three take the magus below Inca-
pacitated. If he uses these points, he dies.

[Through this weavery, the magician can lap those
reserves. A successful Areteroll drains Quintessencepoint:
— and Health Levels— according the Damage and Dura—,‘_F|
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tion chart. Each Health Level equals one point of }'{\ )
Quintessence. Thissel f-inflicted damage cannot be heal ed \\x_///
magickally — only normal rest and recovery can restore the
lost life force. Once channeled, the Quintessence may be
used normally. This spell does not allow a magus to tap
another being'sreserves, only hisown.]

Read the Soul (* Mind or Spirit)

Some practices, especially holy ones, teach thewaysof
soul-sight. Withasharp gaze (oftenfoll owingashort prayer
or meditation), amystick might view the "soul colors' that
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Soul Colors
Temperament Color
Cam Light Blue
Corrupted Black
Cowardly Yellow
Envious Green
Excired Violet
Faith-filled Blazing Gold
Fearful Orange
Greedy Dark Green
Grieving Silver-gray
Innocent Blinding White
Joyful Silver-white
Loving Deep Blue
Lustful Dark Red
Melancholy Gray
Sympathetic Pink
Wrathful Bright Red
Night-folk
Faerie (Sparkling; Either Very Bright
or Very Dark)
Infernalist (Black Ripples)
Magical Creature (Bright "Ghost" of the Beadt's
True Shape)

Maraud (Swirling Colors)

Risen/ Possessad Person  (Exceedingly Pale Colors)
Using Magick (Sparkling)
Vampire (Pale Colors)

Werebeast (Deep, Intense Colors)

surround each living thing. From those colors, she may be
able to puzzle out her subject's feelings or intentions.

Some creatures take on human guise; an astute magus,
however, may see through such obfuscations by peering at
the night-folk's "true colors" If she's skillful enough (see
below), she might penetrate even magical disguises and spy
the hidden besst.

[See " Perception Magicks" for system details. A
successful roll betrays the soul colors, while afailed one
muddl es the image or reveals nothing at all.

[Ifamagusistryingto see through some night-creature's
mysticdisguise (aDiscipline, Gift, Cantrip, etc.), shemight
have to make a Perception + Awareness roll to see through
the protection. That roll's difficulty would he the target's
skill with the power + 4; a vampire with Obfuscate 4, for
example, would present a difficulty of 8. A failed roll
would lead the magus to accept the illusion as real.]

The Tune of Pan (+ any Sphere)

By whistling asimple tune, afollower of Sh'zar |earnsto
attune himself to what he calls "The Lakashim," expanding
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his perceptions to new levels. Different tunes bring on F

different visions: A low, mournful song shows the world's
fragility (Entropy); ahappy, lustful air summonsthe essence
of life (Life); by mimicking the sound of elements, the Seer
might see them in action (Forces or Matter), while a wistful
refrain brings on memories of the past (Time). For aslong as
the magus whistles, he may see, hear and feel things beyond
mortal kin. When the song ends, his senses return to normal.

Daedaleans often use specially ground lenses or spec-
tacles (rare but not unknown in this period) to use, the same
Effects. To do so, the Resplendent must employ adifferent
lens for each Sphere viewed. Obviously, lenses cannot
impart enchanted hearing or smell, though special brewsor
listening horns might do so. Many witches use a variant,
Darksight, to see plainly after nightfall.

[Again, see "Perception Magicks' for details. A skill-
ful magus could open his eyes to many different sights at
once, but risks overwhelming himself by doing so.]

Daedalus' Wings (¢ Forces, or *ss Life; sometimes
with ees Life added)

A specialty of the Artificers, this "spell" involves
elaborate metal-and-canvas wings, muscle power and a
jumping-off point. Once these tools are in place, a skilled
flyer can soar into the air, glide, or dive straight into the
jaws of Hell, Some "Icari" (a disparaging name for flying
Respondents) strengthen themselves with invigorating
potions before they begin; flying, after all, istiring work.

Theclassic witch'sbroom, flying carpet or even magickal
wings (grown with Life 3) allow a mystick to take to the air,
too. Onceairborne, the character might need tohangonfor
dear life — humans, as a rule, are not born to fly.

[Forces lifts and carries the magus. Once airborne,
Dexterity + Athleticsrolls (for brooms and such) or Dexter-
ity + Invention rolls (for mechanical devices) help him
guide his flight. A magickal flyer can move 20 yards per
turn; takeoffs, landings and other basic maneuvers are
difficulty 7, while complex evasions may be 8 or 9.

[If the magus uses his own strength to fly, the Story-
teller may wish to limit his flight time to three turns per
point of Stamina. "Magick potions' may add to that time —
see the Titan's Power spell.]

Divine Aura (e Mind)

By investing herself with the power of God (or some
other patron), an enchantress may make herself the center
of attention. As her spell unfolds, an almost physical
presence draws all eyes her way. Only strong-willed folk
may look away — if they care to. A majestic orator may
invoke the same spell by reciting verse or making some
profound declaration.

[A powerful but subtle Mind Effect sends a wave of
charisma radiating outward from the magus. For each suc-
cess on her roll, one person is compelled to see the sorcerer
in her most favorable light. The spell does nothing about
appearances, it simply screams "Look at me!!!" A successful
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i | Willpower roll may counter the spell, of course, but the

Aura is subtle enough to be mistaken for sheer persondity,
rather than magick. A good Attribute + Ability roll may
enhance thisspell to grand levels; it cannot, however, make
people act against their will.]

Survivor's Charm (e* or ees Life)

Lifeisdangerousfor anyone; the Enlightened, however,
have devel oped waysto cope. By chanting, praying, dressing
in reinforced clothing or imbibing a potion, a sorceress may
harden herself agai nst the elements, hunger, painor extreme
temperatures. Until the enchantment ends, she stands reso-
lute — able to feel, but immune to the worst effects.

[Life magick deadens sensations to manageable levels,
soothes shivers and deflects minor burns. Used with other
intentions, the spell may enhance sensations and make the
character unusually sensitive to harm. (Thisvariant doesn't
inflict damage per se, but may stun the character at the
Storyteller's option.) Life 2 affects the caster; Life 3 allows
her to protect other characters, or lets her withstand really
hazardous environments (fire, ice, torture, etc.).]

The Golden Lion (e+ Matter; sometimes with es,
ese Or === Prime added)

Artisansandal chemistsaremastersof refinery. By boiling
or forging base material s through special processes, such magi
craftexquisitecrystal's, preciousmetal sand powerful aloys, or
strengthen existing materials to legendary hardness.

Hermeticwizardssharesimilar secrets, and disciplesof
Arabian or Taoist sciences boast that all such innovations
came from the principles they discovered. The roots of such
Arts seem to go back to ancient Egypt, or to the Chinaof the
Y ellow Emperor; the creations of those bygone eras seem as
new today as they did when they were crafted centuries ago.
: [Matter simply refines the material to its toughest state, or

transforms it into a similar but more valuable form. Stone
becomescrystal; glass becomesjewel ry; wood becomestextured
stone. An object crafted with such Arts becomes exceedingly
fine and tough, andean withstand much more punishment than
asimilar, unrefined item. St. George's Plate (see Chapter V11
and the Appendix) is a perfect example of what can be done.
Used on an object or structure, thisspell raisesthedifficulty for
an Entropy 3 attack against it by +3. (Or, if you want to get
complicated, by +1 for each success the artisan wins when
refining the object.) Craftmasons and Artificersroutinely en-
hance their creations with such processes.

[By adding Prime 2 to the process, the artisan may
reweave the object's innate Quintessence, giving it a "sec-
ond state” on the spiritual plane. So treated, the item may
strike spirits, inflict aggravated damage on vampires and
werebeasts, and protect an Umbral traveler asifit were mail
armor. Refining an object to thisdegree requiresat least five
successes, once enhanced, the item appears normal but
glowswith aslight sheenwhen viewed with magickal sight.
Prime 3 may turn the item into a Talisman or Device. (See
"Maglckal Dewca; Falshcs and Talismans," page 256.)

[Prime4 canshifttheitem'snatureentirely: A sword may- ¥
be enchanted to slide past armor and strikeflesh (negating the | 4
armor bonus); astonewal | may be made sick asice; awooden |k
spear might become fireproof. Such items are largely left to
Storytelling. If one enhanced item clashes against another,
treat both "refined" objects as equals: The sliding sword, for
example, would be slowed by St. George's Plate.]

Wayfarer's Reckoning (*¢ Connection, * Forces,
Matter)

Creation's size boggles the mind. Resplendents from
the Celestial Masters and Void Seekers soon realize exactly
how expansive God's handwork can be — and how easily
one can become lost in it. By charting his location or
aligning advanced navigation instruments, a Skyrigger can
"get afeel" for his surroundings, or find his bearings in the
mortal world. The results might not get him home, but
they'll keep him from becoming hopelessly lost on Earth —
or from losing complete sight of it as he spans the Void.

[Connection "spots' the mage's location, and gives him a
gutfeelingaboutthesurroundingterrain. Material obstaclesand
geographical features — volcanoes, forests, chasms — become
clear; the Daeddean may not beabletoactual ly ssetheobstacle,
but with asuccessful Areteroll, he knows it's there.

[Moving elements — weather patterns, rivers, (ires,
etc. — may be spotted the same way; likewise, the four
directions may be tracked. With a bit of effort, a skilled
Daedal ean can find hisway back to familiar ground — or at
least travel in the right direction.]

Blight/Farmer's Favor (ess Life, **» Time, or e«
Connection, = Matter; sometimes with s Spirit or e«
Prime added)

Thisancient Paganritual either destroysplant growth, 4
or accelerates it. Asthe witches dance, chant and sprinkle
the fields with herbs, blood and water, crops erupt from the
soil or whither into husks. A similar spell (Connection 2/
Matter 2) spoils milk and rots food, or protects that food
from decay. With such powers, the Pagan mysticks curry
favor, feed their people, or punish their enemies.

By invokinghel pful or harmful spirits, shamansaccom-
plish similar things; Cosians, with their arcane formul ae,
have learned to do the same. In some provinces, the battle
between the old mysticks and the scientists can be mea-
sured by the wild growth or blighting of the fields. !

[In the common version of thisrite, Life feeds or kills | il
the plants while Time accelerates the process. If the magel}\
desires, she can grow the crop to unnatural size in the \‘\\
bargain. The Connection/ Matter variation protects or =
destroys harvested food stores from a distance — in fact,
Connection 2 can be added to the Life/ Time variant, also.
Spirit 2, meanwhile, summons Naturae to do the caster's
bidding — often adding an unpredictable element to the
spell. Prime 2 keepsthe soil healthy; without it, the sudden
acceleration robs the fields of nutrients.

INo matter which version the magus uses, this spell is
more potent when cast with extended rolls and extra help.

' O
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b\ Thegreater the casting, the larger the area affected. For each
\ success, assume the rite affects 10 square feet. Assudden asit
is, this spell is often vain; a version cast without Time 3 is
casual, but the crops will take several daysto grow or die]

Mercury's Bridge (e or Connection; some'
times with eeee Spirit added)

Using the secrets of Hermes (also called Mercury), the
wizards who take his name step across vast distances in no
time at all. Such spells allow the mysticks to assemble their
Council. While it's wise to visit a faraway land the old-
fashioned way first, amagus who does so can jump hack to
his homeland through this powerful spell.

Thebasic Bridgeallowsawizardtotravel fromoneplace
to another; an advanced version lets him open a gateway to
bring other people and animals across. A Spirit Arts variant
opens a path into the Otherworlds, bridging the mortal lands
and anUmbral Realmwith ease. Thewizard preparesfor such
magicks by purifying both his person and the proposed
gateway; hethen inscribes various pentaclesand sigils, cals
upon winged Mercury or the archangel Gabriel, and rendsa
door in the fabric of reality. A shining bridge appears in that
rent; the magus steps through and thanks his patron. If
Fortune iskind, he emerges in the location he desires.

Advanced geometric theories (forbidden secrets of

Pythagoras) allow skilled Craftmasons to construct such
doorways between important meeting sites and lodges. The
inheritors of the Wyck understand shortcuts to their Paths,

and Hindu mysticks wave away the illusions of time and b
distance long enough to cross them without trouble. With-
out these oft-vain Arts, neither the Council nor the
Conventions would survive for long. f

[Connection 3 opens a temporary gateway long enough
to let one person through. Connection 4 creates a large
doorway that can, with enough successes, last for daysor even
years. Spirit4 piercestheGauntlet; without it, aBridgespans
mortal dimensions only. Although difficult and vain, such
spells are pretty common among powerful wizards.]

St. Vitus' Kiss (sss Time)

By smoking hashish, dancing or praying herself into an
ecstatic state, a Seer may speed or slow her reflexes. For a
short period of time, she may act much faster or far slower
than the people around her.

Some potions have been known to have the same-
effect; in far-off lands, shamans invite wild spirits to ride
them through brief spells of hyperactivity. Before Gabrielites
go into battle, some pray to St. Vitus or Gabriel to grant
them inhuman speed, the better to smite their foes.

[For each success over the first, the caster gains one
additional action; three successes win two actions, four allow
three, etc. The reversed application slows the character by the
same rate — three successes now give her one action every two
turns, four give her two every three, etc. She can use His spell
either on herself, on another character, or on anareaof roughly
three square yards. This spell lasts the normal duration]
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MAGICK
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Titan's Power (eee or e« Life)

From the bubbling vessels of dchemica science come
elixirs of grand potency. With these, a magus may invest
himself (or hiscompanions) withinhumanstrength, speed,
endurance or beauty. Initiates of the mysterious Arts of Do
can enhance their bodies in marvelous ways, too; demon-
bound sorcerers often receive boons of this kind, and holy
warriors(especially Gabrielites) canprayfor Divinestrength
in desperate straits. Among the witches, such charms are
common. The important thing is not the elixir itself, but
the result — a strong, supple or more beautiful body.

