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PRELUDE
GREEN FOR THE

FARTH

Jeb Moran stared at the earth beneath his crop dies, we'll lose the house." His voice cracked.
feet. Theground wasdry and dusty; most "Mandy's relatives hate me, so we'll have no place to
of the grass had already died. Jeb's skin go." He kept his eyes on the ground.

L A Was dry and dusty too — he refused to use Bruce Clark nodded, his eyes on the sky. The sky
* | the rose-scented moisturizer his wife was clear and achingly blue, and the weather report
; Mandy bought at the grocery, so cracks that morning had only predicted more of the same. His
[~ 1| split the calluses on his fingertips open. own dark hair stuck upintotheairinplaceswhere he'd
329 Short, gray hair stuck to his forehead in  run his hands through it, and rivul ets of sweat beaded

the heat. "So you see” he said, "if this along hisjaw-line. He was a big man, and he moved
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slowly, thoughtfully. He nodded. "That would be a
right shame, it would," He chose hiswords carefully —
he knew how difficult it had been for Jeb to come to
him, and he didn't want to hurt the man's pride. "I'd
hate to lose you as neighbors, I'm sure there'll be some
rain soon."

Jeb glanced up at him sharply, "You're sure?"

"As sure as | can be," Bruce smiled. "Now why
don't you go home. Weather like this is nothing to be
running around in; you heard the advisory on the
radio. I'll see you tomorrow,"

Jeb relaxed visibly, "I'll do that."

Bruce nodded and smiled.

"But sweetheart, are you sure thisis such agood idea?"
Emily's brow furrowed right up the middle, pointing
straight to the part in her red hair. "Y our father said that
big things like rainstorms were only for emergencies..."

Bruce put his hands on his wife's arms and smiled
down into her warm brown eyes. "I can't let Jeb down,
you know that. Now please call my sister and tell her
to come home for dinner tonight."

Emily pulled her flower-printed calendar and ad-
dress book from the hand-carved bookcase next to the
dining room table. She flipped through it until she
found the right page and picked up the phone.

Bruce kissed his wife on the forehead. "Thank you."

Emily smoothed one sweaty hand against her yel-
low dress. "Well, like you said, we can't let Jeb down."
She smiled.

oo™

Dinner had come to an end. Emily and Susan
cleared away the last of the dishes; Emily had brought
out the good blue tablecloth for the occasion, and
Susan had made her famousmapl e-applepie. Everyone
was stuffed and happy.

Emily shooed Anne, her 12-year-old daughter,
into the kitchen, "Take care of dishes; we need to
handle the crops."

"Can't | help? I'm old enough now. I've been doing
my studies." Anne put her hands on her jeans-clad hips.

"Don't argue with me." Emily glared at Anne, and
Anne turned to the kitchen with a roll of her eyes.

Bruce watched her go and shrugged. "We should
initiate her soon. She is old enough."

"Oh, don't you let her hear you, or she won't give
up nearly so easily next time," Emily teased him.

By the light of a flashlight, Bruce took a sturdy
hunting knife from the trunk and a grass-green beeswax

candle. He stuffed the knife under his arm, while he
pulled out a cheap plastic lighter and lit the wick. "Green
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for the earth," he whispered as he put the lighter in his
pocket and turned off the flashlight. Susan had taken out
another knife, and both of the women lit their candles,
whispering the same benediction.

Bruce held hiscandle high, ashedrew acirclearound
them in the dirt with his knife — he tried to telax and
hold his concentration as he felt the hot wax drip onto his
fingers. He put the candle down on arock near the center
of the circle and lifted an old, leather-bound book from
thetrunk. Heread rough, guttural wordsfrom its pages—
no one knew what the words meant, but they'd been
taught to pronounce the syllables long ago. Not knowing
what he said only heightened the sense that something
special was about to happen. He felt the quickening of his
heartbeat, at once familiar and exciting. He passed the
book to Emily, and each family member in turn read from
its pages.

Emily put her candle on the ground and stepped to
the center of the circle. She closed her eyes and
reached out with her hands and her mind. She felt a
spark as her awareness touched the sky, and she gasped
for breath. "As our fathers and mothers before us have
always done, we call to the earth and beg areply. Bring
rain for the crops, or we shall die." In the distance, a
faint peal of thunder sounded,

Susan looked up into the night sky at the sound of
thunder and shuddered — she'd done things like this
for years, but it never failed to bring a flush to her
cheeks. She brought her attention back to the circle
and took her place in the center. "In return, we give of
ourselves. We nourish the earth, so that it might
nourish us in return,” She ran her knife along the
inside of her left arm and stiffened at the pain. Her
breath hissed as she squeezed her arm so the blood
would drip onto the dirt and the yellowed grass. An-
other peal of thunder sounded, a littlecloser this time.
A cool breeze cut through the heat.

Bruce closed the book and put it back in the trunk.
The knives joined it, and the extinguished candles.
The flashlight shone out over the field once again.
Emily laughed as she shut her eyes and turned her face
up to the breeze. She could already feel the moisturein
it, the promise of rain.

"It feels incredible," she said.

"The magic or the coming rain?" her husband
asked with a smile as he wrapped his arms around her
from behind. They heard Susan gather up the last
contents of the trunk and carry it back toward the
tarmhouse.

"Both." She pressed her hands into his and stood
for a long time, until adrop of rain fell onto her face,
landing in the corner of her closed eye,

She shivered.

Nothing had ever felt so perfect in the entire world.
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Welcome to the newly revised edition of Sor-
cerer, the book of Numina for Mage: The
Ascension. While Mage dedls with those phe-
nomenal humanswho'veAwakened tothepower
to change reality, Sorcerer details those who
{ have discovered amore limited path to power.
Still, they're nothing to sneeze at — a sorcerer,
4 though perhapsnot asflexible, isjustasmucha
B4 dweller in the occult world asany mage.

A sorcerer leads a sort of half-Awakened life, right on the
cuspof themagica worldbutwithoutthebreadthandflexibility
of afull Awakened mage. Grasping at the mythic threadsheld
in legend and history, someresurrect ancient magicsfrom ages
long ago. Others push themselvesto extraordinary understand-
ing of science or spirituality and devel op the capacity to exceed
norma people in phenomena ways. One can hardly call
sorcerers”limited" — they havefor more wisdom, and far more
concomitant peril, than most mundane humans. While Awak-
enedmagesarethetrailblazerswhoforgenewways, thesorcerers
are those humans who dare to walk those paths opened by the
Awakened instead of complacently waiting for the world to
come to them.

Herein, you'll find newly updated rules for sorcerers,
their Paths, their societies and practices, plusacomplete st
of psychic Numina, new guidelines for storytelling and
character creation rulesfor the numinous mortals of Mage.
So, without further ado...

Chapter One: The Twilight World introduces the
world from the point of view of a sorcerer.

Chapter Two: Sorcerous Societies looks into the many
groups of sorcerers, how they operate, who they recruit and
what they believe. Here you'll also discover the role of
sorcerers in the various Traditions and Conventions.

Chapter Three: Character Creation examines the
creationrulesfor numinousmortals, including their special
Merits, Abilitiesand powers.

Chapter Four: Paths and Rituals covers all manner of
magical abilities that sorcerets practice, from alchemy to
techno-sorcery.

Chapter Five: Psychic Phenomena unearths the strange
mental powers possessed by ablessed (or cursed?) few.

Chapter Six: Storytelling advises on how to include
sorcerers in games, how to integrate sorcery with the World
of Darkness and ways to make sure that sorcerersdon't take
second seat to more flexible mages.

I ntroduction9
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| know what my sisters do not know. | have seen
what my brothers have not seen. And | can never
tell them, for it would break our circle. All | can
do is protect them from what they do not know.

- Caroline Goldberg, Newburg Night
Cabadl, at age 26

Who Are We?

M/ nane is Caroline, and | have lived for nore than 70 years; | spent the
last 30 of those chronicling the details of cabals fromMine to Z nbabwe
and Canmbodi a to Alaska. In those years, | have seen things that do not exist,
and | have done things that cannot be done. Yet, | amnothing conpared to
the monsters that walk in the shadows. | ama "just," like nornal hunans are
"just" —at least, to those others. Among ny own people, | amrespected for
my know edge and wi sdom | ooked up to for the powers | have gai ned. Some woul d
say that | have achieved ny hopes and dreams —far nmore so, at |east, than
most peopl e ever have the chance to.

W sorcerers are the in-betweens —we walk the twlight world. W are
human, entirely nortal. Ho spirits ride our backs. W have a pul se and warm
bl ood. And yet we can do things no human should do. W are a contradiction
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of terns, and that rmakes us outsiders to everyone. Those who know of us fear
us, respect us, worship us —or think we're kind of pathetic. W are religious
| eaders, professors, businessnen, farmers and housew ves, and we are pawns,
fodder for other people's wars and sonetine-conpanions to those other
creatures. Perhaps you can see now why we set such stock in secrecy.

What is it like to be one of us? It's heartbreaking. Every child dreans of
nmagi c. Everyone w shes they had powers beyond the norm Wo hasn't daydreamed
of calling forth fire, summoning a spirit or changing their shape? Who hasn't
| onged for the things our parents tol d us weren't true? Who hasn't w shed, j ust
for a nonent, for even the dark things to be real —just so long as it mneant
that magi c was real, too? To be a sorcerer i s to knowthese thi ngs, to understand
them to feel the rush of themin your belly —to gasp at the thrill al ong your
spi ne when you create that first spark, when you summon that first breeze to
caress your palm We fight hard for every under st andi ng we reach, and this only
nmakes the know edge that much nore exciting when we uncover it.

Fewnention this totheir students along with the nore traditional warnings,
but sorcery is addictive. Once you see soneone do sonet hi ng that cannot be done
—once you taste real magi c —you can never go back. This addiction bites both
ways, of course. It gives us the enthusiasmand notivation we need for the
endl ess studying and practice, the incredible effort of will that is sorcery.
let, it also leads sone of us to make bargains with devils, denons and far
stranger things in the rush to learn nore.

For those very few of us who have seen the other things that wal k the earth,
it bites even deeper. Imagine if you will that you ve just gotten your first
car, after working for years to pay for it. You re incredibly excited that you
can drive now, you can go wherever you want. You re free. Then you di scover
one day that there are people out there who can fly. Suddenly your car doesn't
| ook so amazing any nore. It's slow and clunky. But you will never be able to
fly —it's inpossible for you. And you can never return to your innocent state,
to your enthusiasmand your freedom You are forever defined by the boundaries
of your now nuch-sraller car.

| suppose | ama little bitter. Pay me no mnd, please.

I think the ritual of sorcery attracts as many peopl e as the power. People
have an instinctive | ove of ritual —it nakes us belong. | believe this is the
secret behind the great power religion has over the masses. Even sone nental
illnesses breed ritual —t he noti ons an obsessi ve- conpul si ve perforns make her
feel better; she becones stressed if she is prevented fromperformng them
Whi spered prayer calns us. Prescribed notion settles us. Rtual focuses our
will, helps us to control our bodies and centers our ninds. Many neditations
i nvol ve breathi ng exercises or precise bodily nmotion (such as tai chi, which
to some peopleis a neditation-in-notion) —anot her type of ritual . Those peopl e
who lead us in ritual, such as priests, hold great sway over our enotional and
spiritual lives. People give noney and tinme to churches in return for the
confort of ritual. They turn to religion —to ritual —whenever they are nost
in need, when they have lost |oved ones, jobs and hones.

I took an eveni ng psychol ogy cl ass sone fewyears ago, and the | ecturer said,
"neurosis is a private religion; religion is a public neurosis.” Sorcery is
both our religion and our neurosis. It is our confort and our obsession, our
sol ace and psychosis. It may hel p us to put our |ives back together after some
tragedy, or it may send us over the edge. It gives us sonething to belong to
and believe in and sets us forever apart fromour fellownan. It is the between-
pl ace, the sharp divide, the fine line and the tw light path. W stand between
the nortals and the terror that hunts the night, and we may give aid in the
formof potions, devices, voodoo and spells, or we rmay apprentice ourselves
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to those sane terrors in the hopes of gaining greater power. V¢ nay not be
at the top of the food chain, but we do nmatter. Don't ever let bitter old
peopl e |ike me convince you otherw se.

Conpani ons

Wat nost people call acabal, | call a church, but I'lIl stick to the usual
term nol ogy so as to avoi d confusing you. As | said, | seenoreal difference
between ritual and religion, so ritual is ny religion. Those who try to
convince thensel ves that their cabal does not matter to themor that their
cabal is only acollection of colleagues are |ying to thensel ves. You cannot
put such an enotional stake into your work and cl aimthat those you work wth
mean not hing to you —and you cannot performmagi c without enotion. There
comes a poi nt when the work and those performng it becone one and t he sane,
when the magic and the man becone inseparable. That is the act of wll.

Cabal s soot he and wel cone. They give us a place to be who we are. They
helpus to reach our full potential. O they can pressure us into doi ng things
we aren't ready for, keep all of their secrets fromus and | ead us al ong the
darkest of roads with bright promses and lies. |'ve known cabal s that nake
denmons | ook slack, they're so adept at sucking peopl e down the wong path.
Cabal s can be about the search for know edge, conpanionship, sinple
practicality, religious zealotry or several things at once.