[Life 3 allowsthe mage to raise his Strength, Dexterity,
Stamina or Appearance Traits beyond their usual levels;
Life4 lets him do the same to another person's Traits. Each
success raises the chosen Trait (or Traits) by one dot, for the
duration of the spell.

[It'stempting to try to make that improvement perma-
nent; doing so, however, requires an investment of time,
magick and experience points. (See" Permanent Changes,"
page 256, for details.) Even then, obviously inhuman
Traits bring bad luck upon their possessor, (See " Eternal
Scourging," page 236.)]

Witch's Vengeance (eee* Entropy, e Life, or
both; sometimes with e+ Connection added)

Hell hath no fury like a witch enraged! As she tears an
image of her victim to pieces, he withers into a skeletal mass,
explodes into seething boails, or feels his skin come away in
tatters. A skillful enchantress can cast thisdevastating curse at
adistance, killingamanwhonever seeshisdamenoir coming....

Arabianmysti cksknow fearsomecursesthat accomplish
similar ends. Gypsiesareinfamousfor long-distance murder,
and Cosians and Ksirafi assassins brew deadly poisons that
achieve the same effects. No matter who the killer may be,
- the Witch's Vengeance offers a horrible way to die.

[The Entropy variant agesits target in seconds, inflict-

with it, the magus can rip her victim to pieces in whatever
way she chooses — gashes, boils, leprosy, etc. Again, this
option deals out aggravated damage.

[Connection simply allowsthewitch to act at adistance;
see the Connection Ranges chart for details. Without it, the
¥= magus must see or touch her victim. This enchantment is
often casual if the people know the victim has angered a
% witch— such spells are common parts of folklore.)

Spirit Wall (eeee Spirit)

When he calls up angels or demons, a Hermetic wizard
inscribesthesummoningareawithpentacles; differentdesigns
containdifferententities. Oncethisspell isinplace, thewizard
opens agate into the mortal world, then seals it, trapping the
spirit on this side of the Gauntlet. The borders of the pentacle
form a prison that only the strongest Umbrood can escape.

Craftmasonsusesimilardesignstowardtheirguildhalls
against hostile spirits. Shamans and witches of all kinds
createwardslikethistoaid their commercewith the lwa. In

the Dark Fantastic world, ghosts, demons and elementalsare
everywhere; a wise wizard learns how to deal with them.

[A mighty Effect calls the spirit, opens agateway and
forms a wall around the pentacle. To break through, the
entity must roll more successes with its Rage than the
summoner gained with his Arete roll. The more successes
you have, the stronger the Wall becomes; a smart sorcerer,
therefore, spends a lot of time — an extended roll —
making his Wall. For more details, see " Summoning and
Warding," page 259.]

Dragonstorm
eeeee Prime)

Alchemistsof all kindsusethisdeadly elixirtowardtheir
laboratories. When all else fails, a batch of Dragonstorm,
hurled or shot from abellows, |eaves literally scorched earth
behind. A potent distillation of Greek Fire, the Dragonstorm
elixir ignites not only combustible materials, but the Fifth
Essence aswell. As the Quintessence flares, the flames grow
hotter. Alt materialsin the blast areaare consumed. A really
potent variant sucks the Primal Force from living things, as |
well. When the flames die down, only ashes remain.

Miracle-workers and Infernalists alike employ a
Dragonstor m-likespell. Callingdowntheir patrons' wrath,
thesemagi crisptheirfoeswith Hell-fire. Theendresultsare
the same, but the Resonance left behind tells the tale.
Burned places become Regio — areas marked by Divine or
Infernal favor. Some become wastelands, while others
sprout bright and wondrous harvests. Years after the
firestorm, the essence of the deeds still lingers.

[Forces magick, fueled by Prime, creates a superheated
cloud of fire. Prime, meanwhile, draws the Quintessence
from everything in the area and keeps the tire burning. The ©
initial blast radiates outward 10 feet for each success the
caster rolls; a Forces 5 variant covers 20 feet for each success.

[The Prime 4 version deals out (successes x i) in
aggravated damage; the Prime 5 option deal s out (successes
x 4). Either way, the firestorm lasts one turn per success.
Every inanimate object (barring magickal itemsor ores) in
the area is reduced to ashes by the time the fire burns out.
Magickal creatures, magi or night-folk within the
Dragonstorm's area can try to soak the damage, but mortals /7
areout of luck. Non-magickal fires may rage for hoursafter 2
the Quintessence has been drawn from the area; in a world il
builtfromtimber and pitch, thisspell can bedeadly indeed. \\j.\\ ‘./éf\

[Some flame-attuned creatures, like fire-breathing drag- \.‘b§\' o
ons, may be totally immune to the Prime 4 spell at the “:2
Storyteller'sdiscretion; thePrime5versioninflictsharmasper
the Damage and Duration chart against such creatures. (The
damage comes from the Prime, not from the Forces.) Spirits—
including demons, angels and elementals — are completely
immune to thisspell unlesseither Spirit 3 or Prime 5 is used.

[Given the Dragonstorm's size, destructive power and
reliance on great amounts of Quintessence, thisenchantment
is always vain — a clear demonstration of unearthly power.]

(esse  OF ssee FoOrces, ee=e OF




INTRODUCTION

* A Manifold Path

"The Turks are remarkably enlightened,” Karel explained
as their ship sailed south and east. "The Ottoman Empire is a
., State of Islam, but it welcomesJews and Christians who pay a
head tax. Women may own property, and co-wives must be
® maintained in an equitable manner. The physicians here are the

. ¥ finestintheworld, asare the librariesat their disposal. | think we
{;/ will find a welcome here."

"Yet are these not the same Turks who slew the. Byzantines
to take the city we seek?" Agnesa asked.

Karel laughed bitterly. "Oh yes, the same Christian city the
Crusaders ravaged in their time. | heard that women and girls
threw themselves from the city walls rather than submit to the
excesses of God's warriors." He fell silent.

Finally, Agnesa spoke. "Ritter von Ulm's last words to me
were of kismer, Karel, of a fate against which we cannot prevail.

For we are all strangers before thee,
and sojourners, as were all our fathers:
our days on this earth are as a shadow,
and there is none abiding.

— | Chronicles, 29:15

| know you think such thingsarefoolish, but | have had aglimpse
of what that fate holds for us. We were spared, and made the
journey herefor areason; youand I must be thefirst ones to show
that our beliefs can find accord. We may follow different Paths,

but have united goals. | think many, many years will pass ere the | 1

Order of Reason and the Council of Nine find peace. Indeed, it 4!
may never come, but the search can begin with two." |

Karel peered at her as if she were mad. finally he smiled,
like sunshine through dark clouds. "Aye, lady," hereplied, "and
then with our pupils, and those who follow them. | will join in
your pact."

Agnesa laughed and offered her hand in manly greeting,.
Grinning, Karel shook it like a burly lord. With them, the boat
wound through the Dardanelles, carrying its cargo toward the
dawn of peace and hope.
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n the world of the Dark Fantastic, op-
position comes from all sides. Rival
magi, churchmen, soldiers, unearthly
creatures and frightened villagers are
only the beginning.

; More often than not, conflict does
not lead to battle. How often, in your own life, have you
"crossed swords' with someone without coming to blows?On
the darkened stage, conflicts grow more epic; even so, it often
skirts the line of battle and come to rest somewhere in
between hurt feelings and a bloody corpse. The following
antagonistswill probably taketheharderroad insuchfights,
but remember: Today's enemy is often tomorrow's friend.

(Storyteller'sNote: CrusadeL ore, the Storyteller'sscreen
and book, contains detailed information about night-folk
(the faeries, vampires, werewolves and ghosts) who keep a
mystick'slife... interesting. The elaborate games, powers
and politicsof such creatures are too complex tofit into this
Appendix; Storytellerswhowishtorunacrossover chronicle
should seek out the aforementioned supplement. A host of
magical beasts— complete with character creation rules—
can befound inWorld of Darkness: The Bygone Bestiary.)

Mortals

Once upon atime an arrogant wizard underestimated the
strength of the mortal folk, Convinced of hissuperiority, said
wizard dominated thesurrounding towns, forced thenoblesto
bow before his throne and slew all who displeased him.

So they killed the bastard.

There's a lesson in that somewhere.

True, the Sleeping folk lack the rawpower of Weavery, but
they've got numberson their side— numbers, determination,
and sometimesFaithaswell. (See Chapter 1V.) A lonemagus
may be able to mop the floor with a handful of mortals, but
sooner or later, they'll catch up with him. No apprenticeisa
match tor an angry knight, and few sorcerers can muster the
political resources of aprince or apriest. Even a Magister can
be tricked by a thief, cheated by a merchant or seduced by a
country wench. In short, don't et magick go to your head.

Most mortals live in small towns or villages. These com-
munitiestend to be pretty close-knit; the residents recognize
strangers and often distrust them. When new faces come to
town (or old ones start acting oddly), people talk. It's hard to
keep asecret inavillage, especialy if that secret walks in and
starts demanding things. Rural folk may seem simple to an
outsider, but on their home ground, such people are more
knowledgeabl e than a seer and more canny than ahuntedfox.

City folk seem more sophisticated; the comings and
goings of armies, merchants, foreigners and kings keep
gossip flowing. City people combine atastefor therare with

survival instincts and jaded eyes. Chances are they know a 14 .-’JI'J-
few foreign words, and they have seen their share of harsh '} v
punishments — public torture and executions are to them /
what TV sports are to us. The common people are hard to
impress, and the nobility and clergy have their own games
at hand. Very few city people act aone, either; there's
usually a gang of some kind waiting just out of sight, |
whether they're tavern toughs or weal thy allies, Each city
seethes with its own intrigues. A native understands the
flow of power, and a stranger should beware of it.

Human beings aren't sheep or chessboard pawns —
they've got passionsand purposesthat rival any mage's own.
Even amob wants certain things, and will raise Hell to get
them. What mortalscan't accomplish through force of arms
ormagick, they'll dowithstealth, wit, cashandfavors. Most
artists, philosophers, clerics and nobles have patrons, too,
and some of those patrons can become... irritated... when
something interferes with their alies' good health.

and the tactics they use will depend on the sorcerers, their \_ ___._!
goalsand the manner in which they treat the common man. wyf

Clergy '

Despite the inroads of science, this is still the age of
faith. Agentsof God (whatever god that might be) are often
the most powerful folk around, and woe be to the mage or
mortal who crosses them! Across the board, such folk are
educated and respected; they make sacrifices for their
religion and often take its tenets seriously.

In Europe, the Christian Church dominates the land- J
scape, driving the Pagans into hiding and the Jews and “
Muslims into second-class status. Clustered in their own
communities, rabbisand mullahs minister to the faithful; until
1492, both faiths practice openly in Spain, but the decree of
Torcquemada drives them into exile or underground. Thetrue
rise of Protestant denominations begins in the early 1500s;
until then, the majority of European clergy are Catholic.

The history and practices of the Church are too de-
tailed to go into here; suffice to say that by the mid-1400s,
the Vatican itself is divided between those who serve the
Lord and those who serve themselves. The latter send
agents — Pardoners — across Christendom, selling indul-
gences to finance the Church. Harsh Inquisitors root out ‘.I
heretics, witches and innocents throughout Spain, Italy
and Portugal, and witch-hunters stalk the same targetsin ™
Northern Europe, As a whole, the Church views dissent as
asin; while many clericsare merciful, theofficial tenetsof
the Church are anything but. As the Vatican's excesses
alienateitsown priests, challengesarise. Former champions
(like Henry VIII and Martin Luther) rebel, creating splin-
ter religions. These Protestants are more fervent in their
faith than the Catholics, and often make their points with
the end of aclub — or a sword.
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Churchmen and nunsfrom this period are torn between
aduty to their Lord, the policiesof" their institution, and the
weaknesses of their flesh. Whole convents are corrupt; whole
monasteries are dens of vice. By the same token, ministries
and missionariesperform great actsof kindnessand devotion.
A cleric might he adeeply faithful person, afanatic, apawn
| or a gamesman. His motives come from within, hut his
actions often carry the weight of an entire religion.

The ministers of other faiths tend their people in secret.
Rabbis wield considerable influence in Jewish communities,
hut keep alow profile in most other places. Mullahs, for the
most part, lead their people to Muslim lands after Islam's
expulsion from Spain. In the Middle East and Ottoman
Empire, the Prophet's followers remain strong. Pagan priests
and priestesses keep the old fires burning in the Northern
Europe, but the flames are often subtl e, hidden behind Chris-
tian rites and the names of saints. The Council and Order of
Reason allow non-Christian clergy to practice openly, but for
most of Europe, the Church has locked and barred God'sdoor.

Whatever faith he practices, the man (or woman) of
God has been trained in the ways of faith. A custodian to
7 the common folk, the cleric watches over the believers and
shuns the unbelievers. Some clergymen heal, some fight,
some plumb the mysteries of Creation while others suppress
imagination. Ultimately, the cleric is both an individual
and a pillar of his faith; what he does with that position is
between him and his god.

Character Creation: Attributes 6/5/3, Abilities 10/8/3,
Backgrounds 8, Willpower 6

Suggested Attributes: Physical ratingsof 2; Social and

. Mental at 3 to 4.
1 Suggested Abilities: Alertness 2, Awareness 2, Expres-
sion 3, Instruction 2 to 4, Intrigue 2 to 4, Logic 2, Crafts 3,
Etiquette 3, Leadership 1 to 5, Academics 4, Law 3, Linguis-
tics 2 to 4, Lore (various) 2, Occult 2 to 5 (possibly many
other Traits, depending on the religion and the cleric)

Gear: Robes of office, crucifix or other symbol, books,
Church seal and other tokens of office.

City Guardsman

The forces of law and order are everywhere — not as
organized or skilled as 20th-century cops, but proficient in
"Il their ownways. Renaissance-era societiesaren't bigon prison?
or rehabilitation; city guardsmen often beat their targets into
submission, haul them into stinking gaols and let the sheriff?
have their not-so-gentle way with the culprits in the morning.