Never nake the m stake of believing that cabals are sinple social clubs.
Your cabal is your responsibility. You have responsibilities to your cabal
—these differ from cabal to cabal —and you have responsibilities wth
respect to your cabal. This includes the need to take note if your cabal
appears to be headed down the wong path and to either hel p to turn themback
I T possible or turn themover to soneone better able to handl e the situation
iIf you cannot. Worst case, if there is no one better able to handle the
situation—and there rarely is—t' s your responsibility to run anay. You' re
just as guilty if you stand by and watch atrocities being coomtted as if
you'd commtted them yourself.

Menbership in a cabal may come with resources and responsibilities. It
often cones with a cause, as well. If you re lucky, you may be filled with
the rightness of your cause, uplifted and inspired. If you aren't |ucky,
you' |l | find yoursel f wondering what your cabal is really up to and why t hey
seemto be hiding things fromyou. You may be pulled into a search for
forbi dden know edge, an exploration of self-discovery —anything from
deviltry to divinity and everything i n-between. Cabals are essential —t s
alnost inpossible to learn what you really need to know w thout one. But
cabal s are al so dangerous. They concentrate all the hunan frailties of their
menbers in one direction —sorcery.

"1l give you afewexanpl es of cabal s |'ve seen and heard about; | suspect
it will be far nore effective than any pontificating | could do.

A group of students at the college | went to sat around doi ng drugs and
havi ng visions. They seened pretty harmess. | wasn't into the drug thing,
and at the tinme, | didn't even realize they were anything other than |azy
students —it wasn't until later that | could | ook back and recogni ze the
signs. They sucked peopl e in, though, and those peopl e | ost nonths and years
tothe drugs and visions. Sonme of themwent crazy fromwhat they sawand ended
up on psychwards. ne killed hinself; | still don't knowwhy he didit. Qhers
just lost tine that they coul d have spent |earning other nagics. | don't want
you to think that they were bad —sonme of themwent on to do great things,
and one or two devel oped true power in those snoky roons. They just weren't
for ne.
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It does go to show you that you have
to be careful about the cabal you join.
Don't assume that anyone who does
sorcery is capable of teaching you
wonderful things. | could tell you to
treat it like going to college, to
interview and |ook around, take tours
and stay overnight. But that woul dn't be
hel pful. Maybe in an ideal world this
woul d be possible, but it isn't as though
there's a list of cabals sonewhere wth
names and contact nunbers and lists of
their likes, dislikes and bad habits.
(This one's aparty cabal ; that one's for
_sericl)lle schol ars; etc.) Just be careful
is all.

| once net a nenber of a cabal that
operated nuch like awiter's group. They
got together once or twice a week and
presented their latest magical work to
each other —the results of their studies,
t hei r newest acconpl i shnents, their theo-
ries and nonents of enlightennent. They
poi nted out the flaws i n eachother's work
and hel ped each other to figure out howto
make things better. Gther thanthat, they
stayed out of each other's |ives, apart
fromthe occasional dinner together. They
convinced thenselves that they didn't
matter all that muchto each other; it was
just an issue of practicality. BEventu-
ally, one of themslaughtered hal f of the
group before he could be stopped —the
danger of telling powerful people to not
care about each other.

M/ own cabal was a tight-knit group.
¢ bought a house i nthe suburbs, because
that way we could get lots of space for
not too nuch noney. V& spent the rest of
our pooled noney on books and ritual
materials and on the special renovations
we wanted. W performed rituals in the
morning to greet the day, rituals before
meals and rituals for every sort of
speci al occasion. W studied when we
weren't working, and we spent our
evenings in quiet contenplation, in
study or inthe practice of our art. You
haven't seen anything until you' ve seen
an entire floor of a house with the
interior walls knocked out, huge w ndows
reflectingthe Iight of 100 bl ue candl es,
arcane synbol s pai nted on every wal | and
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fl oor —some even on the ceiling. And who could forget the figures draped in
white robes, chanting in every language from Latin to Egyptian. W did this
onthe fourth floor, and enough trees grew outside that we felt no need to cover
t he wi ndows whi | e we worked. This eventual |y proved to be our undoi ng, but that
is another story. If there is anything you can learn fromny cabal, it is to
keep a cool head. Don't get too cocky, and stay in touch with the real world.
ll\pfrratter how wel | intentioned your cabal, it's dangerous to lose touch wth
ife.

I knewa band that acted as a cabal ; sone of their stage shows were intricate
rituals. Don't |augh. Words carefully scripted, every note accounted for, and
t hey knewexact|y where ont he stage they' d nove at every turn. It was beauti ful
towatchthem | also knewa traveling theater group that worked sorcery, but
they didn't work it intotheir performances —they tried to keep the two parts
of their lives as separate as possible.

And then there was the earth cult one of ny cabal -mates al nost joined. It
was one of those earth-nother Gaia-worship sorts of groups. Lots of crystals
and | i tani es about the noon, that kind of thing. They were so sweet; |'d al nost
expect themto hol d bake sales. But once a nonth, when that precious noon of
theirs grewdark, so did they. Runor has it they sacrificed babies on those
nights, but | expect that's hyperbole —t nust have been aninals, or soneone
woul d have noticed al | those children di sappearing. Anyway, those sweet girls
went out intothe woods, paintedthensel ves upwth bl ood and cal | ed down dar k
magi cs upon everyone who'd ever wonged them You really didn't want to get
on their bad side. The plunber who hit on one of themnever wal ked again after
t he next new nmoon. Maybe you can say they didn't hurt anyone who didn't hurt
themfirst, but if you ask me, they went nmore than a little overboard.

It's easy to go overboard, though, when you get caught up in magi c. You think,
| can nmake charns and call down hellfire upon ny enemes heads, so it's okay
for ne to doit, right? | mean, what's the point of having these abilities if
| don't use then? And when you' re hurt because soneone betrayed you or angry
at the trick someone pulled on you, it's hard to remenber that they' re just
nortal —they don't have the resources we have and have no protections agai nst
our magics. | think the difference between a "good' and a "bad" cabal is the
ability of the cabal to gently restrain its nenbers' darker inpulses. A good
cabal will findaway torepress or channel those inpul ses to anot her end, rather
than all owthemto run ranpant. Don't be fool ed, however; very few cabal s ever
figure out howto do it successfully. Eventually, soneone always snaps.

The DO fficult Road

There are those for whommnagi ¢ comes naturally, instinctively, intuitively.
Ch yes, they have towork for it, but not Iike we do. They have spirits to guide
themand push themin the right direction. And where one of us mght create
a ritual through years of study, a fewcan weave with a sinple word or gesture;
t hey have t he knowi ng of magi c, they can bend it as they will w thout follow ng
all of its rules. Were we nust study for years and years to be able to see
into the spirit world, sonme of their basest begi nners can do the same. They
study for decades in order to becone powerful beyond your w | dest dreans; we
study for decades to be abl e to heal soneone's wounds w thout too much troubl e.
W bot h do nagi c. Afewof these think that they have sonme special gift or tal ent
that sets themapart. Perhaps they do; | have ny sorcery and if, perhaps, |
amlimted by therules andrituals | know, sotoo, do | not suffer the m stakes
and backfires of someone who tries to tanper wantonly w th such potent forces.

Don't listen to anyone who tells you that your nagic is inferior. W're
sorcerers, and that's honorable. So we may not have sone spirit or inspiration
givingus alegup and shortcut intothe theory of magic. It nmeans we al so don't

CHAPTER ONE: THE TWILIGHT WORLD 15



have sone spirit telling us what to do. | hear that, for sone shamans, their
spirits hold their magical ability hostage until they learn to junp through
the right hoops. And if you don't do it the way the spirit wants, well, you
don't get that little bit of enlightenment you were searching for, too bad for
you. You just have to start all over again until you get it right. If you ask
nme, that's too high a price to pay for any power. Mght as wel |l sell your soul
tothe Devil at that rate; at least you get to choose that - | understand that
many don't choose their nuses; just as they have inspiration, sotoo, arethey
driven, and it can drive you to madness or death. | hear some of these chaotic
spirits are pretty nasty too, with their ow agendas and goals. Wiy | eave
yoursel f at the nercy of sonething you didn't even get the option of choosing,
when you can learn magi c on your own instead? So our nagic will never be as
powerful or as versatile as some of those who just have the gift." So what?
At least it's ours.

Qur nagic al nost never "just conmes to us." Some sorcerers have a greater
intuition than others regarding their Path, it's true. Qhers have "psychic"
abilities that are nore i nherent than | earned. But by and [ arge, we're on our
ow. W nust find a mentor, ateacher or a library to get anywhere, if not all
three. Rtuals don't just pop up out of the earth, after all. W nmust research
and devel op them painstakingly, over tine. W dig up what others before us
have done and recreate what was lost. But at | east once we' re done we knowt hat,
time after time, unless we screw sonething up, we can repeat the sane ritual
over and over and reliably get the sane result. | can paint the same synbols,
speak t he same syl | abl es, nake t he sanme noti ons and have t he sane spirit appear
inny attic. There's a lot to be said for this sort of dependability.

Al'so, while our magic may go wong —say, if we break the circle we stand in
or pronounce a syllable incorrectly —t doesn't ness withus the way it does to
thosewhotrytobenditsrules. Thosewhotrytoforcetheir will over the proper
ritual s are subject tothevicissitudes of theworldinaway that acareful magician
never is. Bad things nay happenif we screwup, but at |east we aren't as likely
to take a building of innocent bystanders with us when we go.

Secrecy is of paramount inportance to us. Wthout it, our |ives becone
incredibly difficult, normal nortals will fear or revile us. Some wll worship
us —and this can be even worse than their fear. Qher nagicians and the ot her
creatures you know nothing about will |ook down on us, use us to fight their
battles or kill us when we becone an annoyance to them Sone | ead us along with
prom ses, claimngthat they canteach us what they know—do not bel i eve t hem
What they are we eit her cannot or nust not becone. The only ones who are capabl e
of conferring their ability upon us are the very worst of all.

Far t oo many of our kind have diedinthe service of other creatures' battles.
Do not allowthemto recogni ze and categori ze you, or you, too, wll likely
end your life on soneone else's battlefield. It isn't worthit, no matter how
sexy you think the vanpire is, no matter how beautiful or powerful the ghost.
The nonsters out there can eat you for breakfast —don't forget it. Qur weapons
are secrecy and subtlety. W can hold our own but only if we're careful.

At this rate, though, you re going to think the sorcerer's life isn't worth
it. Enphatically, it is. Wwen you get sonething right, you know you did it
yoursel f, with perseverance and hard work —it wasn't sone damm spirit doing
It for you. You answer to yourself and your cabal, not sone overarching
Tradition or Convention (although sone of our people have been known to
willingly hel p those magicians and their enemes —I'Il never understand why).
You don't followthe dictates of some spirit, and you aren't required to throw
your life away in some ancient and m sunderstood war. In short, you are free.
You may think your magic limting, the rules stifling and the price high, but
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you havea talent that obeys your conmmands and brings you know edge and
confidence, and you owe it only to yourself, not to some demon or curse or
spirit. W are our own masters, W rule our magic and oursel ves. Wiat we do,

do by our own choice. That is somethi ng we have gai ned by bei ng human, and
it is something we should hold onto for dear life. It is far nore precious
than any power on earth.

t he Wiy of What % Bo

Wiy do peopl e beconme sorcerers? You mght as well ask why peopl e becone
police officers or professors or parents. They do it because they want to.
They do it because it fascinates them They do it because they think they can
do sone good. O they do it because they feel they have no choice. Everyone
does it for his own reason. In ny 30 years of traveling and studying various
cabals (and even a fewsolitary sorcerers), |'ve heard al nost as nmany reasons
-or the study of sorcery as | have met sorcerers.

Sonme people do it to protect thensel ves against the evil things that wait
the earth. Wen you're nortal, it's easy to feel powerless against the
monsters; anything that gives youalegupis desirable. Sone do it to protect
t hensel ves agai nst nundane enem es —aoul dn't you like to be able to get the
police off of your back if you're wanted in five states? Protection is a heavy
part of sorcery, look in any paperback on nagical herbalismand you'll find
that roughly SO percent of the herbs out there can be used for protection
against evil spirits." (The other 20 percent are for fertility. Sone of the
80 percent are for fertility and driving away evil spirits) Evil spirits, of
course, can be interpreted to mean al nost anything. For exanple, garlic was
never a specific ward against vanpires —t was, |ike every other herb, a ward
against evil spirits. Vanpires just fell into that category along wth
everything else out there. Bad luck was an evil spirit, and the hatred of your
enemes took the formof evil spirits. So protection, as a blanket desire,
hol ds a powerful place in the annals of sorcery, and many of our rituals can
be either directly or indirectlyusedinthe attenpt to protect ourselves from
t he dangers we encounter.

G hers become sorcerers in order to protect the people around them The
altruistic use their skills in order to keep others alive, protect people from
know edge of the supernatural and undo the harmthat befalls those around t hem
(physical and enotional, natural and supernatural). [|'ve known doctors in
hospital s who practiced sorcery on their patients. |'ve heard of detectives
who used sorcery to hel p themtrack down crimnals. Not all sorcerers are gray-
bearded ol d men in ivory academc towers, studying dusty ol d books.

Many variations upon the traditional theme of revenge exist. Wit better
way to strike back against your tormentors or those who killed soneone cl ose
to you than to learn the ways of sorcery? It is traditionally the tool of she
who has no other way to strike back against those who have harned her, she
who has no ot her recourse —she who could not find redress within the standard
means provided by society. This is perhaps why so many who were "outsiders"
intheir youth findtheir way to sorcery —t hey had no other way to repay those
they hated. They had no other nmeans to feel powerful.

This brings us to the next reason —to feel powerful. So many of us feel
as"though we re at the bottomof one food chain or another. No matter what
we're at the top of, there's always soneone el se | ooking hungrily down at us.
Sorcery can make you feel a little nmore in control, although there is always
a debate as to whether or not this feeling is illusory. It can make you feel
wort hwhil e and special. Some say this is not a good reason to |earn sorcery.
But who can say that this reason is not at the heart of nost of the others?
You may claimthat you |earned sorcery in order to protect other people, but
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you obvi ously felt that you were not powerful enoughtodoit onyour own, didn't
you? So isn't power once again at the heart of the matter?

Some learn sorcery sinply as a neans to an end, a way to acconplish some
specific task. It rarely stops there, of course. As | said earlier, sorcery
is addictive; it's a shiny thing that's hard to put down once you' ve pi cked
it up. Very few of these people learn only as much as they need to know and
no more. Mbst continue their studies long after their goal has been achi eved.
Sone |ose sight of their goal in the pursuit of their studies.

Sinple curiosity may be the reason behind one's forays into sorcery. You
read about a spell, and out of curiosity, youtry it. Maybe it works, maybe
it doesn't, but now you want to know about other spells. Is this stuff real?
Is it not? So many people get hooked just trying to find out if this kind of
thing can really work. | would include in this group those peopl e who del ve
into sorcery inorder to feel what | call "the touch of nagic." These are the
peopl e who woul d do anything to get that thrill along their spine that working
magi ¢ gi ves them These are al so the peopl e nost likely to performsex magic,
but | digress.

Famly traditionis apowerful reason. Sone sorcerous orders require bl ood
rel ationship as a precursor to initiation (although sone wll allowthose who
marry intothe famly to join, under certain circunstances). | net a nman once
who had been trained inthe ways of his cabal since he was five years old. Rtuals
wer e weekend famly outings with picnics and barbecue. I'lIl never understand
it —t seems to lack the sense of mystery and wonder that to me characterise
so nuch of sorcery —but | guess it works for them

Mental illness is another reason that soneone mght choose to pursue the
sorcerous arts. Sone would hate me for saying this, would say that |'m
perpetuating abad stereotype. But it'strue. Sometimes peopletrytonuckwth
the stuff of the universe because they' re nessed up in the head. Maybe they
think t hey' re gods, or maybe t hey want away to hurt lots of peopl e. Maybe their
i1l ness makes themthink they're capabl e of sorcery, and sonehow, it really
works. Not all nentally ill sorcerers are bad people —mania is a popul ar
di sorder to find anong sorcerers, perhaps because one of the synptons of nania
is "religious feelings" —which brings us back to "the touch of magic." Wo
can say you' d knowthe difference bet ween the two? But some of those who find
their way into sorcery through mental illness are dangerous peopl e indeed,
luckily, they' re al sothe ones who are nost |likelytoget friedwhenthey decide
they' re capable of calling on nassively dangerous spirits and denons.

(ne reason for becomng a sorcerer that may surprise you i S peer pressure.
Wien the rest of your famly does it, every one of your five brothers went
through initiationwhentheyreachedpuberty, andit's expected of you, it can
be hard to say no. The sane is true when your friends try to push you into it.
Too many peopl e enbarked upon the road of sorcery not because they want to,
but because sonmeone dragged theminto it.

How V¢ Becane Wat V& Are

Mich of the howis wapped up inthe why. The famly initiates those peopl e
who join famly cabals. If your friends push you into sorcery, then they re
usual 'y the ones handi ng out books, telling youto sacrifice snmall aninals and
cobbl i ng toget her sone trunped-up "initiation rite" they found in a fantasy
novel . If sinple curiosity drewyou into sorcery then you probably | earned your
first stunbling spells frombooks at the library, or a Hew Age bookstore.
Intense personal study and neditation have a long and venerable tradition;
don't let anyone tell you otherw se.
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Maybe you found sone weird site on the World Wde Web that had spells on
it. Don't look so surprised —I may be old, but I'mup with the tinmes. Some
of these sites are legitimte, put up by people who believe that all people
have the right to protect themsel ves against the bad things out there. Qhers
are attenpts to recruit people —they' Il put up spells that are wong, that
shoul dn't do anything and see who cones back with, "well, the spell you put
up didn't work, but then I thought, what if | did this? And it worked." Sone
peopl e have an intuition about spel I's and rituals, and those are val uable
recruits. You nust beware, however; some web sites are traps. There are groups
out there that don't like it when people mess with reality, and they 11 do
anything they can to root us out and stonp on us.

Sone peopl e, as | said, hareanintuitive sense for sorcery. They m ght start
out with things they find in the bookstore and alter themto suit their own
tastes. O they mght nake up their own naterial. Mst people really do need
some teacher —whether it's a person or a book —but these few can get by on
their own. They might never learn the really powerful things, and they rarely
get far with spirit magic (which often requires that you know which spirit
you're calling on), but they hold their own.

Amentor is the best way to learn sorcery but, of course, |eaves you open
tothe perils of findingthe wongmentor. Some cabal s and i ndi vi dual sorcerers
fol  owpotential recruits for weeks, evenyears, before decidingtoinvitethem
in. Ghers sinply provide the opportunity to the potential recruit and decl are
that recruit ready to join when he figures things out for hinself. Sone people
find cabal s andinvitethensel vesin—thisis adangerous game, though, because
not all sorcerers are nice people; some woul d rather kill you than invite you
to share their fire. Some cabals put their recruits through tests —sone of
these are ritualistic, but others may be quite deadly.

Utimtely, there are as many ways to do sorcery, as many ways to learnit,
as many ways to get involvedwithit, as there are cabals. And there are a | ot
of cabals out there. Ch, they're not on every street corner —ot even in every
maj or city. There are whol e states wthout any sorcerous comunities. But if
you travel the world as | have, you'll eventually find quite a few sorcerers
out there. Be careful —nost of themare not your friends. Until you are as
old and as learned as | am | would not recomend doing what | have done. |
have escaped fromprivacy-m nded cabal s by the skin of ny teeth, and |'ve taken
ny ?lhare of wounds. Hopefully, ny research will nean that you nmay stay safe
at hone.
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ter Two:
Cerous
Socleties

Theycanbecause they think they can.
—Virgil

I amtryingto get ittodotricksit already knows, which may
take longer sometimes, but at least the old girl seems happy
to roll over, fetch or play dead without ripping my arm off.
Think 1 am limiting myself?Well, thisuniverse of oursisan
awfully old dog, and she's got a list of tricks we may never
exhaust.

— Hurai the Acolyte

T TheFOrmSOf M agl h it new tricks, and 0, it tries to bite you now and then.

For the last time, | get so sick and tired of
hearing about "hedge magic." Hearing that
particularly stupid phrasej ust makesmethink
of enchantments for clipping large ornamen-
-| tal shrubbery. Magic is magic.

If it will help you to understand better,
think of the universe as an old dog. You try to

CHAPTERTWO:SORCEROUSSOCIETIES21



Li near Magi ¢

Studi es of the Nature of Linear Magic in Effort to Further Expand Uni ver sal
Under standing of the Wrd

-Excerpts fromthe lectures of Hurai, Practicus of House Bonisagus

Geetings, fellow Hernetics. | hope that you will forgive me if | do not
sufficiently explain nyself, but | have been given the difficult task of
expl ai ning the underpinnings that static magics fromtraditions as diverse as
shamani sm Hernetici smand Kabbal ah share. | amsure that many of the terns
that | have chosen to use would confuse, surprise or perhaps even anger those
of whom | speak. It is nonetheless true that every theory of nagic includes
recogni zabl e elenents that we can easily categorize for sinple explanation.
| amnot purportingthat the study of magic by any traditionis asinple natter,
only that it is nore useful to establish some term nology withwhichto refer
to comonly shared concepts.

| suppose we should start with the exception to which | amcertain many of
you will take to ny terming what has traditionally been called static magic
as linear. In truth, what we commonly refer to as static nmagic still contain
el ements of change and woul d thus be consi dered a dynam c force. What separat es
nmy manipulation of reality fromthat of more dynamc practitioners, known
anongst many of the Order as True Mages, is the follow ng of established paths.
These paths may seemwi nding and lost to the uninitiated but grow clear cut
to those who have spent |ong years studying the ways of magic. By follow ng
a set method of enunciating certainwords of Enochian while exercising the Wl
inaprecise faction, | can cause Creo Ignem the creation of fire, like thus.
Through rigid practice of neditation, certain nonks have been shown to have
the ability to induce ecstatic visions.

| amquite aware that sone of you here can do these things and nore. But
my point is this. | can create this flame in precisely the sane fashion every
single time via the same action. To make fire fromnothing, fromthe m ndset
of nyself and others who practice so-called linear sorts of magic, is a step
by step process. First, | learnedto make a spark, then acandl e and, eventually,
under the right circunstances, a bonfire. The nove fromspark to bonfire has
been a linear progression using the same principles and el enents with greater
and greater refinenent and application of WIIl. Wen Lucian Dark described his
realization of the mastery of the el ement of fire to me, it became clear that
he had realized some sort of commonality of forces in the Wrd that granted
himcontrol of all kinetic energies under one set of principles. | can assure
you that this is not the case in ny own studies, I amstill struggling with
the spells to gently nudge the smallest rock practically, yet can easily
incinerate that table in front of you.

Thus, | propose that the art of static or "hedge" magic be ternmed "linear
magic.”" Magic generally called dynamc or "Awakened" displays categorical
control that suggests the designation of "affinitive nagic." Various
magni t udes of use of the same effect shall be terned Degrees. The study of how
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to enact a single effect to greater and greater degree nost easily |ends
itself to being called a Path. | hope it will not be taken as hubris to
further point out that all magic, whether affinitive or linear, follows
principles of dynamsm stasis or entropy. This is why | reconmend a
different |abel withwhichto discuss the differences betweenthe two forns
of magic.

Apractitioner of affinitive magic, for exanple our esteened col | eague
Lucian, manipulates reality with a nodel that declares that all energies
are simlar and thus can be mani pul ated t he same way. The |imtation appears
tobethat, inorder tolearnto affect all energies once one deci des that
they are the same, one nust expand a much | arger nodel to a higher Degree.
Alinear practitioner, by way of contrast, uses averytightly defined nodel
of one aspect of realityat atine, say fire for exanpl e. Advancingthe Path
that conposes this nuch snaller nmodel is a significantly easier task than
advanci ng through the nore conprehensive affinitive degrees. In a sense,
it requires that one step back again and again to the beginning of a new
Path every tine one wishes to pursue a new linear magical effect. | find
that | must begin at the tiniest Degree with virtually no benefit gained
fromknow edge of Paths that have been fol | owed to their current concl usion.

One of the greatest contributions of our Oder to the Council of
Traditions was the theory that unified magi cal concepts into Spheres of
influence. In order to prevent confusion between the Spheres of affinitive
magi cal thought and the spheres of influence which are used alnost
precisely the sane by linear magic, | propose a return to the classical
termE enents. Modern magical theories have grown far beyond those of the
Mithic Age, and magical Elenents are comonly accepted anongst the
traditions to include nine Arts. Herein, | shall refer to themin their
Latin nanes: Ars Animae (Life), Ars Conjunctionis (Correspondence), Ars
Essentiae (Forces), Ars Fati (Entropy), Ars Manium (Spirit), Ars Materiae
(Matter), Ars Mentis (Mnd), Ars Tenmporis (Tine) and Ars Vis (Pring). In
the affinitive school of magical study, these nine Ars (Arts) are treated
as conpl ete nodels of practice; learning a Degree of Ars Aninae is very
tryinghbut gifts onew thanincrediblerange of nagic tiedinto onetheory.
Li near magi ¢ recogni zed the useful ness of the El enents, but breaks them
further down into actual applications.

An Element is directed inuse towards a Principle, of dynanmism stasis
or entropy. An effect derived fromArs Aninae utilizing the principle of
stasis mght be to heal the human body* The |inear practitioner literally
| earns how to use this conbination of Principle and E ement in one specific
way. At first, a shaman may learn to apply certain herbal renedies to heal
the mldly sick. Over tinme, she nmay learn to regenerate the linbs of an
anputee. This expanding ability to performgreater Degrees of the same
refined nmagical power is the Path of the linear nmage. Each nagical Path
is an effect of various Degrees of magnitude that falls into one of the-
ni ne El ements of magi cal mani pul ation and under one of the three Principles
of metaphysics. What this allows us to dois tocreate a nodel of 27 types
of Paths. Regardl ess of the source of the |inear mage's power, every Path
of sorcery can be classified thus. M/ creation of fire, for example, is
Ars Essentiae Dynam sm
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AwakenedorNot, It'sStillMagic

Though the preceding essay clearly shows adelinea-
tion between Awakened and non-Awakened magic,
(patters aren't necessarily so simple in the World of
Darkness. The opinions of one Hermetic scholar, even if
(Key happen to fit the modd of the "game rules," do not
Comprisetheentirety of Hermetic thought on the subject,
Indeed, many mageswould arguethat thedistinctionsare

unnecessary. Why bother labeling some of the less
gifted, less creative magicians as "inferior" or "linear"
magicians? They still do magic. Trying to create divi-
sions is a waste of time— magicians have better things
to do. The typical mage or sorcerer neither knows nor
cates about the real boundaries between Awakened and
non-Awakened magic.