Although it's easy enough to see them as brutes, many
guardsmen are honest, devoted or at least ambitious. More
often than not, they're crafty and streetwise, too. It takesalot
to fool a wise guardsman, and a stupid one won't live long.

Character Creation: Attributes 7/5/3, Abilities 13/10/3
Backgrounds5, Willpower 5

Suggested Attributes: Physical ratings of 3 or even 4

Suggested Abilities: Alertness 2, Athletics 2, Brawl 3,
Dodge 3, Larceny 2, Craft 2, Melee 3, Torture 1, Linguistics 1 ||}
or 2 (for large trade cities), Occult 1

Gear: Light armor (boiled leather, possibly with amail ‘
shirt), club, polearm (usually aspear, occasionally ahal berd),
short sword or dagger,

Commoner

From beggars to serving maids, the commoners have
the general run of the world. Their Craft Traits vary with
their jobs; an English manservant and an Arabian horse-
tamer will have two very different sets of skills. Common
people tend to be pretty direct unless confronted with an
obvious authority; if that authority gets out of hand, the
average person ducks out the door, sets up an ambush... or
stirs up a mob. The latter can he extraordinarily dangerous
to magi. A crowd can burn a manor house to the ground in
less time than some wizards can cast a spell.

Character Creation: Attributes 4/3/3, Abilities 10/6/3,
Backgrounds2, Willpower 3

Suggested Attributes: Most ratings at 2, possibly with
one or two at 3, but rarely above that.

Suggested Abilities: Alertness 1, Brawl 2, Crafts 2 to 4,
Melee 1 or 2, Hearth Wisdom 2 (possibly a range of other
Abilities — Artist, Expression, Subterfuge, Etiquette, Sur-
vival, Academics, Seneschal, etc.)

Gear: Tools, clothing.

Knight

They are the glorious guardians of chivalry, if Mallory
istobebelieved. Naturally, lifeisatouch morecomplicated
than the tales would admit. Some of these skillful warriors
carry onthelegacy of their good breeding; othersare asfoul
and capriciousasany wizard. From the elite guard of France
to the samurai of Japan, dedicated knights stand high above
the common rabble. Most of them know it, and take
advantage of that fact.

A good knight isskilled in the arts of social discourse as
well aswarfare. Arts, |etters and grace are considered essen-
tial partsof histraining, and heisconstantly expected to live
up to the ideals of his office. If he seems contemptuous, it's
just part of his pedigree. After all, every knight wants to be
the next Galahad or Gawain — or so he would say.

Character Creation: Attributes8/5/4, Abilities 16/12/5,
Backgrounds 6, Willpower 7

Suggested Attributes: Physical Traits between 3 and 5;
Social ratings of 2 to 4, Mental scores between 2 and 3.

Suggested Abilities: Alertness 3, Athletics 3, Brawl 3,
Dodge 3, Expression 2, Intimidation 3, Seduction 2, Sub-
terfuge 2, Dancing 1, Etiquette 3, Melee 4 to 5, Riding 3,
Survival 2, Academics 2, Law 2, Linguistics 2, Medicine 1

Gear: Plate armor, sword, shield, lance, horse, dagger,
possibly a mace or flail.

276




APPENDIX

A — .
(Man-At-Arms

The knightsmight get the credit, but the man-at-armsisthe
true hero of the battlefiddd Armored in leather and mail, ranked
beside others of hiskind, thissturdy fellow giveshislife— or
takes others' — for a cause, akingdom or asmall hag of silver.

It'saliving... of asort.

Survivingamedieval clashof armstakes|uck, strength
and guts. The skill is less important. A veteran warrior isa
tough customer; he brooks no shit and often looks down on
"softer" folks. Such aman takeswhat he wants, and respects
power and courage more than honor or office. He may he a
mercenary, a guardsman, a barbarian, or a member of a
skilled levy, but he's not a pushover.

Character Creation: Attributes 7/5/3, Abilities 15/10/3,
' Backgrounds4, Willpower 5

Suggested Attributes: Physical Attributes of 3 or 4;
Mental ratingsof 2 or 3; Social scoresof 1 or 2 (most of these
guys are nasty by gentler standards).

Suggested Abilities: Alertness3, Athletics2, Brawl 3,
Dodge 2, Intimidation 2 or 3, Crafts 2, Melee 3 or 4,
Survival 3, Torture 2, Linguistics2, Medicine 1, (Firearms2
or Artillerist 2, inrare cases)

Gear: Mail and leather armor, pole arm, bow or cross-
bow (occasionally agun and supplies), sword, dagger, food,
wineand gambling dice.

Noble

Power demands skill; it's one thing to be highborn,
another to be true nobility. This goes double for women
who secure great influence in a male-dominated world.
Powerful people have driving goals, sophisticated methods
Ehs and an array of backup plansand resources. No noble worth
i, the name will dirty his hands in a fight when he can call
upon friends and servants to trounce an offender, destroy
her social standing or render her helpless before the law.

Rumors, money, favorsand intrigue are the weapons of
the noble classes; even those who choose not to use them
understand how to use them. Some nobles work for greater
patrons — vampires, magi, kings, the Church — but most
haveaneyeontheirownfortunesaswell. Rareistheincident
. that does not afford some nobleman, priest or merchant an
opportunity for profit. A party who interferes with that
opportunity (or who treats the lord or lady disrespectfully)
will learn how powerful a mere "Sleeper" can be.

Character Creation: Attributes 7/5/3, Abilities 15/9/5,
Backgrounds 10 to 15 (high Allies, Influence and Re-
sources), Willpower 5 to 10

Suggested Attributes: Social and Mental Traits tend
to he higher than Physical ones; assume 3 or 4 in both, with 2
in the Physical scores.

Suggested Abilities: Alertness3, Dodge 2, Expression 3,
Intimidation 2, Intrigue 3 to 5, Subterfuge 3 to 5, Etiquette
3 to 5, Fencing or Melee
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Gear: Money, retainers, horses, hawks or hounds, rich
clothing, dagger, (possibly a rapier or pistol).

- Rogue
y Livingontheoutskirtsof thelaw, thebeggar, cutpurse, gypsy
and thetraveling player ply their shadowy trades. These neler-do-
wellsrange from honest souls tobloodthirsty killers. Shunned by
day, such hardy people nevertheless manage to makefriends—
espedidly among the night-folk who share their outcast state-
Many magi, vampires and the like do, in fact, hail from the
outlaw ranks, and hide among them for protection and solace.
Outlaw society is harsh; Church and crown deny sanctu-
ary toaknown rogue; thus, shelivesby herwitsand her friends.
"Honest people" drive her from town to town, and her own
kind conspire to take bread from her mouth. Without a
common law or king, vagabonds make their own laws; woe to
shewho defies it— at best, she may be exiled from low society,
at worst, she might be killed in any number of gruesome ways.
Still, vagabonds often stick together, if only out of shared
misery. The Word of the Church damns them to eternal Hell,
so most roguestry tolive thislifefor al it'sworth. Rivalriesare
common, as are betrayals and purges; still, given the choice
between a crofter's farm and a wanderer's ways, our rogue
would choose the life she leads. At least it isn't dull.
Character Creation: Attributes: 6/4/3, Abilities 13/9/4,
Backgrounds 5, Willpower 3
Suggested Attributes: High Physical and Socid Traits
(3-5); lower Physical ones for the most part, although
players, spies and bandits may be exceptions.
Suggested Abilities: Alertness3, Brawl 3, Intimidation 2
to4, Larceny 2 to4, Melee 2 to 4, Stealth 3, Survival 3, Secret
Code Language 2, Occult 3; plus: (Bandit: Subterfuge 2, Medi-
cine 1); (Beggar: Dodge 2, Etiquette 1, Medicine 2); (Gypsy:
Expression 2, Crafts 2, Dancing or Singing 2, Hearth Wisdom 3
to 5, Herbalism 2, Linguistics 2, Lore (of some kind) 2);
(TrawlingPlayer: Artist 2, Expression2to4, Acrobatics3, Crafts2,
Dancing or Singing 2, Etiquette 3, Linguistics 2); (Spy: Aware-
ness 2, Intrigue 3, Disguise 2, Seduction 2, Academics 2,
Investigation 4, Linguistics 2, Lore 1); (Whore: Expression 2,
Seduction 1 to 5, Subterfuge 3, Etiquette 1 to4, Culture 1 to 3)
Gear: Whatever seems appropriate, but not much stuff
at any rate.

Witch-hunter

The bane of wizards, thisholy man (or sometimeswoman)
takes Exodus 22:18 as gospel. Although the Christian priest
comesimmediately to mind, the people of Masesand Mohammed
have their enforcers, too. Blessed is the hunter's work.

Suchfolk arehardy and brave; withweapons, alies, fireand
Faith, they stalk the Awakened Ones, falseinnocentsand all the
creatures of the night. Most die in the process; the ones who
survivebecomeformidabl eadversaries. They asknoquarterand

jobdone. Although the Cabal of Pure Thought has asmall army
of witch-hunting Brethren in its ranks, many Daedaleans tall
victim to the faithful, too. After all, science isjust another form
of magic to true men of God. Most witch-huntersare just as apt
to burn a printing press as a witch's cottage.

Several official groups— the Spanish Inquisition (1480
1808), the Society of Leopold (1231-20th century), the Order
of Saint Joan (1230s-20th century), the Iron Knights (1425-
1672), the Pristine Slence (1325-1892), the Hammer Society
(1490-1800), the Wolves of God (1510-1750) and the Lions
of the Prophet's Sword (1256-1804) — pursue witches under
the banners of various Churches. Others too numerous to
mention spring up through sudden inspiration, do their work
and dwindle over the course of the next few centuries. In the
Burning Times, there arefew sounds more terrifying for mage
or mortal than the thunder of boots and the cry "Sorcerer!
Comeforth!" Shouts of "Bum the witch!" cannot be far behind.

The following template is for an experienced witch-
hunter — one who has spit in the face of the Adversary and
lived to hunt again.

Character Creation: Attributes 8/6/3, Abilities 21/12/7,
Backgrounds 8, Willpower 10

Suggested Attributes: Most successful witch-hunters
have high Physical and M ental Attributes; assumeall other
Trait ratings to be 2.

Suggested Abilities: Alertness, 2, Awareness2, Brawl 2,
Dodge 3, Intimidation 3, Larceny 1, Subterfuge 3, Etiquette 3,
Firearms2, Melee4, Ride 2, Stealth 2, Torture 3, Academics 2,
Hearth Wisdom 3, Law 2, Linguistics3, Lore (varioustypes) 3,
Metaphysics (Celestiography and Demonology) 3, Occult 4

Gear: Rope (in England, witches are hanged, not § g

burned), torches, crosses or crucifixes, guns, swords or pole
arms (often silver), Bibles, armor and instruments of tor-
ture. Many also have several dots of True Faith.

The Seven Chunders
(1490-1501)

1: AndI sawanother mightyangel comedownfromheaven,...

2: And he had in his hand a little book open: and he set his
right foot upon the sea, and his left foot on the earth,

3: And criedwith aloud voice, as whenalionroareth: and
when he had cried, seven thunders uttered their voices.

4: And when the seven thunders had uttered their voices, | was
about to write: arid | heard a voice from heaven saying unto me, Seal
up those things which the seven thunders uttered, and write themnot.

— Revelations 10: 1-4

A ragtag collection of rebel prophets and disgruntled
peasants, the Seven Thunders of the Coming Apocalypse
believe that Judgment Day begins in 1500. As that year
approaches, these Faithful folk, intheir quest to cleanse the
world for Christ's return, topple lords, magi, churchmen
and philosopher-scientists.
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A simple gang of rabble could never achieve that task;
the Seven Thunders, however, are not normal peasants. A
powerful FaithflowsThroughthem, annihilatingtheiren-
emies' spells before the enchantments can do much harm.
Strong prophecies, powerful exorcism powers (not magick
but anti-magick) and acts of God seem to follow these
zealots wherever they go. Unlike the Gabrielites, these
antagonists brook no compromise; to them, all magi are
evil, all magicks are tainted and all science is ablasphemy
against the Lord. A large sect of men and women, the
Thunders take on all comers and often win.

The leaders come from all over Europe, and display
impressive powers. The most famous of them is, of course,
Girolamo Savonarola, the charismatic friar who leads the
bonfiresof the vanities in Florence. Preaching to the masses

' inthecity square, herailsagainst the excesses of theday and

the corruption of the Church. Antonio Castrovinci comes
from Prato, where he echoes Savonarola's sermons. Glaucus
appears in Rome oneday, spreading V ati can secretsamong
the common folk. Father John Ploughman wanders the
Englishcountrysideforetel lingareturnof theGreat Plague.
Vincente Giacomo fights alongside Isabella of Castille,
drivingtheMoorsintoHell throughforceof arms. Fredrich
Die Festung commands an army in Bavaria and rules a
small province there. Finally, Friar Phillipe de Gascon
burnsdown hisown abbey rather than tol erate the excesses
of the monks and nuns nearby. Each man possesses pro-
phetic gifts, a sharp mind, devastating charisma and grand
Faith — enough to make the godless burn. Each one also
commandsalegion of followers— common people inspired
to rise up for God. Together, these men control an army; a
scattered army, true, hut one devoted to its cause.

Spurred on by their leaders' visions, these soldiers of the
Apocalypse sweep through their native lands, burning magi-
cians towersand | ooting throne rooms. With the Final Trump
just around the comer, the faithful — men and women alike
— havetaken on aform of madness. Dressad in ragsand robes,
they gather for hours at their prophets feet, then charge off to
dismantle some offending monument or run some sinister
creature to ground. M any smudge their faces with ash, wear
black robes or live wild in the woods; others conced their
devotion until the night comes, then hide behind theirformer
livesat dawn. Like asilent ride, they wash over their targets,
then disperse. Without a central meeting place or single
leader, the Thunders prove impossible to control.