Metaphysical Societies

Magical study by the sorcerer of the World of
| Darknessisapath worn deep by thetravailsof
generations of past students and masters. For
most of us, the steady progress offered by
| systems that teach, "Do this, and this shall
'| happen,” is far easier to understand than the
broad strokesof affinitivemagicanditsalmost
revelatory methods of learning. The linear
4 path offers the ideal of hard work achieving
great results. One of the most important facets of linear
magic isthat it ismore readily able to be taught. Affinitive
magic, such as that practiced by "Awakened" mages, seems
torequireamindset that can be helped by teaching but must
initiate itself through some sort of internal breakthrough.
Linear magic, in contrast, demands tremendous degrees of
practice and education in its ways, with personal leaps
consistingmostlyof finallyrealizingwhat somelessonmeans.
Indeed, many linear practitioners seemto haveaminiature
epiphany, similar toan Awakening but lessprofound, when
theit understanding of mysticism crystallizes into a practical
form. However, they lack the wild flamboyance of the
shatteringly Awakened — they learn through heritage, not
through dynamism.

Thisprincipal difference createsa cultural community
that isstronger than most affinitiveptactitioners' links. The
importance of mentorswithin linear magic societiesismuch
greater. The relationships between students and masters are
stronger. One of the results of this closeness has been lower
visibility of sorcerers within mage society; the actions of a
group are quickly credited to the entire Tradition, whereas
the actions of one powerful independent mage gain her
personal fame within magical society. When a mage looks
around her at who ishest at what, itisso easy tofall intothe
hubris of assuming that those who are well known are the
most potent. In reality, the groups of sotcerers who grow
together through extended mentor and student lines form
tight factions that should not be ignored.

When a student early in her path finds a mentor who
satisfies her dreams of discovering how to perform miracu-
lous feats, a bond forms that can never truly be broken.
Think back to the first schoolteacher that ever taught you
something you found amazing at the time. Now imagine if

24 SORCERER

they had instead taught you to fly, turn lead into gold or
empathetically read emotions. It can be difficult not to
accept thepolitical and socia ideasof the teacher, aswell as
his metaphysical education. Some teachers even take ad-
vantage of this bond to manipulate their followers into
acting to further their mentors' own interests. Othet times,
studentssimply find their mastershave somuch to teach that
they never leave. With so many enemies, ranging from
bloodsucking vampires to tyrannical Technocrats to raging
werewolves, many simply band together for survival.

On the mentor's side, there is much he gains from
continuing to help his students. Though many would not
admitit, itisasimplefact that often students show aptitudes
for Pathsthat even mastersfind difficult. A student may help
even an aged professor finally understand through some
fresh viewpoint or may simply be able to perform whatever
uses for the Path the mentor might have in his stead. As
noted above, some teachers are willing to exploit their
position in order to further their own agendas. This may be
asbenevol ent asconvincing one'sstudentstodo healingand
charity work or asdangerousasinciting murderoushatred for
his enemies. Prestige can also be gained by mentoring a
particularly successful student, raisingamaster'spositionin
the eyes of his peers.

Generations of students learning at the feet of those
who have already mastered the secret arts inspires tight,
loyal groups of fellow practitioners. There are always those
who don't fit in though. A young student might realize that
he has taken up a Path that isnot to his true taste and, thus,
start again elsewhere. He might be subjected to a cruel
master's games and seek safety in escape from the society.
Depending on the nature of the sorcerous society, it may seek
to silence him or simply let him go about his way. Even
masters may find reasons to leave their groups. A talented
biogeneticist may find her work claimed by aruthlessrival
and decide that she is tired of being used. Perhaps she starts
her own lab and takes on her own students. She might just
retiretoprivatepractice. A psychicmaster might beexpelled
by hisorder for abuse of power, instigating apsychic war as
he and his students seek revenge upon the rest of the order.
Splinter groups and loner sorcerers add a great sense of
uncertainty and spice to the Tapestry of reality.



GreatandSmall

The societies that form when practitioners of the meta-
physical gather are generally small, for a number of obvious
reesons. First of all, only a small portion of humanity as a
whole has the patience or desire to learn how to truly
manipulate the world around them. Most of us have already
been convinced that our environment rules us, rather than
the reverse. Large organizations require strong public sup-
port, which is aso lacking for the sorcerer. Many sorcerous
groups are subsets of an even larger organization. Thisis the
cae most clearly with the Traditions and the Technocracy,
but mystical orders capable of practicing magic have aso
hidden within larger ordersonly reputed to have miraculous
powersor simply assumed to beordinary sociopolitical forces.
Most of these groups possess less than 100 members; many of
them consst of a mere handful of students surrounding a
single teacher.

Format
Initiation

This portion of each society's description presents you
with a brief history or introduction to the group from the
point of view of someone inside or an outsider watching. It
isupto you asthe Storyteller to determine how much of what
the order believes is real is actually true in your personal
World of Darkness, Some very deluded people can still
manage to leam incredibly potent ways to manipulate real-
ity. Some of them might not be doing exactly what they
think they are doing.

Organization

Any time you have more than one person together,
some sort of natural, or unnatural, order results. This part of
their description will briefly show you group dynamics and
give insight into how new students are chosen and what they
should expect.

Style

Each society has some specia way in which they believe
their metaphysical powers work. This model includes the
trappings usually associated with or required by the group's
practitioners.

Paths

Essentially, thiswill list the game titles for the various
metaphysical Paths practiced by the magical group in ques-
tion. In parentheses, any alternate name the society uses for
a Path will be noted. For example the Path of Hellfire when
listed with the Star Council might be (Fire in the Sky) and
indicate the mysterious burns associated with UFO sightings.

Sorcerers Among the
Traditions

Many "Awakened" or affinitive mages do not actually
see any real difference between themselves and their linear
partners. Others indulge in hubris based upon a perceived
difference between their magic. The truth of the matter is
somewhat more complex, of course. In a sense, each type of
mage naturally servesaparticular sort of rolein their Tradi-
tion, normally without any realization of exactly why they
act as they do. The linear mage is the backbone of the
Tradition, upholding practices of the ages and acting as the
strong link with the beliefs of their culture. The affinitive
mage is the pioneer of the future and the hope that it will be
better. Every Tradition and every faction therefore contains
both linear and affinitive mages, though certain groups
mindsets favor one or the other.

AkashicBrotherhood

Initiation

The first footsteps of the Akashic pathways are familiar
to most people, at least vaguely, from watching attempts at
dramatizing the lifestyle. A ot of hard work and dedication
goes into learning the techniques that masters make look so
effortless. Of course, not every group that falls under the
Akashicrubric practicesmartial arts, or violenceof any kind,
Strong ascetic principlespracticed on aregular basiscan also
create the signature unification of body and mind. The
approach to enlightenment in this manner can be a quest for
grand universal breakthroughs or a methodical search for the
truth one step at a time.

Strongly traditional factions within the Brotherhood,
such as the Shi-Ren and Kannagara, teach powerful regi-
mens of ancient practices that lead to incredible power over
both mind and body. Even the hot-blooded warriors of the
V gjrapani study rigid formsof combat maneuversuntil they
become so instinctual that they dynamically flow forth as
needed. The Omoto-ryu religion blended Shinto, Taoism,
Buddhism and Christianity with a respect for Budo that
incarnated in Morthei Uyeshiba, the great teacher who
founded Aikido, It is perhaps one of the best examples of
teaching a linear path, formulaic amost in its menu of
maneuvers, with a stated goal of eventually creating an
infinite repertoire of reactions. As such, it respects the
eternal student and master equally as long as they both
continue upon the path of what is right.

Organization and Style

The master-student relationship of the Akashic Broth-
erhood isdescribed very well intheMagerulebook. Similarly,
their style of practice and foci are already noted. Given that
there is no particular difference between the practices of
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UndermyUmbrella

Ashumanbeings, weliketoname, label, classify
and categorize everything. Once we have named
something, we think we know it and, thus, to a
certain degree, can control it. It becomesa part of our
reality and is thereby somehow suddenly sensible.
Nevertheless, this is somewhat of an artificial, man-
made convention. It is apractice that we overextend,
ever broadening categories until they inevitably in-
clude pieces that just don't fit. Even our social
organizations follow this course. Arrogance and the
quest for power drive great |eadersto bring more and
more territory under their control. People band to-
gether for protection, states become nations, and
nations become coalitions or empires. An eerieface-
lessness is achieved in the name of compromise and
safety. A bizarre, and ultimately false, stereotype
evolves in our mindsthat suggeststhat everyonefrom
one of our classifications is really the same.

The same thing has happened in the World of
Darkness. The Traditions are a misshapen clump of
disparate magical heritages struggling to maintain a
reality in which they are free to practice their beliefs.
TheTechnocracy, no matter how unified it may appear,
isaglued together claptrap of conservative minds who
essentialy believe that safety and perfection are worth
sacrificing freedom. The Nephandi serve so many dark
liesthat they cannot even truly know one another. The
Maraudersdon't even pretend to any sort of homogeny.
In aworld shattered by antagonistic ideals, each strug-
glingfor contral of what isthetruth, thousandsof cabals,
fellowships,cults, ordersandindividual scastasidesome
part of their identity in the name of safety in numbers.
That does not make them the same, though. The Bata'a
voudun haslittle truly in common with thedying Ainu
mystic. Theastronomica physicist may not even under-
stand thechemistry behind thesamemetal lurgy that lets
her rockets be built. Nevertheless, we want to think of
them as shamanic Dreamspeakers or scientist Techno-.
crats. The only thing they really share isadesire for the
righttocontinuewiththeirstudies, beliefsandlifestyles.
It is this desire that has been exploited for better and
worse by the leaders of the Traditions and the Technoc-
racy, and it is in those leaders interests to paint a
unifying veneer of stereotype.

linear and affinitive Akashic brothers, you should be using
the same organization and trappings. If your Storyteller uses
Meritsand Flaws, you might note the especial usefulnessand
appropriate nature of the Flow of Ki Merit.

Paths

The Internal Do Path and the External Do Path are
common amongst Akashics, in some form or other. Subtle
spiritual Paths and magics that strengthen the mind and
body are appropriate, if they have a suitable Resonance. If
you use psychic powers as Paths, then Akashic practitioners
are likely to have some degree of Mind Shielding or Astral
Projection, depending upon their practices, but channeled
through intense meditation, mantras and other such foci.

CelestialChorus

Initiation

Asearly asthe Egyptian pharaoh, Ikhnaton, and prob-
ably even earlier, the idea of a single, unique higher
consciousness responsible for creation and the order of the
universegainedapopularvoice. | nexplicabl eeventsworld-
wide, from mass miraclesto individual s exhibiting powerful
influences explained only asdivine aid, seem to support the
claims that there is One True Source. The power of faith
endows the Celestid Chorus with their mystical might, but
it is a power that the wisest amongst them understand is
available to the most humble mortal.

It might seem as though tapping into the infinite es-
sence of the divine assures one of the mindset of affinitive
magic. Ages of religious righteousness and rights and wrongs
clearly defined for the masseshave created an equally strong
opposing pathway, though. Thousands of rituals with the
force of thousandsof believershavebuilt averitablefortress
of faith for the mystic soul that iswilling and able to learn
their divine majesty. The shelter provided by organized
religious groups is an invaluable boon as well. When you
know that the Creator Itselfis behind your power, it isalmost
as strenuous to walk the path as it is to try to ignore it.

Organization and Style

Every aspect of the Chorus from divided, often antago-
nistic, factionstodevoted worshipersisasequal |y applicable
to the linear path followers as to its Awakened members.
The same religious styles and iconic symbols that serve
affinitive devotees grant power to the strictest adherents.

Paths

Paths of Binding, Ephemera, Healing and Hellfire,
perhaps some Wards of divine nature.

CultofEcstasy

Initiation

Many the practices of the Ecstatics are not seen as true
magic by anyone. Even to cultures that respect the use of
hallucinogenic drugs to obtain trances or pain and depriva-
tion to achieve visions, the excesses of many Cultists are
regarded as mostly overindul gence of sacred experiences. To
modem law enforcers they are dangerous elements out to
corrupt the rest of society with their malevolent immorality.
The world culture seems to have turned against the mass
distribution of various cultures' easy roads to opening the



mind to the spiritual. Even the ubiquitous queen, alcohol,
which has served as the holy essence fot sacrifice, ritual and
even the madness of the M aenads has been reduced to a crass
commercia product chat is demonized by DUI law and
raving hate-mongers.

Unfortunately, the most common reaction amongst
Ecstaticsis to further their rebellion against the establish-
ment. If the Powers That Be want to belittle and punish
them for seeking freedom, then fuck the higher ups! This

attitudeonlystrengthensauthoritarianresponseandsolidi-

fies the position of authoritiesthat treat the public backlash
as an opportunity for power and extra me-too votes come
election time. The youngest, most rebellious Ecstatics either
never achieve enlightenment or, at the very least, tend to
avoid the older, more insightful members within the Tradi-
tion.

Organization and Style

The Aghoris, Hagalaz and Fellowship of Pan teach
ancientpathways that, however chaotic, actually possess a

long tradition  of powerful passions. The bulk of linear
Ecstatics come from one of these long-standing groups.
Completesensualists such asthe Achame and the Klubwerks
are too wild and dissonant to create much of a tradition and
are likely to fade away eventually if they never find along-
lasting focus. Music, dance, drugs, sex, meditation, fasting
and exercise play asvital apart in the advancement of those
Ecstatics who practice some orderly path to enlightenment
as they do amongst the wide-open dreamers.

Paths

Paths of Divination and Oneiromancy; psychic Empa-
thy or Empathic Hypnosis, insight into the nature of mankind
and the universe.

Dreamspeakers

Initiation

When the blossoming Council of the Traditions looked
tor those magicians who might hold knowledge outside their
told, they could not help but notice an incredible variety of
shamanic and spiritual traditions around the world. In a
monumental ly shallow move, more reminiscent of thebroad
stroke stereotyping generally attributed to the Technocracy,
the Tradition Council chose to invite all of the disparate
spiritual magiciansinto the fold asasingle metaphysical and
political body. The political seat dubbed Spirit in the Hori-
zon Chantry wasoffered, and desperate magiciansbel eaguered
by Technocratic expansion around the world were con-
vinced to take up the Traditions' banner.

Unprecedented spiritual connections arose between
places extremely remote from each other. Some of these
Umbral ties came about as masters of the shamanic
Dreamspeaker groups encouraged young initiates to set out
upon long spirit journeys. Others, ironically, owe their
origins to the very manifest destiny that the Technocracy
created and the Nephandi exploited. Displaced Native

Americans and aborigines passed far from their homelands
into the lands of their neighbors or even thousands of miles
away. Cruelty and twisted ideals of racia supremacy sub-
jected African tribesto capture, transport acrossthe Atlantic
and enslavement at the hands of those who treated them as
property rather than people. Cultures and peoples battered
by the new masters of the physical world sought to defend
themselves with the aid of the spiritual world they had never
abandoned.

Those who make their way into the spiritual fold must,
perforce, understand and live through a heritage equally
burdened by thisbitternessand exalted by theirownshamanic
ties. May are activistsor traditionalists who feel adrive to
preservetheir cultureand history. Othersfeel anear-instinc-
tive pull to the spirit world or are chosen by the spirits
themselves. Even those who do not Awaken into dynamic
magic still have ahuge legacy of cultural indoctrination, be
itjoy at their shared history or bitterness and adesireto lash
out at their perceived oppressors, and either can be a strong
motivefor the study of magic.

Organization and Style

In the past few decades, leaders of abused ethnic and
cultural groups have been more politically successful than
ever before. The plight of oppression continues, but efforts
tofight against it earn at least lip service on the floor of the
United Nations, in the chambers of the United States
government and over the airwaves that blanket millions of
television screensevery day. Unfortunately, that isprecisely
what many Dreamspeakers consider such activities — lip
service. Casnos, reservations and alcohol continue to erode
the traditional Native American way of life. Land rights
disputes push the Audrdian aborigines further from the
Dreamtime. A legd system that is blatantly prejudicial
grinds up the lives of black Americans while promoting
continued slavery under an economic mask. Thisisn't to say
that matters are universally all bad or that some
Dreamspeakers don't overreact — those who are caughr up
in being victims too often succumb to bitterness and fail to
accomplish anything — but by and large, the Dreamspeakers
contain cultures who have suffered harshly under the indus-
trialized age.

"What have you done for us?' the Dreamspeakers ask
the Tradition Council increasingly. Council meetings see
fewer of the spirit mages every session, as, more often, they
just stay home to protect their own people. There is also a
sense that the worst times are beginning. The spirit realms
seethe with deadly storms, and the Gauntl et biteswith razor
sharp fangs. Thedead walk the earth in startling numbers. It
is as if the world has begun its death throes.

Every spiritual tradition at least shares some concept of
standing as the doorway between the two worlds. Magic
depends upon the relationship between the physical and the
immaterial. The ancient originsof thesewaysal so encourage
asimilarity in useof foci. Chanting, fire, drums, earth, bones
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andplantsareuniversal andvary only inform. Dreamspeaker
groups have rarely paid any attention to the differences
between linear and affinitive pathways anyway. The power
alwayscomesfromthespirits and the maintenance of proper
relationships with them. Keepers of the Fire, Solitaries,
Ghost Wheel Society, Red Spear Society, Baruti and Bataa
alike treat the sorcerer with the respect she earns.

See also The Spirit Ways for a plethora of information
regarding un-Awakened shamans.

Paths

Cursing, Enchantment, Ephemera, Herbalism,
Oneiromancy and Summoning/Warding; if you use psychic
powers as Paths, Astral Projection is aso appropriate.

Euthanatos

Initiation

Euthanatos philosophies regard personal choice and the
karmai it creates as very important. Euthanatos also believe
it is their duty to make choices for others sometimes, most
often that it is time to move on to another life. An Acarya
(mentor) will not discourage a student from any particular
Path that might help her along the road to enlightenment,
unless he senses great danger of it corrupting her soul. The
Tradition's home lies in the cradle of Buddhism and Hindu-
ism and, therefore, simultaneously offersan overwhelming
array of mystical dogmaand a call to rise above the illusion
of it all. The factions most likely to serve as home to linear
Euthanatos are the Natatapas, Madzimbabwe, Pomegranate
Deme and the Aided.

Organization and Style

Sorcerers amongst the Euthanatos differ only in that
they appear to be in amore materialistic karma cycle. There
is nothing wrong with the necessary seps a soul must take
through multiple lives in the quest for enlightenment, so
long as the sorcerer is true to the Wheel. It is worth noting
that the act of choosing life or death for ancther often means
helpingthem live. Thereare Buddhist and Hindu Euthanatos
who believe in the necessity of death but will not corrupt
themselvesinsuchaway. Fatewill bring those who deserve
death into situations where they will meet it. The true duty
of the death mage, as they see it, is to ease the suffering and
confusion that living and dying causes, so that the soul wilt
not have to repeat its mistakes.

The faction styles and agenerd list of foci are found in
Mage Revised, Other ways of focusing magica energy used
by the Euthanatosincludemeditation, fasting, medicineand
physical representations of the Wheel. Even games that
encourage concentration or test one's character are useful.
One can watch for telltale signs of frustration, gloating,
obsessive behavior, tecklessness and learning potential across
a game table, all while promoting joy in the world and
without endangering anyone.
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Paths
Cursing and Divination; Euthanatos aso practice Paths
that could be used to promote healing or (sometimes) death,

Orderof Hermes

Initiation

The history of the Hermetic tradition is a long one,
extending back to Egyptian alchemy and spells. Formalized
during the Dark Ages into approximately its current shape,
the Order receivessome criticism for doggedly clutching to
its ancient truths even in the faces of the other Traditions.
A hopeful initiateinto the Order undergoestests, trialsand
along apprenticeship. The secrets of the Enochian language
and the powerful Seats of Solomon become second nature to
the student. She learns to craft numerological patterns,
wands and pentagrams. Every Hermetic student isinitiated
into the linear paths of the Order's theories. Many of them
stay that way,

One of the great weaknesses of the Order comes, per-
haps, from its own image of the universe. Even as the
alchemist seeks to create perfection from the base metal, so
the Awakened see themselves as above the lesser mage. This
arrogance and hubris is not universal, but it is certainly a
powerful force in the Order. Through their own training
methods, they push the student into a sorcerer mindset and
then lord it over them if they never "rise above" that state.
With the crashing fall of Doissestep and the destruction of
most of theaffinitive Masters, theoristslike PracticusHurai
arefinally able to put forth their proofsthat neither method
of magic is superior, just different.

Organization and Style

There is a saying, "Civil servant equals civil master."
The implication is that those who perform your everyday
affairsarereally in chargeof thoseaffairs. Thishaslong been
true within the Order of Hermes, Awakened Masters placed
themselves so high above the society around them, often
removing themselves to pure Horizon realms or spirit do-
mains, that they left the management of the day to day to
their"lessers" Realistically, thosewho achievean affinitive
Awakening are merely accorded status because it is tradi-
rional. Like kings bornto thetitle, they sometimesfall into
the trap of feeling that they especially deserve it. Looking at
the smoking ruins of their kingdom, some of these princes are
starting to see the value in those they once saw as mere
buildingblocks.

The vast and incredible influence of the Order before its
fall left a legacy that still reflects in the stories of the
fantastic. So widespread were its arts, and so intticately
dependent upon a pool of specialized, talented craftsmen,
that even today it iseasy tofind suitableritual paraphernalia
and texts. What isdifficult is sepatating the good stuff from
the garbage, manufactured or printed by companies that



either intentionally or ignorantly water down, romanticize
or outright lie about magic.

Paths

Alchemy (especially among the Solificati), Binding
and Warding, Conjuration, Enchantment, Hellfire(or other
Forces creations) and Summoning.

Sonsof Ether

Initiation

There isarugged individuality found inthe Son of Ether
soul that drives him to seek understanding of reality like a
starving man looking for food. Once he achieves the break-
through that marks his real-life achievement, everything
elseisalmostgluttony. Having created amodel of reality, the
Son of Ether fits everything into it, continuously expanding
histheories to explain the functions of the universeas he sees
it and the interaction of his creations with those theories. At
times, individual Etherites may become fervent about dis-
carded ideas or lost secrets that once embraced so much
interest that they possess a body of beliefs and lore sufficient
to provide a path. Other times, an Etherite may discover
some principle so difficult to integrate with the rest of reality

that he may only develop it one facet of creation at a time.
Such individuals follow alinear path, but amongst the Sons
of Ether, they are a minority. All too often, the radical
theories and models of the Etherites die with them, leaving
no path for others to follow.

Organization and Style

Recognition within the Sonsof Ether means work. The
brillianceof your creationsand the sublime understanding of
your persona theories is what is important. If you aren't
performing groundbreaking research, you better be busy
expanding upon thework of someonewho has, or you arejust
wasting precious grant money or the time others bother to
spend listening to you. Gaining a teacher amongst the
Etherites means impressing him with your intelligence or
your usefulnessto his projects. After that, your contributions
to Science are what matter.

The apparatuses, machines and devices of the Sons of
Ether are what generally identify them to others. Their tools
are the source of their power and the result of their inspira-
tion. Nothing works if it does not fit into an Etherite's
theories. In addition to those foci listed in Mage Revised,
some Scientists use artifacts from ancient, lost civilizations.
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Paths

Technological Alchemy, Conveyance, Weathercraft.
Note that Sons of Ether practice a wide range of techno-
mysticism. To some, technology harnesses powers in ways
that canonly bedescribed asmagical. To others, it'sextraor-
dinary science. Rarely do two Sons of Ether share the same
theories unless they trained together.

Verbena

Initiation

Like the Dreamspeakers and Celestia Chorus, the Ver-
benaowe their originsto roots so old that they are buried too
deep tofind. Verbenaunification has been anatural growth,
stemmingfromacommon European cultural basis, powerful
group symbols likethe Tree of Lifeand ashared persecution.
Verbena view the twin paths of linear and affinitive magic as
a necessary division that naturally occurs, like male and
female or night and day. Mogt of them are aware of some
difference, howeversmall, butreallydon'tcare. Certainly, a
majority of linear Verbena gravitate towards the Gardeners
of the Tree and the Twisters of Fate factions, while most
affinitive Verbena are attracted to the Moon-Seekers and
the Lifeweavers. Howevet, thisisjust anatural tendency of
the like minded to flock together,

Organization and Style

Verbena covens usually contain mages and sorcerers.
Wisdom of age, insight and past lives earn respect beyond
any concern for how one perceives magic. It isonly natural,
however, for some conflict to result between traditionalists
whodesirethat theoldritesbefaithful ly kept and progressives
who want to expand into new ways. The initiation testsvary
from coven to coven, but they always reflect the personality
of the student and a sense of connection to the natural world
(howevet unfotgiving Mother Nature may be). Her magical
style and foci will reflect the types of magic her coven
teaches her,

Paths

Cursing, Divination, Herbalism and Shapeshifting.
Some Verbena might perform Enchantment as well.

Virtual Adepts

Though the computer grants unparalleled communica-
tion to vast segments of the world population, it has not yet
proved to be our salvation. War, disease, hate and misery
continue to exist. Infact, new crimesfind their creationsin
the cyber realms, like twisted reflections of the physical
world. Hate groups put up websites; thieves steal ctedit card
numbers or even personal information about people's lives.
Raving antisocials curse, rant and threaten with a passion
bom of the sudden ability to vent every pent up aggression
they have been too cowatdly to express to those around

K Sorcerer

them. Nevertheless, it is a powerful tool and one whose
potential we have undoubtedly only begun to tap.

Organization and Style

Given the vast hordes of people who manage to use
computersevery day without even aglimmer of Awakening,
linear computer mages should be no real surprise. In fact, an
almost supernatural realization of the capabilities hidden
within computers is much more common than a complete
Awakening to the idea that the computer might be able to
control the entire physical universe. As Elitists, of course,
the Awakened, affinitive Virtual Adept definitely looks
down upon his satellite imagery enhanced lessers. Most
linear Virtual Adepts have no power over reality outside of
their computers and rhe Digital Web. inside the Digital
Web, though, a potent linear Adept can hold his own with
no one the wiser.