In game terms, the Thunders are mortals gifted with
True Faith and total conviction. The leaders possess Faith
ratingsof 5 or 6; most lay members have between 1 and 4-
Although the Holy Spirit (or something...) drives them into
occasional frenzies, most Thunders seem perfectly normal,
ifabitdogmatic,incasual meetings. Afewlivelikeanimals,
but the majority are hardworking folk with a love for God
and a fear of Hell. They're absolutely convinced that the
Savior'sreturn isimmanent, and will do anything to assure
their place in the Book of Life.

Future Fate: Theyear 1 500 is asort of Armageddon
for the Seven Thunders. A showdown with the Council
of Nine leaves one powerful prophet dead; another falls
to the Nephandic Cauls and two more are terminated by
the Order of Reason. Savonarolafallsout of favor and is
tortured and burned in 1498. Robbed of their |eadership
and disgraced when 1501 comes and goes, the cult
disperses... only toreturninaslightly different formin
1992, when Antonio Casrrovinci's final prophecies come
tolight.

Animals

Beastsareeverywherein the Dark Fantastic era. People
literally sharetheir homeswithdogs, cows, sheep and goats.
Knightsride horsesinto battle. Mysticks shapeshift them-
selvesinto wolves or hawks, or turn other people into roads
or asses. In short, animals provide essential parts to the
setting — helpers, antagonists or even alternate forms.
They might not seem as intelligent as human beings, but
they're crafty in their own ways.

Thefollowing Traits represent avariety of animalsin
pure systems format. Use them as guidelines when neces-
sary. For simplicity, assumethat all wild animal salsohave
Mental Traits at 1, Perception of 2. Trained animals can
haveavariety of Abilities, from Empathy to Hunting.

« Bear: Strength: 5, Dexterity: 2, Stamina: 5
Willpower: 4, Health Levels: OK x 3,-1x 3, -3, -5,
Incapacitated
Attack: Claw for 7 dice; bitefor 5 dice
Abilities: Alertness3, Brawl 3, Intimidation 2, Stealth 1
Move: Walk/Run/Other: 5/20

« Boar (wild): Strength: 4, Dexterity: 2, Stamina: 4
Willpower: 3, Health Levels: OK x 2, -1 x 2, -2, -4,
Incapacitated
Attack: Bitefor 4 dice; gore for 5 dice
Abilities: Alertness2, Athletics2, Brawl 2, Intimidation2
Move: Walk/Run/Other: 7/20

« Cat (farm): Strength: 1, Dexterity: 3, Stamina: 3
Willpower: 3,HealthLevels: OK,-1,-2,-5, Incapacitated
Attack: (Claw or bitefor 1die(canrakefor 2dicewhen
cornered) y
Abilities: Alertness 3, Athletics 2, Brawl 2, Dodge 3,,[
Intimidation 2, Acrobatics 2, Climbing 3, Stealth 4 5\
Move: Walk/Run/Other: 5/20 S )

« Cougar/L eopard/Panther: Strength: 4, Dexterity: 4,
Stamina: 4
Willpower: 3, Health Levels: OK x 3, -1 x 2, -3, -5,
Incapacitated
Attack: Claw for 6 dice; bite for 5 dice
Abilities: Alertness3, Brawl 3, Intimidarion3, Acrobatics2,
Climbing 4, Stealth 3
Move: Walk/Run/Other: 10/30
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« Cow/Bull: Strength: 3/5, Dexterity: 2, Stamina: 3/5
Willpower: 2, Health Levels: OK x 2, -1 x 2, -3 x 2,
Incapacitated
Attack: Bite for 3 dice (bulls gore for 4 or 6 dice)
Abilities: Alertness2 (Brawl 2, Intimidation 3 for bull)
Move: Walk/Run/Other: 10/25

« Crow/Hawk/Owl/Raven: Strength: 2, Dexterity: 3,
Stamina: 2
Willpower: 3,Health Levels: OK, -1 x 2, -2, -5, Dead
Attack: Claw for 2 dice; bitefor 1 die (desperation)
Abilities: Alertness 3, Athletics 2, Brawl 1, Dodge 2,
Intimidation 2 (Trained birds. Brawl 3, Empathy 4,
Intimidation 4)

Move: Walk/Run/Other: 1/2/20

« Deer/Stag: Strength: 2/3, Dexterity: 3, Stamina: 2/3
Willpower: 3, Health Levels: OK x 2, -1 x 2, -4 x 2,
Incapacitated
Attack: Gorefor 3 to 5 dice (nonefor deer)
Abilities: Alertness 2, Brawl 2, Dodge 2, Empathy 2,
Stealth 2
Move: Walk/Run/Other: 7/30

« Dog (large or guard): Strength: 3, Dexterity: 3, Stamina: 3
Willpower: 5, Health Levels: OK, -1 x 2, -2 x 2, -5,
Incapacitated
Attack: Bite for 5 dice; claw for 4 dice
Abilities: Alertness3, Athletics2, Brawl 3, Empathy 2,
Intimidation 2, Stealth 2
Move: Walk/Run/Other: 7/25

« Frog (bullfrog-sized): Strength: 1, Dexterity: 2, Stamina: 1
Willpower: 2, Health Levels: OK, -1, Squished
Attack: None (some have poison that can paralyze a
person who fails a Staminaroll, difficulty 7. The victim
must either eat thefrog or suffer awound treated with the
frog's poison glands to be affected)

Abilities: Alertness 2, Athletics 1, Dodge 3, Stealth 3
Move: Walk/Run/Other: 1/1/2

« Horse: Strength: 5/4, Dexterity: 2, Stamina: 4
Willpower: 3, Health Levels: OK x 3, -1 x 3, -4, -5,
Incapacitated
Attack: Trampleor kick for 5to 6 dice; bitefor 3 dice
Abilities: Alertness 2, Athletics3, Brawl 1
Move: Walk/Run/Other: 10/35

« Kraken (Giant Squid): Strength: 8 to 10, Dexterity: 3,
Stamina: 10
Willpower: 10, Health Levels: OK x 5,-1x 3,-3x 2,
-5 x 2, Incapacitated
Attack: Squeezefor 8 to 10 dice; bite for 9 to 11 dice
(difficulty 7); mass grab (difficulty 6; each success over
thefirst adds 1 die to squeeze attacks as the creature wraps
one more tentacle around its prey)

Abilities: Alertness3, Brawl 3, Camouflage2, Dodge 2,
Intimidation 10, Stealth 2
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Willpower: 5, Health Levels: OK x 2, -1 x 3,-2,x 2, -5,

Incapacitated
Attack: Claw for 5 dice; bite for 6 dice
Abilities: Alertness 3, Athletics 2, Brawl| 3, Dodge 2,
Intimidation 5, Stealth 3
Move: Walk/Run/Other: 10/30

« Rat: Strength: 1, Dexterity: 2, Stamina: 2 to 3
Willpower: 4, Health Levels: OK, -1, -5, Crunched
Attack: Bitefor 1 die
Abilities: Alertness 2, Brawl 1, Dodge 3, Stealth 3
Move: Walk/Run/Other: 5/10

« Spider (large): Strength: 1, Dexterity: 3, Stamina: 1
Willpower: 2, Hedlth Levels: OK, -1, Splat
Attack: Bitefor 2 dice + venomfor 3-6 additional dice
(ar 1 diefturn) ifthetarget doesnot soak thebite. Stamina
roll, difficulty 6, required to soak venom damage
Abilities: Alertness 1, Athletics 1, Brawl 1, Dodge 3,
Stealth 5
Move: Walk/Run/Other: 2/5

« Wolf: Strength: 2, Dexterity: 2, Stamina: 3
Willpower: 3, Health Levels: OK, -1 x 2, -3, -5,
Incapacitated
Attack: Bitefor 4 dice; claw for 2 dice
Abilities: Alertness 2, Athletics 1, Brawl 3, Dodge 1,
Stealth 2

Move: Walk/Run/Other: 7/28

F - 'Other Magi

In many ways, arival mage istheworst enemy awizard
can have. Thefollowing templatescan serve asinspiration
)| for Storyteller charactersof varying power.

Sample Cemplates

« An Apprentice has either not yet studied the prin-
ciples of magick, or has begun study, hut has not yet
achieved Rank One in any Sphere. He's more important for
who he may become than for what he cando at the moment.

Character Creation: Attributes: 6/4/3, Abilities: 10/8/3,

Backgrounds: 3, Willpower: 3, Spheres: none, Arete: 1-2

« A Disciple seeks enlightenment, and has achieved
moderate prowess in at |least one Sphere (Rank Three and
lower).

Character Creation: Attributes: 7/5/3, Abilities: 13/9/5,
Backgrounds: 5, Willpower: 5, Spheres: 6, Arete: 1-4

* An Adept has reached a level that has transformed
her perception. She has gathered personal power in at least
one Sphere (Rank Four) and usually others as well.

Character Creation: Attributes: 8/6/3, Abilities: 19/10/5,
Backgrounds: 7, Willpower: 8, Spheres: 15, Arete: 4-6
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* A Master has achieved Rank Five or higher in one
Sphere and probably commands several others at Adept
status or higher. Master mysticks have expanded their
vision beyond human concerns, while Daedaleans have
either achieved monumental influence or retreated into
solitude to pursue great dreams.

Character Creation: Attributes: 9/6/5, Abilities: 22/
10/6, Backgrounds: 10+, Willpower: 8-10, Spheres: 15-30,
Arete: 8+

Infernalists

He shutteth his eyes to devise forward things: moving his
lips, he bringethi evil to pass.

— Proverbs 16:30

"Witch" isthe ultimate curse in the Dark Fantastic era.
With it, you can damn an innocent soul to horrible death.
Lashed by theterror of Satan's minions, witch-hunters stalk
the night, looking for the black magicians they know are
waiting nearby.

The hunters are not always mistaken.

The tales of the Black Mass are true. Across the land,
hopeless, greedy and malignant folks turn to the Devil for
power or solace. In return, some of them receive unholy
powers — plague touches, bar wings, fiery fingers and the
Evil Eye. Inlater days, someof thesecreatureswill becalled
"Nephandi"; many, however, are simply deluded soulswith
nothing to lose — they think.

Infernalists traffic with devils and wield hell-born
magicks. While not nearly as commonplace as the witch-
huntersbelieve, thesecorrupt mysticksperformunspeakable 4
acts. All the traditional tools of the Black Mass (human
sacrifice, mutilation, blasphemy, sexual deviance and de-
monic servitors) play their parts in the Infernal Arts, and
cataclysmic spells (storms, horrific curses and demon-
summonings) are their calling cards.

Stereotypical blackmagicians,Infernalistsdeliberately
turn from the Path and stab their eyes out with the thorns
—oftensymbolically, sometimesliterally! They claimsuch
mutilation allows them to see more clearly; surely, their
Hell-born magicks compensate for lost sight when some
mad Infernalistsactual ly destroy their vision. Many enter /i i
repulsive cocoons known as Cauls, turning their souls
inside-out to better serve the darkness. Although the Chris- o "
tian Church preaches the loudest sermons against such G&‘\ :
beings, Infernalists are universal. Across the seas, malefic \\{j;f
sorcerers — like the cannibalistic Shu-chu and Nhanga,
the Tzitzimime leopard-people and the Kuat soul -eaters—
strike pacts with demonic overlords. On more familiar
ground, packs of antichristians, corrupted Pagans and mad
Arabs call up damned souls in return for unearthly aid.
Infernalists— epitomized by thescreaminghordesof Tezghul
the Insane — embody everything the common people fear
about sorcery and the devil-spawn who wield it.
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cultistswho literally servetheforces of the Hells. While some
of them follow obscure creeds that justify their damnation —
one must have darkness to have light, after all — many simply
sell their soulsour of desperation, greed or rage. Some do itjust
for fun, but the rigors of true Infernalism and the ever-present
spectre of damnation tend to weed out thrill-seekers. (Their
kind become more common in later days.) Most Infernalists
form cults, and stage huge, blasphemous orgies that turn
Christian and Pagan practices on their heads. Although many
cultists are mortal, the truly wicked actually Awaken to the
Fallen Path or convert from ahigher goal to servethedarkness.

Recognizing an Infernalist isn't always as easy as it
might seem. True, some of them are blood-crazy maniacs;
these folks usually set up forlorn villages or grisly fortresses
in remote locations, creating literal Hell-on-Earth's for
their amusement. More often, however, a crafty diabolist
conceals his true allegiance behind an innocent mask. To
all appearances, the devil-worshipper is a kind, possibly
{ even heroic person; behind the mask, a demon laughs. The
infamousBaron GillesdeRais, forexample, lived likealord
¥’ and practiced private horrors. For Storytellers, an Infernalist
provides all kinds of nasty fun. He may lead a bloody cult,
summon demons within his hidden sanctum, or undermine
an entire court through subterfuge and seduction. By all
outside standards, the devil-worshipper is aself-made mon-
ster; he may have aperfectly valid reason for his allegiance,
but he willingly perverts everything he once held sacred.

He may be capable of redemption, but most magi —
Council mysticks, Daedaleans and independents alike —
. won't think the bastard is worth the trouble.

a Future Fate: In time, the Nephandic sect rises, rivaling
.\ the Council and Order in itsscope. Right now, these ancestral
A 4| foes of the Ahl-i-Batin congregate in small cult-webs across

Al ”‘} the known world. Scattered and disorganized, the Nephandi
,[Oﬁl I/ jofferonly onefaceof the Infernal hydra; in the bloody years of
“‘l‘;/} plague and warfare that are to come, those cults twist together
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f under theleadershipof powerful Gill edians. Takingnameand
inspiration from Giles de Rias, these sorcerers establish a
council of their own — the Fellowship of the Eye. United,
these legendary corrupters begin asemi-organized campaign to
undermine the other magickal societies. Given the Nephandic
“il skill withdeceptionand the natural hubrisof their targets, this
isnotdifficult. Bythe20thcentury, theselnfernalistswill have
all but won the Ascension War.