Obvioudly, the linear computer mage isjust as much a
technician, hacker, scientist or techno-geek as any other
Virtual Adept, Shejust doesn't understand some of the links
yet. Foci ate predictably the same computers, programsand
equipment that their affinitive brethren use,

Paths

Scrying (on thephysical world and in the Digital Web),
within the Digital Web only — Binding and Warding,
Conjuration and Summoning. Remember that Virtual Ad-
eptstend to use exceptional science, though afew "wizards'
(to borrow aUnix term) aso have a decidedly superstitious
bent to their hyper-computing capabilities. Virtual Adepts
are ds good candidates for Cyberkinesis and Cyberparhy
psychic powers,

Orphans and Hollow Ones

[nitiation

The dispossessed mages of the Orphans and those called
Hollow Ones generally piece their magic together from bits
stolen from other Traditions. The result is a sort of cobbled-
together eclectic mix of mythic heritage. A linear Orphan or
Hollow One is the same. She has gathered a hodgepodge of
paths from sources ranging from New Age practices to
archaic, forgotten arts,

Organization and Style

There is virtually no organization amongst most Or-
phan or Hollow Ones groups. At best, they are loose social
groupswith afewcommonmeeting places. Themagical style
of eachindividual isjustamix of whatever magical practices
she has picked to follow. Fod are similarly jumbled collec-
tions of items deemed important to the sorcerer.

Paths

It probably doesn't need saying, but so long as you and
your Storyteller can come to an agreement as to how your
sorcerer views magic, then whatever Pathsfit that vision ate
available to her.



Technocratic Sorcerers
(Extraordinary Citizens)
Initiation

Though the Technocracy boasts hundreds of Enlight-
ened members, most of its true strength comes from the
support of the Masses. Chief among these are the few
extraordinary citizens who manage to grasp the Technocracy's
hyper-advanced theories — the doctor who manages to
grasp atreatment for lymphoma, the highly trained techni-
cian who can maintain a secret shuttlecraft, the computer
engineer who delivers phenomenal precision in his clock-
work numbers and parts. These extraordinary citizens have
agift to expand beyond the normal bounds of science, just as
sorcerers tap into the wellspring of the mystical.

The Guide to the Technocracy is an invaluable aid in
understanding the scientific mages society and the rules that
governit. Ironically, probably themost clear differencebetween
linear and affinitive mages is within the Technocracy's ranks.
The Order of Reason has pushed for change for the ske of
mankind since its inception. As the Union increasingly maps,
catalogs and labels reality, the difficulty of continuing to push
theenvel opegrows. Mundanecraftsmenandintellectual sareas
much responsible for winning mankind over to the Techno-
cratic ideals as the inventor geniuses whose work they
disseminated were. As their own webs of gtatic control close
over them, the Technocracy is discovering that the linear
scientists may be their future.

Organization and Style

Extraordinary scientists fill the gap between the mundane
specidists that practice the everyday works of the Technocracy
and the dynamic visionaries who strive to make the future
brighter. They are capable of understanding theories that still

Other

| Of course, the Traditions are hardly the
== only magicians with sorcerous counterparts.
Several other groups of organized magicians
1 still exist, with their own praxes, their own
1 designs and goals. Shielded from the vicissi-
{ tudes of mystic warfare by their own
ignorance, they have their own take on the
practice of magic.

TheA ncientOrderof
The Aeon Rites

Initiation

If the study of magic isasearchfor truth and the practice
of magic is a pursuit of perfection, then the Ancient Order
of the Aeon Rites truly have a pure vision. Combining the

defy what the general public comfortably accepts but that have
aready been established with the elite scientific community
widely enough to at least be acknowledged as "possible” The
linear technocrats of Iteration X build cybernetic devices,
fusion-powered machinesand supercomputers. Their New World
Order contemporaries practice incredible multilevel satellite
surveillance programs, deep hypnotic programming and sub-
liminal propaganda. Progenitors limited to linear paths create
designer drugs, practice genetic engineering and limited clon-
ing. The Syndicate manipulates national economies, remakes
ideasby commercializing themand generally assuresthat money
is the modern God. Void Engineers venture into space and
voyage to the bottom of the sea

All sound familiar? That's the point. The linear mage of
the Technocracy is performing the techniques taught to him
by his Awakened counterparts. However, his Awakened
counterpart is having greater trouble coming up with new
tricks. Thetwo groups foci and stylesgrow closer by the day,

Paths

"Alchemy" and "Enchantment” work for the Iteration X,
ascrestionsof scientificdevicesandformulae."Divination" and
"Fascination” suffice for the New World Order, to represent
their command of personality and psychology, aswell asmedia
manipulation. "Conveyance' and "Conjuraion" cover the
Void Engineers devices. "Alchemy" and "Heding" fit the
Progenitors, as drugs or advanced treatments. "Cursing’ and
"Divination" give the Syndicate power to affect odds and
outcomes. Inall cases, the citizen seeswhat he doesmerely asan
extension of highly advanced scientific principles; although a
Progenitor extraordinary scientist might recognise her work as
specia and advanced, shed hardly consider it magical. In al
cases, the Technocrat uses specid procedures and devices to
perform the"rituals' necessary.

Sorcerers

mystic threads from thousands of years of civilization, the
Order's sorcerers seek out the purest original paeans to
divinity in each magical practice. Hidden in the language of
angels — Enochian — the Order's practitioners find the
secrets of the Aeon Rites, the great magics that will usher in
anew, pure, golden era. Once they have mastered the proper
formulae and chanted the hidden words handed to man by
the Creator, the world will blossom into perfection. The
Order truly believes that its practices herald the way to a
better world for all humanity.

From the manuscripts and rites passed down from 1873
by Master Agrippa — the Order's modern founder — the
group initiated (and continues to initiate) compassionate,
dedicated seekers into its mysteries. Convinced that they
have the Great Answer and One Truth at the hean of their
rites, the Ancient Order firmly guides its members and
companions down a humanitarian road. Other magicians
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find themselves alternately aided and chastised by the Or-
der, which believesthat all sorcerershaveaduty to use their
powers in service to the rites that will eventually bring
humanity to a new age of enlightenment.

Organization

As a pseudo-secret cult society, the Ancient Order keeps a
multi-tieredinitiationstructure. New pupil smakeuptheouter
level; these are thefirst-, second-and third-degree magicians—
thase who have just joined or who still struggle to unlock the
basic secrets. These pupils perform mundane work on behalf of
the Order, Next is the inner level, three grades of brothers and
sisters (frateres and sorores) — those who've unlocked enough
knowledge to pursue and promote greater truth to the Order's
mysteries (that is, those who can develop or master various
Paths of magic). These mid-level members aso oversee impor-
tant Order matterslikefinance, local political connectionsand
the dissemination of secrets or the training of novices. Finaly,
the three degrees of magisters devote most of their time to
furthering the Order's esoteric studies. The magisters still have
their own lives and concerns, of course, but they aso hold the
greatest mysteries, including the Order's mogt valued texts and
secret knowledge.

Beyond the mortal realms, the Order believes that its
most enlightened magisters passon to become Secret Watch-
ers, disembodied spirits that guide the group in its search.
Indeed, founder Johannes Agrippa has appeared from time
totime to offer hisadvice and wisdom—behe ghost or spirit,
none in the Order can definitively say, but hehas often given
aid even to fledgling sorcerers and seems truly concerned
with the continued existence of the Order. As "tenth de-
gree’ initiates, these Secret Watchers comprise the most
knowledgeabl e of the Order's members, and only the Secret
Watchers can initiate other magisters into their ranks after
death. Unfortunately, the Secret Watchers rarely seem to
attend the functions of the Order; apparently, their higher
concerns in guiding humanity keep them tather occupied.

Materially, the Order functions much like many other
secret fraternities: Members contribute asmall sum of money
for facilities (in this case, the AOAR sponsors tabernacles
for quiet study, storage of ritual materialsand meetings) and
participate in charitable events. Such events also serve as
good recruitment drives, chances to look for other helpful
and intelligent individuals who might have the minds to
learn the Aeon Rites. The center of the Order, though, isin
Amsterdam, where Johannes Agrippas copies of the com-
plete rites are stored.

Style

Meticulous, precise and ritualistic, the AOAR magi-
cians use elaborate and carefully constructed trappings to
perform their rites. Each tool has a symmetry with the
Otherworld and with the numeric keys hidden in the rites
themselves. As aresult, each tool must be built to the true
specifications prescribed in therites. A wand must beexactly
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solong; atableclothjustsobig; acircular pattern madeinjust
such an amount of time. Each ritual is equal parts prepara-
tion and execution, and if even a single minor error results,
theentireritual must be redone. Each sorcerer thusbuilds his
or her own tools and pores over the tomes of the Order to
memorize and reference the steps for each rite.

In their tabernacles, the AOAR sorcerers don elaborate
robes and carry wands all sized to their personal numeric
correspondences. Swords, pentacles, altars and cups have
both symbolic and practical applications. A participant can
expect stands with heavy tomes opened to the appropriate
pages for each ritual, as the AOAR members reference the
exact words, steps and motions for each casting. Even in the
outside world, the AOAR sorcerers rely heavily on the
precise steps that they've memorized; to bring about a perfect
world, one must follow the perfect steps, after all.

Paths

AOAR magicians have a wide range of skills available
—Hellfire, Summoning, Binding and Warding and Weather
Control are only some of the more common powers. Nearly
any Path that could be formulaically studied can make its
way into the AOAR's ritual grimoires, decoded from the
Aeon Rites themselves,

Batda

Once, the Bata'a comprised one of the largest organized
Crafts of magic, surpassing even the numbers of some Tradi-
tions, Since that time, the Ascension War has ground away
at magical societies and cteated some new bedfellows. Most
Bataa have thrown in with the Dreamspeakers. Neverthe-
less, they retain adegree of cultural identity far greater than
that left to such splinter groups as the Templars. The Bataa
represent one of the largest still living magical traditionsin
the world.

[nitiation

Thebrutal legacy of exploitation and slavery by Europe-
anshungry for easy wealth | eft avicious scar upon the psyche
and spiritual landscape of the New World, Long ago, before
the slavers came, the island people of the Caribbean were
called the Quara. They practiced an art known asquinshi—
the ability to act as a link between the worlds of spirit and
flesh. In return for giving their bodies to ghosts and spirits
who desired to experience the material realm, they received
favors and power. The neighboring Arawaks and Carib
people caled those talented inquinshi choles, or Godflowers.
Especially devout choles gained their villages plentiful har-
vestsandfishing, benevolentweather, warningsof misfortune
and other boons. In return, the people forgave the choles the
strange and often dangerous behaviors the spirits made them
perform. This paradise was lost to the European invaders,
though. Spanish and French settlers brought disease and
murderous pirates. They even enslaved the natives to work
their farms and fought those who sought to keep their land.



The Qua'ra people died en masse and, by 1550, were no
more. Determined explorers chose to import black daves to
take their place.

According to tradition, seven tribes were first chained
and brought to the Caribbean as daves from Africa. Early
slaves managed to escape and fled to hide amongst the |ast of
the Quara. The last Qua'rataught the earliest black escapees
the arts of quinshi. The spiritual wisdom they gained re-
sembled thebeliefsof their owntraditional Africanreligions,
and over time, the two became one. Christian conversions
by their former mastersalso entered the mix, creating creeds
like Voudun and Santeria. The forgotten gods of the Quara
became the loaof the new traditions. From the sacred drums
used to awaken the spirits, the new magical society drew its
name, and from the spirit world, to which they sacrificed
their bodies, they drew their power.

Organization

Strong personal, community and spiritual relationships
join to create the Batda lifestyle and society. Traditions
emphasize union in a number of ways. The sacred partner-
ship between male and female Bataa is known as Marassa.
Most of the partnerships culminate in marriage, but a few
remain as nonsexua symbols of union. Most Batada dso
claim lineage to one of the seven origina tribes, whom they

call Rangi, or colors, in honor of the many-hued Rainbow
Serpent goddess. The Rangi serve as extended families and
tight knit communities. Anyone within a particular Rangi,
whether a normal person or a Bata'a, expects to give and
receive helpfrom hisfellowsif he needsit. Therelationship
between the material and spirit worlds isextremely impor-
tant tothe Bataa sorcerer. Through sacrificeoffood, livestock
and themselves, the society strives to gain the favor of their
ancestor ghosts, Les|nvisibles, and powerful godlikespirits,
the loa. To those who achieve it and outsiders who observe
it, thepower gained isregarded, rightly, withfear. The Bataa
see that the dangerous, sacred duty they perform may be the
only way to break the chains that continue to bind their
people. Even without the physical chains of slavery, the
Rangi are bound by poverty, exploitation, prejudice and
horrible living conditions.

Style

LesInvisiblesarethewraiths of the Caribbean Skinlands
(detailed in the Wraith Player's Guide). Some are ancient
Qualra still around after centuries. Others are ancestors of
theRangi, daveswhodiedduringthehorribleyearsof chains
or new ghostsresulting fromtheviolence, disease and misery
that still plagues the region. Les Mysteres, or the log, are
powerful beings, not quite "gods’ but functionally the same.
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Some, especially chose practicing Santeria, see the loa as
messengers from greater gods or God. The greatest desire of
every Bataa is to ensure beneficial relations between their
community and the spirit realm. This means serving their
ancestors and the loa with respect and by acting as their
"horses’ — that is, |etting themselves be possessed by spirits
whowish to have aphysical form. Thispracticeisdivine, but
incredibly dangerous; when one opens the gateway for spirits
to step inside, evil spirits known as baka sometimes take the
invitation. With the Sixth Maelstrom raging through the
deadlands, even once benevolent spirits are desperate and
angry. The Barda job has become more important and
terrifying than ever before.

Most Bata'a deal with the Petro, who are dark spirits of
the elements and conflict, and the Rada, who are spirits of
healing and wisdom. The Rada, Ayida-Wedo, isthe Serpent
Lady of a Thousand Rainbows, and acts as a feminine
principle of creation and protection. Baron Samedi is the
chief Haitian god of Death, and he kills or grams necroman-
tic powers. (Further details on Baron Samedi can befound in
Blood Magic: The Secrets of Thaumaturgy.) Change, or
Shango, isawarlike Petrowho commands the weather, guns
and explosives. Damballah is the Petro serpent Father of
Falling Waters and Serpent of the Sky, consort to Ayida-
Wedo. Erzulie, a Rada and one of the most popular foa, is
caled upon in the name of love, lust and beauty. Ghede is a
Rada form of Baron Samedi who watches over the dead.
Leghais the Rada Walking God, who guards the crossroads
between all journeys, whether physical or spiritual. The
Rada Loco rules healing, herbs and visions. Fire, wrath and
liberation are the spheres of the Petro Ogoun the
Chainbreaker. The Petro Simbi represents the elements of
air and water, and grants freedom or knowledge of magical
powders and potions.

The Bata'a originally appeared in The Book of Crafts.
Additional information can also be found in the Mage
Storytellers Companion.

Paths

All of the power achieved by the Bata'a comes through
interaction with spirits. Most Bata'a believe that the "Ava-
tar" of an Awakened mage is simply a spirit who has chosen
to permanently ride the mage in question. The Bata'a have
no respect for those who do not acknowledge the origin of
their Avatar and the responsibility it represents. Of course,
anyone from their own society who has been chosen as a
permanent host is regarded with respect, especially as they
can still host other spirits. Sorcerers are those who manage
to leam charms from the spirits who possess them. This
knowledge is known as Mjane, and though it can be used
without the spirit's help, a devout Bataa must always re-
member its source. Misusing such power, without a spirit's
help or permission is a selfishness that the spirits may not
forgive. Not all of the choirs, known as horses, or Les
Chevaux, can perform any magic without the spirits aid.
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The loa and the ancestors choose some completely normal
peopleasgateways. Every choleiseligiblefor thetitle of pae
or papa, or mae or mama, granted by popularity amongst the
Rangi, not according to actual power.

Conjuration, Conveyance, Cursing, Divination (se-
crers told by the spirits, actually), Fascination, Healing,
Herbalism, Summoning, Binding, and Warding and
Weathercraft are all possible with the help of the log
through Summoning and Binding they may even create
zombies (see Hunter: The Reckoning's sourcebook The
Walking Dead).

TheChildrenofOsiris

| am the life; | am the resurrection.

— from pre-Christian Egyptian tomb fragments

Initiation

In ancient times, prehistoric vampires of incredibly
potent blood ruled as divine beings over men, and some
claim that even the god-king of Egypt, Osiris, was seduced by
their power. Whether the lord of the resurrection martyred
himself to steal the power of the demons of blood or made a
terrible mistake that cost him hislife, isuncertain. Hisfate
has been the source of deadly sect warfare that has waged for
millennia across sorcerous and undead lines. For centuries,
worshipers worked in conjunction with a sect of vampires
who followed a small core of kindred who claimed to be
directly descended from the god-king. Harsh regimens of
self-deprivation and devout prayer granted vampire and
mortal alike incredible control of their bodies and souls.
Recently, the vampiric priests of the Children of Ogiris have
all disappeared. Vampires in the know believe that their
Setite enemies finally eliminated the ancient sect. Mortal
members of the Children of Osiris have faded into obscurity,
but some whisper that the cult has merely returned to their
ancient homeland and is engaged in strange activities near
various ancient sites.

Organization

For a very long time, the Children of Osiris organized
around temples led by vampires practicing the rigid path
known as Bardo. This strict discipline tied control of the
vampiric nature into the religious beliefsin Maat, or truth,
balance and right. Strange dichotomies existed, as the im-
mortal blood drinkers seemed to embody the eternal nature
of the god and yet wereforbidden from granting their cursed
nature to others. Apparently, some of the most enlightened
amongst the undead priests learned to escape death repeat-
edly even in ways beyond that of the blood demons. The
resurrection promised by their god, as living beings, re-
mained beyond their power, however.

The mortal Children continue the quest for eternal life,
and now that they are free from the unnatural concerns
sparked by their undead leaders, their vision of their god may
finally become clear. In recent times, apparently coinciding



with the disappearance of their undead priests, the Children
of Osirishave removed themselvesto Egypt. Ancient temples
resonate with chanting, forgotten tombs open in efforts to
raise their inhabitants, and new acolytes plunge into the
mysteries. Though the ancient god may not have been
resurrected, it is as if the hopes of cult have been,

Style

The Children of Osiris share many of the foci and style
elements of the Cult of Isis; however, they are predomi-
nantly a resurrection cult. Embalming, tombs, funerary
practicesand protection for thedead until their returnareall
parts of Osirian ritual.

Paths

Alchemyand Summoning, BindingandWarding (Nec-
romantic). If you use Mummy, some mummy hekau might
make useful Paths, with alittlework — the Sekhem cost can
become a cost in mana instead. Don't give away all of the
mummies' secrets, though; ingeneral, it'sbest to assume that
mummy hekau, if used by a sorcerer, must be reformul ated
(research work!) and isone level higher.

The Cult of Igs

Initiation

Almost no mystical heritage has endured so long or
reached such incredible heights and depths of power and
persecution as that of the magicians inheriting the ancient
teachingsof Isis. Onecould spend alifetime of study simply
following theiroriginsandfatethroughout theages. Founded
inservicetothegoddess-on-earth, thesi ster-wife'sfollowers
pledged loyalty to the principles of Maat and learned the
secrets of the Ra-hekau. Possessed of the very names of
creation, they shaped an Art upon the banks of the Nile that
has survived as one of the wonders of theworld. Lovefor her
brother-husband, the god-king Osiris, led Isis to turn from
the pursuit of the teachings of Thoth. Her associates became
engrossed inthefraternal war between Osirisand hisdemon-
tainted dark brother, Set.

Some of the descendants of her magical tradition be-
lieve that this marked the fall of humanity's chance to
ascend into the blessed fields of eternity through Thoth's
learning. They say that she forgot the name of Ra in the
name of Osiris and cursed mankind to struggle for a pale
shadow of the mystery so auspiciously revealed to them.
Others hasten to argue that had the goddess not acted
against Set, who had become representative of Apophis on
earth, that all of Maat would have been cast into the void.
They claim that she sacrificed her life and personal attain-
ment of immortality in order to ensure that hope remained
to restore the Bdance of Truth for the entire world. As
evidence, they offer theproof that Western mysticism virtu-
ally all descends in some part from the knowledge of Isisand
Thoth-Hermes-Trismegistus.

Organization

During thegoddess-queen'slifetime, theCult of Isiswas
a loose confederation of magicians whose peaceful medita-
tionsgave way todesperate warfare against the dark god and
his corrupt followers. After the death of his mother, reput-
edly at the hands of Set, Horus the Avenger seized control of
the Cult and actively pursued every opportunity to cast off
the yoke of the serpent. These magicians became the back-
bone of the priesthood for virtually every god in Egypt, Set
and his vampiric children loathed her legacy and spent
millenniatearing it apart. By the reign of Cleopatra, the Cult
had become a dull band of drug addicts and prostitutes,
surrenderingeven thesacred Spell of Lifetotheir enemy and
forgetting the rites of their gods.

Ironically, the very same weakness resulted in a sort of
resurrection for theinheritorsof Isis. AsEgypt fell to Roman
rule, her culture was plundered as effectively as her tombs
andriches. Fertility cultshal fway acrossEuropebreathedthe
sacred name of Isisand tied her power to their own goddesses.
After Set's sudden exodus from Egypt around the third
decade CE, Isiss immortal son, Horus, tried to rebuild the
Cult of Igsinto a useful tool. A few factors seem destined
perpetually to hamper the recovery of the Cult's original
power and unity, Horus continues to treat them as lesser,
mortal, beings and ruthlessly conceals some of their own
ancient secrets from them. The dilution into hundreds of
pagan mystery cults has created innumerabl e branches and
sects, sometimes with dangerously radical beliefs. Resent-
ment of centuries of being treated like simple children even
threatensto causerebellion amongst the modern Cult against
the eternal Son of their founder.

Branches of the Cult of Isisliedirectly toor play partin
many other mystical organizations within the World of
Darkness. The Hermetic House of Shaea shares the ancient
originsof the Cult, and it iscertain that some membersof this
House belong to the Cult of Isis and vice versa. Fallen
membersof the Cult remain twisted kindred of the Followers
of Set, their morals and spirits broken by the dark god's
corruption. Many of the undying mummies of the Shemsu-
heru owe their very safety and preservation to the Cult.
There are even Isis cultists of orgiastic nature found in
Ecstatic and Verbena cabals and of studious bent amongst
the Alexandrian Celestid Chorus and Hermetic Solificati.
It is important to note that the Cutt of Isisis by no meansa
unified force — factions even work against each other for
political gain or even out of ignorance of their rivals origins.

Style

Seven thousand years of learning has created a plethora
of different images of the original Ra-Hekau of Isis. A
number of factors have successfully remained throughout
the ages, however. Sensuality, sex and their power in ritual
and socid interaction have always played a part in Cult
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magic. Hieroglyphics, Demotic Egyptian chanting and
geomantic architecture continue to empower rituals. Amu-
letswith powerful symbols, including the scarab, ankh, dj et
pillar and faience images of ancients gods are not even that
difficult to find 2,000 years after the final fall of Egypt to
invaders. Some even suggest that the gigantic millennium
celebration held at the Great Pyramids on the New Years
Eve when 1999 gave way to 2000 was a powerful Cult ritual
with thousands of unwitting participants.

Paths

Alchemy, oracular Astrology and Enchantment of amu-
lets and statues. Some Heating directed toward fertility
would aso be appropriate.

The Cult of Mercury

Initiation

The Cult of Mercury inherited practices directly from
Greek and Roman sources. From Roman cultures they de-
rived the idea of expanding upon the power of orderly mass
ritual sanddrew unparalleled numbersof initiatesduringthe
growingfervor of largemystery cultssuch asthoseof Mithras
and Isis. Great gatherings of hundreds of Mercurian follow-
ers granted sorcerers the ability to enact spells that assured
their positions of protected wealth and political dominance.
Eventually, even a couple of Senators of the Republic owed
their rank to the Cult.

Constantine's conversion of Rome to Christianity hurt
the Cult badly. Itspracticesdeclined infavor of the mastery
of singlepowerful mages, whileitsinitiatesscattered intothe
arms of the Church,

Organization

Today it isdifficult to hold together masses of devoted
practitionersin virtually any environment. The surviving
Cult is motivated by a few very charismatic sorcerers and
their deacons hard work. The modern Cult's followers
expect areturnfor their participation, learning their parts of
rituals in expectation that some portion of their efforts will
reward them and their families,

Style

Ritualistic in the extreme, at least 100 participants are
required for any creation of magical effect. Individual mas-
ters may in cases of emergency call upon Wards or spells
previously empowered by their congregation for later use,
but they may never simply cast spellson thefly. Depending
on the actual spell invoked, the initiates, clothed in clean
white robes, may burn candles or incense or simply hold
some representative object. The entire assemblage intones
the incantation in Latin and ancient Greek.

Paths

Fortune (Prosperity and Providence) and Wards. It is
important to remember that every Mercurian Path is all
ritual. To reflect this, assume that the sorcerer gains no

instanr effect from her level in a Path, but gains two extra
rituals at each level. Thus, aCult of Mercury magician with
Path of Providence 3 would begin with nine rituals in that
particular Art.

See also Dead Magic for information regarding the Cult
of Mercury's foundation.

MaisonLiban

Initiation

The first decade of the 11th century featured one of the
dark signsof ill-fated Tremere'sgrowing power hunger in the
form of the Hermetic Schism and the resultant destruction
of House Diedne. According to teachings of Liban mentors,
Mathieu de Calice was a trusted pontifex once apprenticed
to Master Goratrix. Discomfited by the brutal magical frat-
ricide of the schism, de Calice began specialization in the
practice of the Order's Parma Magica and in various arts
destined to defy scrying attempts. When he became aware of
the plans behind Goratrix's experiments with vampiric
blood, de Calice fled to Northern France. Within a month,
the conversion to vampirism erupted, with Tremere himself
seeking immortality.

Fortunately for the Magus de Calice and his appren-
tices, the Tremere's new difficulties with local vampires
combined with the effort necessary to bother tracking down
afew insignificant expatriates, along with deCalice's protec-
tive and evasive magics, allowed asmall house to survive to
themodemday. I nitially,theTremerevampire-magesmoved
quietly, careful not to let their nature be discovered by the
Order of Hermesasawhole. It was 150 years before the Order
reacted with the Massasa purge, and that violence lasted for
acentury. The treachery of Goratrix, who had been assgned
to France, also shielded the house's presence, as most strange
reportsof Tremere-likesecretiveorderswerequickly blamed
upon the old master. In the end, de Calice was forgotten to
everyone—except hisfew apprentices and, perhaps, Tremere
himself.