Diaboelical Cultist

Attributes: Strength 3, Dexterity 3, Stamina 3, Cha-
risma 2, Manipulation .3, Appearance 2, Perception 3.
Intelligence 2, Wits 3

Abilities: Alertness 2, Athletics 2, Brawl 3, Intimida-
tion 3, Larceny 2, Melee 3, Stealth 2, Hearth Wisdom 2,
Occult 3, Poisons 2
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In game terms, Infernalists are magi or un-Awakened Willpower: 3

Quintessence: none

Health Levels: OK, -1, -1, -2, -2, -5, Incapacitated

Armor Rating: none unless they wear some

Attacks/Powers: In many cases, they have none; some
cultists possess Demonic Investments (see Bygone Bestiary),
which make them far more dangerous than normal mortals.
Note: In numbers, these adversaries are best handled with
narrative combat and general action rolls; individually, run
cultistsas skilled characters.

Jufernalist: Tezghul the Insane
Nature: Sensualist
Demeanor: Monster
Essence: Furo
Attributes: Strength 6, Dexterity 5, Stamina 6, Charisma 5,
Manipulation4, Appearance 1, Perception 4, Intelligence 3,
Wits 5
Abilities: Alertness 4, Athletics 4, Awareness 4, Brawl 5,
Dodge 3, Expression 3, Intimidation 5, Intrigue 4, Larceny 3,
Firearms 2, Melee 5, Survival 4, Torture 4, Lore (Demons4,
Spirits 3, Vampires 3, Werewolves 2), Occult 4, Poisons 3
Backgrounds: Allies 5, Daemon 4, Covenant 5
Spheres: Connection 2, Entropy 3, Forces4, Life4, Prime 3,
Spirit 4
Arete: 7
Willpower: 8
Quintessence: 6
Scourge: 8
Image: Tezghul isagigantic Slavicdiabolist whocombines
inhuman strength, demented ferocity and. magickal power. He
has sworn to wipe the "' Christian weaklings" from his sight; to
that end, he heads a horde of screaming mad-folk (men and
womenalike) acrossEurope. Gorged onblood, sex and madden-
ingdrugs, these Renaissance Hunsbumvillages, stripfields, ear
their victims alive and sacrifice their souls to Hell.
Tezghul's quest began in the forests of Lithuania. Dis-
gusted by the inroads of the Christian religion, Tezghul'sclan
dedicate themselves to the demons who flock across the
lands (see the Vampire: The Dark Ages supplement
Transylvania by Night). The details of the monster's life
(including hisbirthname) have been lost to posterity; around
1450, however, he emerges at the head of a mad army. Over
several years, they establish acomer of Hell — Kupala Alka
— along the cold lakes near the Baltic Sea. Ravaging the
border towns, they drag live captives back for torture, sacri-
fice and other entertainments. By 1460, Tezghul's horde
spillsout acrosstheland, bringingtheir Infernal allieswithit.
Huge, cunning and cruet even by medieval standards,
this monstrosity stands nearly seven feet tall, carries ajagged
war ax, and bedecks himself with headsand twisted armor. A
brutish face squats atop his massive shoulders; agreasy black
topknot flows down across rock-solid muscles and ragged
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mail. The scars and tattoos Tezghul bares accent his un-
earthly visage. Though he fancies himself a Pagan, the
mad-kin of the frozen wastes reveres Kupala the Cornipter
and hisminions. Ugly asheis, Tezghul might he halt-demon
himself; tale-tellers claim as much, and the ungodly magicks
hefashionsdo seem to flow morefrom unholy parentage than
from mystick enlightenment. Worst of all, he's intelligent,
cunning and gifted with prophecy. If Tezghul is indeed
insane, his dementia has made him strong.

Future Fate: Tezghul leads his armies across Poland and
into Germany and Hungary, killing ashe goes. In 1472, a
huge battle near Harz, Germany, brings Tezghul down. A
largecompany of ArtificerartilleristsandGabrieliteTemplars
isdecimated in the process, hut when the morning dawns, the

demons have fled and the Infernalist hasjoined his masters.

Maraunds

Sill I sing bonny boys

Bonny mad boys

Bedlam boys are bonny

For they all go bare and they live by the air

And they want no drink nor money

— Steeleye Span, "Boys of Bedlam"

Some magi wander so far off the Path that they step off
the precipice and stumbleintotheair. Floating like bubbles
in a stew, they drift further and further from the roads of
sanity, unwilling to Fall but unable to Seek. Other, saner
wizards call these madmen Marauds, and fear their whims.
As unpredictable as demented cats, these magi warp Cre-

ation with their very presence.

; The generic name "Maraud" comes from a frightening
incident: The Irish Covenant of Fuar Drochit was attacked one
night by ascreaming horde of lunatics. The Mad Ones turned
) the walls to flower gardens and set fire to the wells. Only two of
the Covenant's hosts survived the attack, which came without
provocation. "They were like unto the mad, these dread Ma-
rauds," went one survivor's account, "an’ would not take leave
nortakequartertill all wereslaintherein." Significant asitwas,
this incident was somewhat misleading; most Marauds work
aone, not in packs. Nevertheless, the name stuck. The Tradi-
tions and Conventions alike call demented sorcerers Marauds,
in left-handed "honor" of the tall of Fuar Drochit.

Mad magi can be found anywhere; the insight that
draws them from saner Paths strikes Awakened and mortal
alike, often without warning, Some manifestations of the
Scourge turn a "normal" mage crazy, but most chronicled
Marauds arise from nowhere and depart in secret. In be-
tween, however, they wreak havoc on a formidable scale.

Marauds appear to twist the natural order simply by
existing; their magicks are as wild as their eyes, and seem
immune to the ravages of Scourge. These powers tap into a
cosmic madness, stirring beneath thecrust of theworld, yet are
set apart from the Abyss It's as if they were spawned in the

dreamsof Godandactouthissleepwal kingwhims. If Marauds' /{Z
deeds are reflections of Divine humour, Creation may be in
trouble; mostoften, thesedemented soul sappear like lightning
on aclear day, destroy some place or undertaking, and vanish J
likesmoke. Most Mad Onesare loners, and arefrightening to Y | 8 §
encounter. They babblelikelunatics, or mutter likeanunder-
ground stream beneath acrumbling wall. In short, Maraud? | | &
seem merciless, aimless and without compassion.

In game terms, Marauds do not receive penalties for \;
vain magicks; all their spells are cast as though they were &
casual. Scourge effects hit the entire area rather than the
individual mage — the Maraud himself often seems im-
mune to the backlash of his magicks.

Thisimmunityisn'ttotal: A badbacklashwill driveaMad
One crazier than he already is. Each Maraud hasa Madness }
rating— ascorefrom 1to 10— instead of aScourge Trait. (See
Chapter 1V.) The higher the score, the deeper the insanity.
For each botched magick roll, aMaraud receives one point of
Madnessfor every "one" rolled. Three "ones' add three pomts’
of Madnessto theM araud stotal Madness rallng,

M araudsappear somewhat normal. TheMadnessTraitreflects %" /&
the state of the sorcerer'smind. A "normal" Maraud hasa low: Y
Madness score; a really demented one rates pretty highly.
Maraudsrarely act in conceit. Most simply wander the:
world until something sendsthem intofits. Giventimeand
solitude, a Mad One might remain somewhat sane; under-
stress, he'll fly into a demented state, laughing, weeping,
storming into a rage or giggling like a child. A deranged
sorcerer isrerrifyingly unpredictable, and the Storyteller
should run him that way. In many cases, odd thingsshould J
just happen without magick rolls or chart-checking whend
the Maraud goes by. The only sure thing about a Maraud is
that sooner or later, chaos will rise in his presence.
FutureFate: The Mad remain pretty much thesameup |
to the modern era— sometimes bonding, often alone, and
alwaysunpredictable.

Madness Chart

1 The odd hermit at the edge of the village.

2-3 A holy lunatic who speaks loudly to himsel f
and sees things that no one else can see.

4-6 A prophet dwelling in a world that seems
rea only to him. He may speak to you, but will call
you by a different name-

7-9 A babbling madman who tears holes in
Creation as he passes by. Rocks melt; rain falls
upward; clothing tatters,-and gold becomeswater. He
cannot see you, except perhaps as another laughing
dream.

10 With an unholy scream, the Mad One falls
through the Tapestry of Creation and disappears into
some Heaven or Hell.
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W The Skall-Child

Nature: Unknown
Demeanor: Waif
Essence: Mare
Attributes: Strength 2, Dexterity 2, Stamina4, Charisma 2,
Manipulation 3, Appearance 4, Perception 4, Intelligence 2,
Wits 4
Abilities: Alertness 3, Awareness 5, Dodge4, Intimidation 5,
Meditation 3, Stealth 3, Survival 5, Lore (Spirit) 4, Occult 5
Backgrounds: Allies (Spirits) 4, Arcane 3, Daemon 4
Spheres: Entropy 4, Forces, 3, Life 3, Prime 2, Spirit 2
Arete: 5
Willpower: 10
Quintessence: 4
Madness: 5

Image: Who is this wandering hoy, and why do disasters
follow himeverywherehegoes?Barefooted, dressed inrags, this

wal kingstick toppedby askul . Thechild never speaks, nor does
herespond to anything anyone says. Most peoplewho've heard
of him run away when he appears— things always go wrong as
the child passesby. While an act of kindness might stall the bad
luck, thechild'scursefollowsanyonewhodealswithhiminany
way. Ishe, assome say, the vengeful Savior, or acruel boy who
taunted Christ on hisway to Calvary? Isthe child ademon, a
ghost or the Scourge i ncarnate ?Noone hasbeen abletofind out.

Pale and blonde, the Skull-child appears to be about
seven years of age. His angelic good |ooks make the skull on his
staff seem all the more gruesome. The stick itself is smooth,
v carved from apiece of glossy black wood and inscribed with
timeless nines. Taessay the wood comes from treesgrowingon
thebanksof Hell'srivers. The skull appearsto screaminpain;
though it never makes a sound, witnesses claim they can hear
distant wail sasthechild shufflessilently past.

Future Fate: No one knows. The Skull-child report-
edly wandersuntil the late 1800s. Several stories place him
in Flanders, Y pres, Stalingrad, Dachau, Dresden, Laos and
Kuwait City, but those tales could be fabrications.

Clemental Spivits

Summoned by alchemists and elementalists, these mi-
nor spirits are more sophisticated than folk taleswould have
onebelieve. Temperamental ly suited to their elements, such
entities appear from large quantiti es of the appropriate mate-
rialsand may shift those materials around at will.

Guome (€arth)

Willpower 10, Rage 3, Gnosis 4, Power 40

Charms: Airt Sense, Armor, Cleanse the Blight, Ele-
ment Sense, Materialize, Meld, Tracking (only for things
that touch the earth)

Materialized Attributes: Strength 6, Dexterity 2,

-;I

In’
h

Abilities: Alertness 4, Awareness 3, Braw! 4, Crafts |
(Farming) 5

Image: Like a gnarled little man, the gnome trundles |
alongwith adeliberategait. Hiswarty skinresemblesloose
soil and hiseyes are as dull ascoal. Shoots of grass form his
hair and beard, and bare rocks serve as his teeth. His voice
isagrumble, scraping like slate in slow, emphatic phrases.

Likethe stone, agnome isstubborn; he'll do what he wants
when he wants to, and cannot be hurried along. Though kindly
tostrangers, thisearth-spirithasasuspiciousnature. Itistheway
of man to move the earth, and the gnome wants no part of such
nonsense. He'lll move when it is time — no sooner.

Hammadryad (Wood)

Willpower 4, Rage 4, Gnosis 5, Power 25

Charms. Airt Sense, Cleanse the Blight, Element
Sense (within woods), Materialize, Meld, Soul Reading

Materialized Attributes: Strength 4, Dexterity 2,
Stamina 5

Abilities: Alertness 2, Awareness4, Braw! 3, Stealth 5,
Survival 5, Herbalism 5

Image: Oddly formed and nearly skeletal, this wood-
spirit vaguely resembles a woman twisted into impossible
shapes. Deeply affronted by corruption or disease, the
hammadryad looms out of the trees she inhabits — silent,
curious and bending in eternal breezes.

Oriental, African and Native American mysticks are
fairly familiar with wood spirits and know them by avariety
of names. European sorcerers, tilled with tales of beautiful
tree-women, seehammadryads (or simply dryads) asfetching
young lasses. In all cases, they're shy entities. Unless threat-
ened, they tend to remain beyond the Gauntlet, watching
but not interfering in mortal lives.

Ondine (Water)

Willpower 4, Rage 6, Gnosis 7, Power 20

Charms: Airt Sense, Cleanse the Blight, Element
Sense, Flood, Materialize, Meld, Waves

Materialized Attributes: Strength 5, Dexterity 5,
Stamina 6

Abilities: Alertness 3, Awareness 4, Brawl 4, Dodge 5,
Crafts (Fishing) 5, Seduction 5, Stealth 5

Image: The inspiration for mermaid legends (one of the
inspirations, anyway), theondinefrolics|ikeanaked wench.
She loves to play with mortals, but some of her games— like
dragging sailors under for a drowning kiss — have dark
overtones. Like the sea she embodies, this spirit is graceful,
strong and sensual. When she speaks, her words hiss and flow.

Fresh rivers and sees give rise to clean-limbed ondines;
stagnant waters, swamps and fens produce the dreaded hagsthat,
accordingtothetales, sportwithchildrenbeforefillingtheirlungs
withwater. Thefriendliest spiritsaresaid tocomefrommountain
springs and hidden creeks, where the water runs clean and pure.
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Salaﬁanber (Sire)

Willpower 5, Rage 8, Gnosis 4, Power 30

Charms: Airt Sense, Armor, Blast Flame, CreateFires,
Element Sense, Materialize, Meld

Materialized Attributes: Strength 3/6, Dexterity 3,
Stamina 3/6

Abilities: Alertness3, Brawl 5, Intimidation 6, Enigmas4

Image: A fiery lizard with scales of bronze, the sala-
mander waddles across the ground, setting things ablaze as
it moves. When it speaks — and it can — the creature's
wordsride on puffsof smoke. A happy salamander remains
small and smoldering; if someone angersthelizard, it grows
to adragon's size and burns the whole area to ashes.

Salamandersareconsumers, alwaysthirsty andravenous. A
magus can get on afire-spirit'sgood side by offering it ameal.
QOddlyenough, thesespiritslovetotalk; incracklingvoices, they
cheerfullyinsulteveryoneandoffer upriddleswithoutsol utions.

Svlph (Air)

Willpower 4, Rage 4, Gnosis 6, Power 30

Charms  Airt Sense, Appear, Cleanse the Blight,
Create Wind, Materialize, Soul Reading

Materialized Attributes: Strength 5, Dexterity 6,
Stamina 2

Abilities: Alertness5, Athletics4, Awareness5, Brawl 1,
Dodge 6, Stealth 8, Investigation 6, Occult 4

Image: An ephemeral girl with winged ankles and
flowing hair, the sylph rides an ever-present wind. When
thespiritiscalm, asmooth breeze blows; if something upsets
her, atempest swirls into being.

Insightful beyond human limits, the sylph communes
with the greater spirits and observes Creation from the
winds blowing between worlds. Unlessshewi |l sotherwise,
such aspirit remains invisible. Her voice, if she chooses to
speak, is awhisper only a magus can hear.

Yundao ((Metal)

Willpower 8, Rage 4, Gnosis 3, Power 30

Charms: Airt Sense, Armor, Materialize, Meld,
Shapeshift, Soul Reading

Materialized Attributes: Strength 6, Dexterity 2,
Stamina 8

Abilities: Alertness 3, Brawl 4, Intimidation 5, Crafts
(Smithing) 5, Metaphysics (StoneLore) 6, Occult 4 (silver
yundao only)

Image: A huge, malproportioned head with blind eyes
and spindly arms and legs, this elemental shines like pol-
ished steel. Completely hairless, the yundao's limbs jut from
the sides of his skull-body. When he moves, this metal-
spirit clashes like armor plates. His voice echoes as if from
afar, and his words seem sharp and stilted. Metal is the
shaper and the craftsman's guide. With abit of prodding, he
will reveal helpful secrets and techniques of forging.

Different metals give rise to different yundao; iron
spiritsarewarlike, gold oneskind; silver oneshave mystick
insights, whilequicksilver yundaos move and speak quickly
Thebrasselemental shave nasty tempersand sneaky dispo-
sitions, and copper or bronze yundao display carna
tendencies (afrightening thought, even for an Ecstatic!)
Lead-spirits are, of course, slow, dull and very, very thick.

Magickal Treasures

1Jfall men were virtuous, | should with great alacrity teach
themall tofly.

— Leonardo da Vinci

Note: See Chapters 1V and VIII for details. The
"Cogt" listing reflects the Background points required to
buy the item, An "N/A" Cost means the item cannot be
purchased by player characters.

Calismans and Setishes

« Fencing Square

Arete 2, Quintessence N/A, Cost 2 ;

Although Gerald Thibault's L'Academie de L'Espee
would not be published until 1629 (ayear after his death)
the Pythagorean principles of fencing are being secretly
developed in the time of The Sorcerers Crusade.

The magickal Fencing Square is a training tool. A
diagram rather than a device, the Square is composed of a
circle or square drawn upon thefloor. Ussize dependsonan
exacting formula calibrated by the mage's size and reeach—
his thrust, his sidestep, etc. Once the calculations have
been made and the Square created, it can be used to perform
and perfect fencing maneuvers, somewhat like the martial “
arts katas of the Far East. Such exercises are more than
simple physical athletics. (They're spiritual training tools
to experiemially teach the mysteries of three-dimensional
geometry). They are, in other words, the Arts of the
Connection Sphere.

Althoughthesystem'smostfamouspractitioner, Thibault
(a Guildsman), would publish a modified Spanish style,
many different styles can be applied to the methods. Indeed,
someclaimtheSquareoriginated inthe A hl-i-Batins' swords-
manship training. The Batini emissary Daud-Allah j
Abu-Hisham reputedly uses such designs, and has been seen |
teaching them to his Akashic friend Fall Breeze. |
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Background. (See Chapter 1V.) To employ the Square
properly, itsuser meditatesfor at least ahal f-hour, practices
for at least an hour and meditates again for another half-
hour after the exercise is done. Each week spent this way
alows a mage studying Connection to make one roll. The
design will not teach a magus to exceed her usual Sphere
powers, or to transcend the Arete limitations; it grants an
increased awareness, not a sudden magickal boost.]
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* Hare's-foot Ward

Arete 2, Quintessence 10, Cost 4

The hare is ever the enemy of the dog. In most cases,
the dog wins; this fetish, however, allows the spirit of the
hare to strike back — in away.
| A respectful hunter may beg the hare-spirit to linger in

her remainsfor atime. After asacrificeto the hare'sfamily

(usually an offering of food left near the warren) has been
made, the spirit may stay within her severed leg; there, she
gifts the hunter with silent feet. If any dog should notice the
fetish-carrier, thespiritsilencesthecanine, too.Obviously,
a hunter who employs dogs cannot use such a fetish —
especially ifadog was used tokill the harein thefirst place.
After atime, the hare considers her job done and leaves the
fetish behind.

[In game terms, this fetish adds its "Arete" to the
character's Stealth Dice Pool; additionally, |tS|Iencesany

i (althe Storyteller's discretion, though, it may still give the
\I.{'- hunter ahit of luck at odd times).)

M «» Twilight Balm

¥ Arete N/A, Quintessence 10, Cost 4

This odd poultice, meant to be wrapped about the
forehead, issaid torelievethe fever caused by "ell-shot," the
invisiblepoisonarrowsemployed by vengeful faeries. Such
venom isbeyond mortal cure and wrecks a painful wasting
death on its victims. Some Umbrood use similar toxins, or
infecttheirpreywithspiritual rot; such attacksarelikewise
% immune to mortal remedies.

An old Pagan concoction, this poultice is efficacious
against all forms of spiritual wounding. It requiresaman-
drakerootarid clean linen, wrapped with 47 herbsgathered
at dawn, and must he applied by the light of the moon. By
dawn, the patient will be cured.

[Each point of Quintessence represents one applica-
tion of the balm; the Background Cost covers one large
batch, which may be made into poultices as needed. The
cure takes one night, and nearly always works. A single
batch lasts for one moon-cycle; after that, it must be
.1\, discarded and a new balm must be concocted. The Story-

/|| teller may disregard the Cost if she wishes, and simply give
'/ thisfinite Talisman to her playersin the course of the tale.]

s Anulus Vigil (the Watchful Guardian Ring)

Arete 4, Quintessence 20, Cost 6

Treachery isacommon thing in the courtsand markets
of Tuscany. Toward off assassinations, magicianscraft Guard-
ian Ringsfor their aides, their friendsand themselves. Often
made of gold and studded with rubies, such ringsglow in the
presence of poison; the magick cannot reveal the would-be
killer, but if can discern the instrument of her game. The
closer the poison, the brighter the ruby glows.

For obvious reasons, golden rings are popular jewelry §
among the Italian nobility; many of the so-called "prince's
friends," however, are non-magickal fakes. Runic sorcerers
from the cold North craft similar protections out of drink-
ing horns, wooden tankardsand iron cups; an Algiz rune on
the vessel, once blooded, glows or bleeds in the presence of
treachery.

[If the wearer encounters some poisoned item or food,
the Storyteller rolls the Talisman's "Arete" against diffi-
culty 7; a successful roll makes the ruby (or rune) act
appropriately. A failedroll letsthe poison passundetected.]
Sleepwalker's Drum

Arete 4, Quintessence 20, Cost 8

With the steady beating of adrum, an owl-shaman can put
aman tosleep and ride hisspirit for atime. Within thedrum,
aslumber-spirit dwells; the thumping of the drumstick rouses
thespiritand bidsit to goforth into the shaman'senemy. Once
there, the being enters the victim's body and compels him to
deep. He then opens achannel between thedrum's owner and
the victim. The shaman |eaves her body behind and follows
the spirit of the fetish. For one night, the enemy becomes the
vessel of the shaman; she may walk in his body, plumb his
memories and speak with his voice. In the morning, the two
spirits depart, and sleep for a full day afterward. The victim of
possession remembers the night asalong, terrible dream, but
cannot recall who was responsible for it.

[The shaman beatsher drum to begin a possession spell;
her player rolIsthefetish's" Arete"; thedifficulty for theroll
is either 7 or the target's Willpower rating, whichever is
greater. If theroll succeeds, the victim belongsto thefetish
owner for one full night. During that time, the shaman
lapses into a death-like trance. In the morning, the trance
becomes a deep but normal sleep, and the drum becomes a
simple instrument again. The spirit insiderestsfor at |east
one week afterward. A failed roll deflects the spell and a
botched one puts the shaman to sleep instead. Since the
spell is effectively invisible, this magick is casual.]
Bolingbroke's Cathedra

Arete 5, Quintessence 25, Cost N/A

Roger Bolinghroke (a magus of House Tytalus) is
famous in England for hisritual items. After the magus is
accused of a plot to murder King Henry VI, and is locked
away, his magickal artifacts are put ondisplay for the public;
soon they are pilfered and replaced by fakes.

Chief among these items is the Golden Cathedra, a large
woodenchair paintedwithmystical sigil sandhungwithswords
and copper images Withinthat chair, it issad, "hewaswont to
sit when he wrought his necromancie." Supposedly, the en-
chanted seat allowed Bolingbroke to scry faraway places,
commune with spirits and cast distant magicks from his pro-
tectedsanctuary. Surely, suchan itemwould bequitevaluable,
especially within the Hermetic ranks. Yet the Cathedra has
disappeared frommortal and magickal sight. Whoknowswhere
it might be now?Or to what purposes it might be put?
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[A unique Talisman, the Cathedra provides its"owner"  almost as well in the armor as he could without it. Such
plate is ridiculously expensive; it costs more than some
« An effective Arcane Background of 5; villages harvest in a year and takes over six months to
« A Farsight spell at Arete 5; craft. The most elite Gabrielites, Artificers and Guilds-
« A Mercury's Bridge, also a Arete 5; men fe_el the price is worth it, however; possessing
« A Ward at the same effectiveness: surpassing beauty and uncanny strength, each Titan suit is
L . ’ a masterpiece. Even the thrifty Craftmasons concede that

A 'd'A Stp'm Wa::{ ag;'tn_ at Arete S'b dici such extravagance issometimes necessary when the hordes

ceording to rumor, the is possessed by amalicious ot il walk the land.

Z,péghﬁ.t d;mgzﬂiah?lgsg;ﬁeggg effhtﬁ mez the matgiﬁ_lTs [Ingameterms, Saint George'sPlateoffersitsweareran
dren arl?d f):ed t'he chajgrwith tht’:ipr wam}: b?gozreac%e?j?nm%oln A_rmor Rating of 8 and aDivine Auraenchantment (roi !ed
© with the "Arete" of the armor). The character's Perception

g_he t:th b;:htind these ru(r;ors ismlﬁft t? the tSr'][pryteIIer's and Dexterity Dice Poolsare reduced by two; ittakesat least
iscretion, but no magus gets something for nothing—] 15 minutesto strap the wearer into hissuit, and almost that

. ' longto remove it. Asarule, Titan'sArmor is custom-made;
m&(bln&@ Anb DQUKQS no one, short of a near-identical twin, could fit into another
« Abundanti's Oil person's plate.]
Arete N/A, Quintessence N/A, Cost 2 per barrel ees  Horatius Thunder
Through strangerefinements, the Craftmasonsdistill a Arete 5, Quintessence 25, Cost 6 -
lamp-oil that lastsf orweeksinstead of days. Flammabl einthe Though guns will not attain real practicality for k4

extreme, Abundanti extract makes a volatile but efficient  another century or so, the Order of Reason is in an
energy source. Daedaleans use it to light lamps, produce  experimental frame of mind these days. Many firearms,
incendiaries, grease clockworks and stoke furnaces. Some  ranging from the efficient to the ridiculous, appear in
ingenious artisans have even begun to incorporate engines  paedalean hands. One of the most common of them is the
into their Machinae — engines that run on this "eternal”  fjye-parreled pistol called Horatius' Thunder. Roughly a
fuel. Theformul aremainsaclosely guarded secret, of course  foot-and-a-half long and fairly heavy, this wheellock
— one that several Grand Financiers would love to get their  weapon spins its chambers after each shot. Although it
hands on. In the meantime, the Craftmasons keep their  takes a while to reload, the gun's rate of fire surpasses
lodges solvent with abrisk trade in Abundanti's Oil... and  anything else available during this age.
distribute free fuel among the common folk each winter. The pistol'sshot is impressive, too. Horatius Thunder-
[This Qil is, for all intents and purposes, high-test poits(round iron hallsimpregnated withsulfur) burst into
gasoline. Comparedtothetruly inefficient energy sourcesof  flame as they leave the gun and continue burning in the
thetime, however, the extract seems miraculous. A barrel of target's flesh. If those shots strike flammable materials, ||
Abundanti's Oil explodes for 15-20 dice of fire damage and  they're sureto start afire. Someartisanscraft ballsof silver ([ It
, burns for an hour or more.] or cold iron, too, or have them blessed by a priest beforea |} |
e+ Titan's Armor, or Saint George's Plate fight. Whilethe latter isdifficult— most men of God abhor
Arete 4, Quintessence N/A, Cost 6 firearms, even if both belong to the Order of Reason — such
First crafted by the Milanese Artificer Julianni Tibaldo ~"holy teardrops" are very popular anong monster-hunters.
(1367-1401), Titan's Armor combines the best refinements  The ammunition can be hard to come by. Therefore, many
of articulated plate with the so-cdled "dragon's egg” ore.  Thunder-bearers learn to mold their own — and to repair
% Refined through alchemical secrets, this ore provides the thenotoriously finicky wheellock mechanisms.
g foundationfor Tibaldosteel; master armorerswork that steel [Thisfive-barreledwheel lockfiressuperheatedammu- |
into massive suits of plate armor. Crafted into impressive  nition with the impact of a Forces 3/Prime 2 spell. Even the [|{
designs, these shells can withstand almost anything. normal bullets cause aggravated damage, and "holy tear- w
Greatswords bounce off leaving hardly a dent, and drops' prey on the wesknesses of werefolk and fae. The i\

nn\

'JJ
momingstars barely scratch the finish. Quintessence rating reflects a batch of ammunition, which \\J'/
A warrior in Titan'sArmor is indeed impressive —so ~ must be replaced once it's gone.
impressive that a "latent effect” in the steel awes anyone [The Thunder shoots five rounds in succession — one

who gazes upon the carapace. Each suit of Saint George's  per turn. After those five shots, the Thunder must be re-
Plate (named for thelegendary dragon slayer) turnsaman  loaded; this takes several minutes, as the barrels must cool
into a mountain; craftsmen build upon thewarrior'strue  before the next bullets can be chambered. On abotched roll,
muscles, but exaggerate them to godlike proportions. thepistol eitherjams(requiringsomeimpromptugunsmith-
Although heavy — over 60 pounds — the armor is less ing) orexplodes(Storyteller'soption). V ulgarin most places,
unwieldy thanit Iooks A Warrlor can] ump runandfight Thunder pistols are prone to Scourge lashings.]
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ees Viasilicos

Arete 6, Quintessence 30, Background Cost 9
Scrying Devicesfrom Craftmason workshops, Viasilicos
(VEE-a-SIL-i-cos) help keep the Order of Reason together.
Through arcane correspondences, these crystal
"speakstones’ allow Facilitators and Magistrates to speak
over long distances. As sunlight illuminates the patterns
etched in the glass, images glow within the designs. Through
these phantoms, Daedalean masters discuss their plans.

To the untrained eye, a Viasilicos resembles a large
| quartz cut and polished into a perfect geometric shape;
some are simple — pyramids, cubes, and so forth — while
others take on complex forms — hexagons, decagons, etc.
The shape plays a key role in the Device's function; the
craftsmen who make the stones claim each Viasilicos is
carved to attune to its surroundings. Moving a stone severs
its link to the pathway (the "network"); the geomantic
principles that guide the Devices rely on absolute place-
ment. The rooms where "speakstones' rest ate also shaped
to channel the energy of the stones, and to admit just the
right light at the proper times. Communication after night-
fallisimpossible—Viasilicosrequiresunlight, andartificial
illumination will not suffice. Several stones can be linked
together at once, but since each of them requires sunlight,
the conferring parties must share the time of day.

To employ a "speskstone," a Daedalean must meditate
upon its designs for an hour or more, project his thoughts to a
distant key in the "network” and trace the designs with his
fingers- Therecipient must bewatching herownstonetossethe
message; most Facilitators send a messenger ahead of time,
\, bearing a conference announcement and setting the appointed
* timeforit. Viasilicos may only communicate with stones keyed
to the same correspondence; several pathways exist, most un-
connected to the others. To reach a pathway, a Daedalean must
posssss the proper stone; thus, many Magistrates own severa
Viasilicos, each in its own room. These rooms, it should be
noted, are heavily locked and often guarded.

[Through a Connection link, a clutch of Viasilicos
sends instantaneous messages to
each other. The "Arete" roll es-
tablishes the link, which lasts up
tofour hoursat atime. Any mark
upon the stone, or any movement
it suffers, destroys the connection
forever; until some disaster occurs,
though, any Viasilicoscan communicate
with another one on the same pathway.
These Devices, it should be noted, arevain, but
hardly anyone ever ssesthemin action.]
Skyrigger

Arete 5, Quintessence N/A, Cost 10

When the Celestial Masters plumbed the so-called
"firmament" in the early 1400s, they discovered that what
everyone believed was a black shell actually extended father

Iy
than anyone had imagined. In aquest to reach "the end of the
skies," the Masters sent Celestial Craft — soon dubbed
" Skyriggers'—into space. The horrors they discovered there
so appalled the Masters that many of them went mad or
burned their records and devoted themselves to the Church.

Thase who refused to give way before the cosmos went on
to perfect asmall armada of Skyriggers, train abrave (if some-
what fatalistic) marinecorps—al socalled Skyriggers, aswell as
VoidMastersandother, lessfl attering names—andwed the one
to the other. In an age where explorers are beginning todigorove
the "ends of the Earth" theory, the Profundum Expeditio) has no
lack of volunteers. The shipsin service during the early years of
the Expeditio are sturdy vessels crewed by hardy men (and the
occasional woman in disguise, too). The requirementsfor such
sarviceare pretty strict, but Skyriggersdon't require large crews.
The average craft "sails' with 40 men — far fewer than a sea-
bound vessel would require.

Inform and function, a Skyrigger resembles a sea-ship of
grand design. Outfitted with balloons, fins and sailsjutting
out at odd angles, the average Rigger's hull reaches 100 feet
from end to end. Balloons pull the ship from the ground and
carry it into the heavens, where the starwinds bear the ship
into deep space. Three decks, luxuriously appointed, house
the crew, the gunsand enough suppliestolast ayear. Inplace
of the usual waterline and topsails, the craft sports vanes,
windows and armaments. Since the concept of the airless
void has yet to be conceived, Skyriggersneed no life-support
facilities; many crewmen, however, wear protective gear —
a cross between armor and the diving suits of later centuries
— when they go wandeting across strange planers.

Ah, yes... "strange planers." They are inhabited, you
know, and many Celestial Masters meet the natives — some-
times the hard way. While the civilization on Mars is long
dead, a mysterious valley on the Moon continues to give the
Skyriggers trouble. Other, more remote places have offered
shelter to the intrepid Celestial Masters, but the inhabitants
havebeenlessthan accommodating. A mandibled thing, larger
than a Paris cathedral, demolished two out of three shipson a
recent expedition to Venus. To ward off such creatures, the
Masters equip their Skyriggers with huge blades, cannons,
spike-throwers and razor-edged spines. The few ships that
survive long enough to return home bring back taes of

unimaginable horrorsin an endless space— not angelsin an
ordered Heaven, but demons in an eternal Void.

Skyriggers lift off from shipyards in the dead of

night. In fleets
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oftwo to five, they rise toward the Moon and keep ongoing.
Litby Abundanri'sQil, the ships lampsglow liketiny stars.
| Wrapped in thick clothes and blankets, the brave crewmen
navigate with odd Devices that change their coordinate;
throughout the journey.
[Likeasailing ship, a Skyrigger iseffectively aplotdevice.
For damage purposes, the ship's hull has an effective Armor
Raringof 8and cansustain 15Health Level sbeforerupturing.
Explosive decompression is not areal worry in the odd "space”
of the Void, but aleak can he fatal if it isn't fixed quickly.]

Resources

The following works have helped us, and may prove
helplul toyou aswell. Especidly worthwhile, influential or
intriguingworkshave been marked (*) accordingly. Enjoy!

Books

* Ahmed, Rollo, The Black Art.

« Agrippa, Henry Cornelius, Three Books of Occult
Philosophy. Very heavy going.

* * Ars Magica (published in four editions by Lion
Rampant, White Wolf, Wizards of the Coast and most
recently AtlasGames) providesthe groundwork fromwhich
many Mage ideas, most notably the Order of Hermes, were
drawn. ArM takes place several centuries before The Sor-
cerers Crusade, bur offers fertile ground for Storyteller;
who want areally detailed world setting.

« * Artwork by: Sandra Botticelli, Hieronymus Bosch,
Pieter Breughel (the Elder), Michelangelo Buonarrotti,
Leonardo da Vinci, Albrecht Durer, Hans Holbein, Andrea
Mantegna, Raphael, Tintoretto, Tirian and Paolo Veronese;
aswell aspost-Renaissance painterslike Gustave Dore, Alan
Lee, LordLeighton, Sir Edward Bume-Jones, Gustave M oreau,
§- Dante Rossetti, JW. Waterhouse and Joachim Wiewael.

«* Archiry, Kenneth, The Renaissance Reader.

« * Bruce-Mitford, Miranda, The illustrated Book of
Sgns and Symbols. Great stuff, especially for Storytellers.
Two other symbolism books, Udo Becker's Continuum
Encyclopedia of Symbols and David Fontana's The Secret
Language of Symbols, are very helpful, too,

« Camoens, Luis Vaz de, The Lusiads.

« * Castiglione, Baldassaro, The Book of the Courtier.
« Cavendish, Richard, The Black Arts; History of Magic.
« Cellini, Benvenuto, Autobiography,

« Diaz, Berna, The Conquest ot the New World

« * Dummett, Michael, TheViscnnti-Sforza Tarot Cards,
The Tarot was born during the Renaissance, and the designs
onthisearliest surviving deck are both beautiful and inspira-
tional. Anexcel |ent way to combine the arcana of Renaissance
magic with the opulence of Renaissance politics.

« Durant, Will, The Renaissance.

« Eliade, Mircea, The Forge and the Crucible. \

« French, Peter, John Dee. Although Dee lived at the
tail end of the Renaissance, He was a true Renaissance man
— astronomer, carrographer, mathematician, spy and cer-
emonial magician to Queen Elizabeth I.

* * Giles, Frances and Joseph, Cathedral, Forge and
Waterwheel, Life in a Medieval Village and Life in a Medieval City.

« Hugo, Victor, Notre Damn de Paris

« * Huizinga, Johan, The Waning of the Middle Ages.
Cultural history of the late-Middle Ages and early Renais-
sance — more interested in how people lived and thought
than in which king killed whom. His Erasmus and the Age of
Reformation gives an intellectual history of The Sorcerers 2
Crusade period in Europe.

« *James, Peter and Thorpe, Nick, Ancient Inventions.
Great Daedalean idea book.

« * Machiavelli, Nicolo, The Prince.

e * Mage: The Ascension, and its supplements The
Fragile Path, The Book of Mirrors, The Book of Madness,
Horizon: Stronghold of Hope and the various Tradition books,
offer agreat deal of back history fromvarying perspectives. The
Mage Classics collections dso contain two helpful resources:
The Book of Chantries and Ascension's Right Hand.

« * Manchester, William, A World Lit Only by Fire. A
masterpiece of "dramatic history," and a huge influence on 7'
The Sorcerers Crusade.

* * Marlowe, Christopher, The Tragical History of
Doctor Faustus.

« Parry, J.H., The Age of Reconnaissance and The Estab-
lishment, of European Hegemony. Excellent studies of the
"imperialistic" side of the Age of Exploration.

¢ Ross, James Bruce and McLauglin, Mary Martin,
eds., The Portable Renaissance Reader.

« * Shakespeare, William, A Midsum-
mer Night's Dream, Hamlet, Henry V,
King Lear, Macbeth, Romeo and
Juliet, The Tempest, (,\)
Twelfth Night and “-
many others. r\\ﬁ




¥\| Historically, Shakespeare lived and wrote roughly 50 years
after the Sorcerers Crusade period ends. His plays, however,
are period pieces, histories, tragedies and fantasies set "long,
long ago" — in other words, within the proper time framefor
this setting.

« Time/Life's "Great Ages of Man" series, Renaissance.
| Another easy-access hook for players and Storytellers (not
to mention writers and game designers).

« Trevor-Roper, H.R., TheEuropeanWitch-Craze. Short,
solid, and readable history of the witch hunts that begin in
the Renaissance and continued for nearly 200 years.

« * Vampire: The Dark Ages, and its supplements
Book of Storyteller Secrets, Three Pillars and The Dark
Ages Companion, present a lush, sinister portrait of the
world that birthed the Ascension War. The rulebook de-
tails the magi of the time on pages 248-254-

« * Wind, Edgar, Pagan Mysteriesin the Renaissance. An
L intriguing work of art history that establishes the depth of
"occult" understanding in the Renaissance artists.

« Vess, Charles, Ballads and Sagas. An ongoing graphic
novel series based on contemporary songs and poetry.

« * Yarbro, Chelsea Quinn, The Palace.

« Yates, Frances, The Art of Memory, Giordano Bruno
and the Hermetic Tradition, The Occult Philosophy in the
Elizabethan Age, and The Rosicrucian Enlightenment.

Music
Altan
The Benedictine Monks (Chant)
* Carl Orff (Carmiria Burana)
* The Changelings
* The Chieftains (barring their modern pop work)
* Dead Can Dance
Fairport Convention (esp. Liegeand Lief and Full House)

.'?VO*

[ __/}/' * Faith and the Muse (heavy influence on this book)
l‘tj{; f * Hildegard von Bingen
i [ * Paul Mc Cartney's (!) Standing Stone (dump preconcep-
[ tions; thisclassical symphony isgreat stuff. Not pop, not sappy)
Pentangle
Maggie Sansone
* Sonus
* Steeleye Span/Maddy Prior
...and various soundtracks (Hamlet, Henry V, The
Name of the Rose, Bram Stoker's Dracula, The Three Muske-
teers, Conan the Barbarian, etc.)

Silms

Sadly, there aren't many good movies set in the Renais-
sance. The most influential films often bookend the period
by 200 yearsor so. Still, there are many dramatic nuggets to
be mined from the following works:

« * The Adventures of Baron Munchausen.
but very Mage.

«* Dangerous Beauty. Exquisite tale of love, sex and
power in old Venice.

« * Dangerous Liaisons. Again, not period. Still, it offersa
grand glimpse of sordid court intriguesand affairs of the...heart?

« Dragonslayer

¢ * Flesh + Blood

« 1492: Conquest of Paradise

« * The Horseman on the Roof. A French tale of romance,
plague and classprivilege. Not Renaissance, but close enough
to have an influence on The Sorcerers Crusade.

«* The Hunchback of Notre Dame. (Universal or Disney)

« * The Seventh Seal

« * "Shakespeare films" — Zefrirelli'sRomeo and Juliet,
Branagh's Henry V, Greenaway's Prospero's Books (The
Tempest). Kurosawa's Throne of Blood (Macbeth) and Ran
(King Lear), the Fishburne-Branagh Othello, and the Branagh
and Gibson versions of Haimlet,

« * The Three Musketeers (1970s version) and The Four
Musketeers. Although out of period by acentury or so, thisclassic
swashbuckler (shot asonefilmandedited intotwo) offersagreat
view of court intrigue, low society and high adventure.

Chose Who Deserve Credit

No ship isbuilt with asingle set of hands. The wrights
whose handwork helped launch this craft include:

Thefirst edition team (Stewart, Steve, Rob, and all the
rest), who pulled a lot of all-nighters to deliver the initial
concept of Mage; Sam Chupp (who helped create the Coun-
cil of Nine); Brian Campbell, Judy McLaughtin and Chris
Hind (who crafted the background of the Technocracy); Bill
Bridges and Kathleen Ryan (who brainstormed up more
metaphysical weirdness than you can possibly imagine);
Kevin Andrew Murphy (who helped rework the Spheres,
and added flavor to the original Mage's 20th-century brew);
Jim Moore, Tina Jens, Beth Fischi, Owl Goingback and
Nancy Kilpatrick (who helped create the First Cabal, and
chronicled their adventures in The Fragile Path); Steven
Brown (who laid many foundations with The Book of
Chantries); Emery Barnes, Sam Inabinet, Allen Varney and
J. Porter Wiseman (who, in various books, added bits of
mythology includingtheHimalayanWars, the Ahl-i-Batin,
Horizon's history and the Chakravanti'sfoundations); Nicky
Rea, Jackie Cassada and Wendy Blacksin (for endless moral
and creative support); this book'swriting and research team
(see the credits page); Rich Dansky (for solving the name
dilemma); arid all the various Mage artists | looked to for
inspiration, especially Anthony Higbtower, Mark Jackson,
David Leri, Larry MacDougd, Rob MacNeil, Heather
McKinney, Paul Phillips, Alex SheikmanandJosh Timbrook.

We did good, folks!

— Phil Brucato
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Caesario 258, Z61
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Combat Reference
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Detailed System 192-193
Dodging 194
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Narrative System 193, 194
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Soaking 84, 193-194
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Covenants 9, 24, 25, 48, 99, 120
Craft/Shadow Names 76, 268
Crays 9, 24, 25, 62, 66, 99, 252

D

Daedaleans see Order of Reason,
Conventions

Daemon 9, 19, 72, 100, 111, 177

Disparate 9, 56, 114, 118

Do 95, 124-125, 198-199, 264

Dreaming, the 9, 6.3, 130, 210-
211, 258

(g.v. Otherworlds, Night-folk)

E

Ephemera 9, 211
Exampleof Play 216-221

F

Faith and the Muse 18, 61, 163, 290
Familiars 9, 24, 100
Fate, Fortune, Free Will
9, 20, 79, 174, 247
Fencing 96, 197-198
Firearms 96
First Cabal 57, 137
First Cabal Portraits 122-1.38
Future Fates (explanation) 8
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Gauntlet 9, 61, 210, 253
(g.v. Magick Reference Charts,
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Gilgul 11, 253

(q.v. Magickal Effects)
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Die Wolffgilde 55, 56, 147
Madzimbabwe 55, 126
Mokteshaf Al-Nour 48-49, 53
Ngoma 55-57
Taftani 53
Templars 53-54, 140, 146-147
WuLung 52-55
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Historical Events
College Wats 55, 132, 140
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55, 146, 156
Decade of the Hunt 56
Gtand Convocation 56
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Lodge Wars 49, 55, 120
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Sout-Al-Haraam 53, 122
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Hubris 9, 112
Humours 9, 19, 79-81, 266
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25, 5.3, 56, 66, 99, 120, 210
Horizon 56, 66, 119, 120, 210
Mistridge 25,48, 53, 132
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25, 55, 99, 141]

Infernalists 281-283
Injury (Mortality) 206-208
Aggravated Damage 109, 194,

206, 240
Death 206
Healing 208
Soaking 84
Stunning 206

Intrigue 32, 94, 179, 190

J

Jhor (Death-taint) 127, 236, 247, 257
(q.v. Scourge, the)

L

Lilith 9, 46
Lodges 140

M

Magical Bessts 21, 24, 74, 120, 213
Magick: How Do You...! 249-255
Magickal Effects/Procedures

(g.v. Common Magick Feats Chart,

Magick Rules, Spheres, the)

Adaptation 249

Agama211

Astral Travel 211, 251, 257

Aromi Distringcre 250

Ban 260

Beastferm 249, 256

Rending Landscape 246

Bind Spirits 253

Blessing/Cursing 247

Blight/Farmer's Favor 271

Castle of Many Hills246

Channel Quintessence 252

Charms 261

Complex Transmutation 250, 255-256

Conjuring/Transformation 255-256

Craftsman's Touch 250

Daedalus’ Wings 270

Dancing Shadows 246

Darksighr 270

Devil's Advocate 247

Devil's Touch 247

Distant Hand 246

Distant Vision 246, 258

Divine Aura 270, 287

Dragon's Touch 240, 248

Dragoristorm 273

Drain Pattern 252

Dreamwalking 211, 258

Drink of Life 252

Elemental Eye 248

Emotional Pulse 251, 261

Endless Moment 254

Excorcism 262

Forge Ephemera 253

Fortunae's Caress 247

Gateways 253, 258

Ghost-calling 257

Gilgul 253

(qv. Gilgul)

Golden Lion 271

Great Godhand 249

Heal Thyself 249

Healcr's Intuition 249

Heart's Blood 100, 269

Illusions251

Jade Lotus 251

Jove's Power 248

LivingHusk 240, 252

Magickal Devices, Perishes, Talismans
256-257

Magickal Vision/Scrying 258-259

Master of Tempests 248

Maie of Calm 251

Mental Bridge 251

Mercury'sBridge272

Midwife'sTouch 249

Minor Godhand 249

Necromancy 257

Necrosynthesis 240, 257

New Soul 251

Open/Close Gates 246

Otherworldly Travel 211-212, 257-258

Reantmation 257

Perfect Meramorph 249

Plucking Shiva's Bow 254

Possession 261-262

Promerheus’ Gift 248

Prophecy/Hindsight 254, 259

Prophet's Vision 247

Read Soul 269

(q.v.Auras)

Reading Bamboo Mat 251

Rend Gauntlet 253, 258

Rend Space 246

Restoration 252

Rouse Spirits 253, 261

Sense Invisible World 253

Shadow-walking 211, 253, 257

(q.v. Shadow-walking)

Shapechanging 249, 255-256

Shaper's Glance 250

Shared Perceptions 258

Shift Gauntlet 253

Sight of Many Eyes 246

Simple Transmutation 250

Soul-stealing 251, 261

Spinning the Wheel 254

Spirit Wall 253, 273

St Virus' Kiss 272

Summoning/Warding 259-260, 27.3

Survivor'sCharm 271

Third Eye 251

Titan's Power 185, 273
Touch Ghosts 253
Traces 252
Transform Creatures 249, 256
Tune of Pan 258, 270
Untether251
(q.v. Astral Flight)
Viewing Magick 259
Void-walking 253
Walk Among Dreams 251
Wayfarer's Reckoning 271
Wayfarer'sTouch 246
Weave |deal/Creation Spark 252
Whispering Hours 254
Witch's Sense 246
Witch's Vengeance 240, 273
Magick Rules 224-273
Botching 231
Casting Roll 227
Casting Time 226
Casual Magick/Vain Magick
13, 224, 225, 226
Cinematic Example 225
Difficulties 227
Dodging/Resistance 231
Example 242
Extended Magick Rolls 228
Failure 231
Fortune Die 226, 232
Helpful Terms 226
Modifiers 228
Options 229
Automatic Success 229
Cominonfolk Magics 267
Mundane Knowledge 229
Using Tools 265
Using Willpower 229
Waves 229
Permanent Changes 256
Permutations 243
Abilities’/Magick 245
Acting in Concerr 243
Countermagick 244
Range/Damage/Duration 230
Simultaneous Workings 226
Step-by-Step
226, 227, 228, 229, 230, 231
Successes 228
Style/Tools 75, 106, 110, 262-265
Using Quintessence 229
Magickal Styles 262, 263, 264, 265

Magickal Treasures, 25, 102, 256, 285-283

(Creation) 256, 257

Device 25, 103, 257

Fetish 25, 102, 214, 257

Talisman 25, 102, 256
Magus Templates 281
MalleusMaleficarum 41, 57, 96
Marauds 10, 121, 237, 283
Microcosm/Macrocosm 10, 60
Mists, the 10, 18, 60, 61, 62
Mortal Adversaries 275-278
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Nephandi 52, 121, 281

Night-folk 10, 178, 240, 270-271, 275
Feeries 63, 92, 120, 210, 258
Vampires 53, 56, 92, 105, 132
Werebeasts 92, 100, 211

o

Old Gods 10, 21, 138-1.39
Order of Reason 10, 42, 48-
49, 114, 121, 136, 140, 159
(History) 52-57
Order of Reason (terms) 12-13
Otherworlds 10, 60-67, 96, 209-212
Aethers 64, 210, 211
Contrarium 9, 66-67, 210, 211
Elemental Courts 65, 210
Fragmenti 9, 66
Horizon Realms 66, 210-211
Moonpaths 10, 64, 210-211
Penumbra 10, 60, 63, 210
Periphery 61, 210
Realms 24
Rules
Combat/Magick211
Travel 211
Vada 10, 66
Void, the 10, 67, 210

P

Parcel of Spells 269

Path of Gold, the 10, 20, 113, 264
Path of Screams, the 10, 20, 263, 281
Path of Thorns, the 10, 20, 109, 113

Extended Rolls 183

General Action Rolls 188, 194
Inilialive/Turn Organisation 186, 192
Modifiers 185, 187
Movement 187

Resisted Rolls 183

Spirits 213-215

Splitting Dice Pools 183
Successes 184

Teamwork 188

Time 184

Trait Ratings 185

Try, Try Again 188

S

Sacred Geometry 51, 93, 144, 150
Sanctums 24, 104
Scourge, the 10, 23, 101, 231-237
Avoiding Backlash 232
Boons/Banes 233-234
Eternal Scourging 236
Jhor 127, 236
Madness 237
Other Backlashes 234-237
Pool Total 2)9
Purification 23
Resonance 233
Scourgelings212
Storyteller Hints 252

Chreur Celeste (Celestial Chorus) 12, 128

Dream-speakers 12, 130-131
Order/Hermes 12, 48, 132-133, 289
Seers of Chronos (Sahajiya) 12, 134-135
Solificati 12, 136-137, 156
Verbena 12,41, 138139
Trairs 13, 72, 79-109, 185
Abilities 115
Ability 185
Affinity Sphere 74, 110
Archetypes 72, 81-83, 108, 113-114, 251
Arete 73-75, 106, 113
Attributes 72, 84-85, 185
Backgrounds 73, 98-111
Daemon 72, 74, 80, 99, 100-111
Echoes (Flaw) 21
Essnce 19,66,72, 79-81, 100, 114, 177
Freebie Points 73-74, 115
Hedlth Level 13, 109, 115
Knowledges 73, 90-94, 115
Merits/Flaws 105, 115
Other Abilities 94, 115
Quintessence 74, 108
Scourge 74, 109
Skills 73, 8391, 115
Specia Advantages 74
Spheres 73, 106, 115, 185
Talents 73, 85-88, 115
Willpower 72, 74, 81, 100, 107-108, 113

Seeking 19-20, 66, 106, 111-112, 177, 257freeofKnowIedge 46

Seven Thunders 43, 49, 57, 278
Shadow-walking 10, 257

Shallowings 10, 62, 210

Skyriggers 12, 55, 67, 149, 288
Sleeper(s) 10, 18

Spheres, the 10, 21, 66, 227, 245254

Paths of the Wyck 10, 53, 62, 92, 138, 210~ Sonnection 246

211
Pattern Arrs 226, 248-249, 250, 252
Poisons 98, 201, 206
Profundum Expeditio 12, 55, 148, 288

Q

Quintessence 10, 23, 24, 74, 99, 100, 108
109, 252

R

Rebis Prelude, 137
Resonance 10, 22-

24, 62, 100, 177, 259, 252, 256
Resources (Rooks, Films & Music) 289290
Rules 184-215
(g.v. Character Creation, Charts, Magick

Rules, Traits)

AutomaticActions 12, 187
Botching 12, 185, 186
Dice Pool 13, 184, 185
Difficulties/Successes 186
Difficulty (Number) 13, 184
Dramatic Systems 190-192
Example 189

Entropy 247
Forces 248
Life 249
Matter 250
Mind 251
Prime 252
Spirit 253
Time 254
Spirits 10, 130, 263, 271
Elementals 65, 284-285
Rules213-215
Types212-213
Storyteller 6, 162

T

Tass 10, 2), 9, 252
Titan's Armor 195, 271,287
Traditions 12, 114, 122
(g.v. Council of Nine)
(History) 51-57
Ahl-i-Ratin 12, 122-123
Akashic Brotherhood 12,95, 124-125
Chakravanti (Euthanatoi) 12, 126-127

True Faith 21, 105, 275, 278, 279
U

Umbra 10, 60
Umbrood see Spirits

\%

Vtasilicos 12, 142, 151, 153, 288
W

Witchwalk 11, 235, 253

Word, the 11, 21

Wyck, the 11, 46, 62, 138

z

Zenith, the 11, 20
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Screams from the skies
Wreapped in nightwind
Spectre of Ages, Vessel of Gods

ner
LY

Sliver of Divinity
Ascends A Path of Thorns
Saith unbroken, Miracles at hand

Breaks chains of Ignorance
With Camp, Blade and Daedalus wings
Striding out to challenge Night

( ome %O |
i LR h/.\r Je
Awaken

A Renaissance dawns

CThe Play begins.
s