Organization

One of Marhieu de Calice'sfirst actionswasto hide the
House at a basic level. He renamed the tiny group, which
consisted mostly of himself and his apprentices and later
French and Spanish refugees whom they adopted and pro-
tected from Tremere persecution. In recognition of the fact
that they remai ned human, the house became Maison Liban

— Liban meaning"live, leave, survive" in the tongue of the
Visigoths.

Studentsareencouraged tokeeptheir private livesseparate
fromtheir magical practice, yettomaintainnormal respectable
habits and employment. Unless deemed responsible enough to
learn the Art, a sorcerer's family, friends or co-workers may
never even know that they have been the beneficiaries of
numerous spells of protection cast on their behalf.



Maison Liban are not crusaders, though. They do not
encourage violence or blatant activities. Even the relation-
ship between master and student only requiresstudentsro be
titledinitiates until they aredeemed worthy to teach, when
they become a prater or mater. The "House" Liban doesstill
recoghize asinglegreatest teacher with | eadership responsi-
bilitiesearned through age and respect of peers. In deference
to theirfounder, thisposition retainsits honorific, Pontifex.

Style

Not all of the trappings of Hermetic sorcery have been
left behind by the Liban nor even all of the antesanguinary
practicesof House Tremere. Sedls, ringsand magical circles
predominate, duetotheir natural resonance with protective
rituals. Symbols remnant from Hermetic tradition still find
use, as does Latin, descending from a trove of tomes appar-
ently plundered by the Visigoths from Rome, but both are
supplemented with aliberal use of the Gothic tongue. The
concepts of contagion and sympathy remain very strong;
objects that resemble or once belonged to the focus of a spell
play aprevalent part in nearly every mystical ceremony.

Paths

Countermagic (Parma Magica), Protectionfrom Scrying
and Divination and Summoning, Binding and Warding.

Nebu-Afef, The Order of
The Golden Fly

Initiation

Reputedly, during the reign of the Pharaoh Ramses the
Great, the Exodus from Egypt was foreshadowed by a series
of divine disasters that befell the land. One of the products
of that horrific devastation was bitterness and adeep desire
for revenge amongst the Egyptian people. A small group of
warrior-mystics, each of whom had lost their firstborn child
and suffered from the plagues of warning, gathered together
in a brotherhood bom of hatred.

After yearsof research and experimentation, their work
paid off — maybe. They discerned the secret names of the
angel sent by the god of the people of Israel and determined
to control it. A summoning was begun and the ways were
prepared. Blood was cast upon the door, a thousand locusts
burned in an incense of sulfur, waters from the Red Sea
scribed symbolsinacircle of dark, wet sand and thefirstborn
childof anlsraelitewasoffered assacrificial bait. The angel
of Heaven descended upon the house of the mystics. The
sorcerers demanded recompense, and the angel assented.

Gloating in their new patron, the mystics hungrily
learned the secrets of Heaven. They gathered charms to
bring plagues or raise fires. What they failed to consider is
that they had not controlled the angel. The angel, Mastema,
felt anger and hurt pride because it had not been allowed to
complete its reputedly divine task of murdering Moses. The
angel had turned from the service of Heaven of its own
accord, corrupted by itsown deeds in the apocalyptic ravag-

ing of Egypt, It answered their demandswith itsown desites,
wants bom of an unexpected love of death and fear. The
order was taught only the darkest of magics.

The name of the Order of the Golden Fly comes from
the ancient Egyptian practice of honoring brave warriors
with a piece of jewelry in the shape of agolden fly. Essen-
tially, thisbadge of honor wasthe Egyptianequivalent to the
Iron Crossor the Purple Heart. The original members of the
secretive order were all dangerous soldiers, their skills al-
ready honed by magical edges, even before their tapping into
the might of an angel. It ismereirony that their service to a
fallen angel suggests the name might imply the Lord of the
Flies.

DespiteitsEgyptian origins, the Order hasnot remained
in Africa for its entire history. Always remaining rather
small, as its power derives mostly from the contact with a
single angelic figute, the Order has, at times, entirely up-
rooted and fled persecution by other powers. Notably, the
forebears of the Celestial Chorus, descending from the
principles of Ikhnaton, drove the Order out of Egypt during
the Coptic petiod. For atime, the order survived in Turkey,
before violent confrontation with Muslim zealots drove its
members into Greece, By the early 20th century, they were
hiding in Austria and Hungary, and the deep anti-Semitic
movements of the period provided them with some protec-
tion.

The German occupations of the second World War,
however, pushed the Order too far. During the War, the
Priest of the Order tried to contact certain members within
the Nazi patty close to Hitler with offers of assistance of a
mystical sort. Too many parties took interest in this turn of
events, and mysteriously, anexplosion desttoyed the Order's
meeting house. Only a few apprentices and the Priest's
acolyte managed to escape. No one is really sure exactly
wherethesorcererswent next. Variousfactionsthat watched
the exchange and perhaps even caused the explosion to
prevent the Order's involvement have searched and, so far,
beenunabletofind any solid leads. Traceshaveturned upin
places as far apart as Boston in the United States and
Lebanon in the Middle East.

Organization

The members of the Order of the Golden Fly are not
withered, bearded old scholars searching for logt knowledge.
The fallen angel they believe that they have bound to their
servicedoesnot want weak or meek servants. From itsorigins
to its present day incarnation, members have consisted of
remarkable individuals, possessed of strong, fast forms and
quick, tactical minds. Policemen and soldierswith the rare
deeplessenergy toinvestinstrangeextracurricul ar studiesof
esoteric power are the preferred recruits. Over the years,
though, not afew bouncers and even dedicated serial killers
have been accepted into the Order. A new apprentice learns
the arts of hatred, fear and death.
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Members of the Order gain authority through their
mastery of their angelic patron's powers, A novice recruit
may suffer tortures and humiliations at the hands of his
superiors — this is to be expected. The strong-willed and
hardy surviveand, in turn, becomeruthlesskillerscapabl e of
channeling the power of an angel of slaughter.

Style

Ritual s and spells used by the sorcerersof theOrder have
come to depend more upon the power of their fallen angel
than they did at the outset of the original mystics' plans.
Over time, their patron has taught more and more of what it
wanted them to know and less of the secrets of things like
binding and command. The angel does not want them ever
co discover that it is not really under their control.

Paths

Apprenticesto the Order learn Binding spells that appear
to command the service of the angel, but these are ineffective.
It merely masquerades as performing their wishes. (Sorcerers
learning the Path of Binding from the Order may learn it for a
mere 2 experiencetimesnew rating.) Really, all that their Path
iscapableof doing, though, issending out amystical call totheir
angel, which it may or may not choosetoanswer. Duringany use
of the Path, the Storyteller shouldroll all of the player's Binding
rolls in secret. If the player succeeds, the Path's power has
contacted the angel, but the angel still may choose not to
appear. All the Path can do iscontact it. All of the sorcerer's
other Paths are limited by their knowledge of the Path of
Binding, becausein learning the Path, Golden Fly sorcerersare
deluded. They believe that it is their mastery of the angdl that
permits them to force it to teach them everything else. Other
Padis include multiple forms of the Peths useful in warfare,
destruction and suffering.

The Silver Portd

Initiation

Most Awakened magicians would be surprised to dis-
cover that theraw chaosthat isthehal Imark of the Marauders
lurks within some linear mage societies. To the rare mage
who understands the basic reasons why insanity grants power
to the Mad Ones, it is inconceivable that the firm study of
the sorcerer could render such mayhem. Thankfully, such
disbelieving individuals are for the most part correct. Still,
there are deviant orders such as the dreamers of the Silver
Portal who shatter this conception.

The sorcerers of the Silver Portal are oneiromancers of
asort, and their power rests in dreaming trances. The group
inherited eldritch techniques from an 18th-century book
supposedly transl atinga 14th-century Byzantine Greek tome
derived from a 5th-century Persian scroll manuscript known
as the Zolondrodere, which itsdf claimed an even older
source. Study of the twisted work isintensely difficult, as it
has undergone numerous revisions and hints at secrets that
seemridicul ousto the sound mind. Reputedly, every thought
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and idea exists in a dream-state, waiting to enter reality
through someone with the strength to breach the barriers.
The magicians of the Silver Portal gaze into the primal
tangle of myth, fantasy and fear, seeking wisdom.

Unfortunately, mankind has abandoned its visions, and
they have become like wild things. The Dream Realms,
known asMaya, aresaid to beruled by fabulouslordssimilar
to the mightiest of the Umbrood. Dreamers of the Silver
Portal return from their rapturous slumber with insights and
extraordinary giftsfrom beyond the shining veil. All sense of
reality erodes, though, as the sorcerer encounters nightmar-
ish horrors and mundane triviality juxtaposed with ancient
fading gods and desperate hopes for the future. The psyche of
the dreaming sorcerer bobs upon the ocean of humanity's
illusions until he no longer truly knows when he is waking.

Organization

Given the nature of the Silver Portals magic, it is not
surprising that there are few rea points of order within the
group. Initiation occurswhen someone stumblesinto the wak-
ing reality of magician and catchesher attention asdeeply asthe
dream world has. A new student is encouraged to read the
enlightening secrets of the Zohndrodere tome and practice
obtaining the deep trance thought of the Silver Portal. Early on,
thiswill probably require hallucinogenic drugs and self-hyp-
notic sessons in front of amirror marked with exotic symbols.
Later, extended sessons of deep deprivation and even lucid
sleepwal kingarelikely tooccur. Astheunconsciousmind of the
initiategathersthepower of the Dream Realms, her path mostly
reflects unseen bargainswith dream-denizenscalled Oneira, or
with queststo bring the majestic beauty and grandiose splendor
of her fantasies to life.

Style

Diligent and very deliberate strengthening of the un-
conscious connection with dreams is the linchpin of every
Silver Portal sorcerer's power. Physical foci inevitably in-
cludemirrors, which are regarded assymbolic of theportal to
dreams and scribbled chants copied from the group's only
completecopy of theZol ondr oder etome. Specifically avoided
are any items like alarms or clocks that might dispel any
illusions of time or cause premature emergence from a
trance. Power derived from a trance session varies with the
success of a sorcerer's lucid control over the visions that
come and the interference of sentient Oneira from beyond
thewal | sof deep. Such power isalwayslost in themael strom
of imagination during normal, uncontrolled dream periods.

Storytellers and players interested in this fascinating
sorcerous society must be prepared todeal withitsdifficulties
and look upon them as boons. Create exciting stories revolv-
ing around bargains made with Umbrood from the Dream
Realms. Indulge shamelessly in confusing imagery. Abuse
botched magic rollsinreality bending manners. Cast shad-
ows that provoke paranoia. Stan sessions that seem to be red
but turn out to be dreams. Evoke incredible mirages of

grandeur and apparitions of unspeakable terror. Don't let
anyone fall adeep at the wheel.

Paths

Keep careful track of the total number of Path points
and rituals that a Silver Portal sorcerer "knows" at all times.
Each time he enters a dreaming trance, have the player
choose which Paths and rituals he would like to "spend"
these points to gain. Success is measured with a pool of dice
equal to Perception + Dream (if the sorcerer has that
background) or Hypnosis (if he uses such). Roll once for
each Path or ritual the dreamer wishes to use in the Dream
Realms, with atarget difficulty of 6. For Paths, each success
resultsin temporarily dreaming the equivalent of one level
in the Path— as the sorcerer dreams, he awakens hismystic
powers, but the slumbering mind isnot always constant in its
capabilities. Any points alocated, but not gained with
successes, are inaccessiblefor that particulartrip into slum-
ber. Ritual s are harder to obtain from the chaotic jumbl e of
the Maya Realms. For each ritual, the sorcerer must garner
anumber of successes equal to the level of the ritual sought.
Failure means that particular ritual expenditure is simply
lost. The Storyteller should note a botch on any roll and take
advantage of the source of the sorcerer's power. A Path or
ritual used later may malfunction in some bizarre way that
reflects the power hefailed to gain, or the poor magician may
suffer from hallucinations. Dream-gained power only re-
mains until next time the sorcerer deepsnormally, at which
timeitreturnstotheworld of fantasy. Evidenceof abalance
even in dreams is evident in the fact that the Silver Porrat
sorcerer cannot enter another magical trance until his mind
spendstime in unfettered rest.

Notethat aSilver Portal sorcerer's powersaren't limited to
dreams—rather, the sorcerer taps into thedreamsto unlock his
powers and then becomes able to focus them in the waking
world. Because the sorcerer can only draw alimited amount of
powet from the chaotic Dream Realms, he must choose what
unconscious knowledge to bring forth each time he cagts his
consciousness into mystic dumber. When he awakes, he "re-
members’ these Paths and rituals and focuses his ability to use
them, until he deepsagainand theknowledgefloatsaway again
like some unremembered dream.

The Star Council

Initiation

Sightings of objects flying through the sky date back to
ancient times, but it was not until the publicized Roswell,
New Mexico incident that the term UFO came into main-
stream thought. The US Air Force even investigated incidents
from 1947 to 1969 as a potential threat to national security.
Since the 1969 declaration that not one single case had been
proved, no official acknowledged program has been active.
Many UFO fans note that even the Air Force could not
explain over 700 of those reports and further hint that the
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government could be hiding the truth. Whatever the facts of
the matter, it is certain that the Technocracy wishes no
public panic over the issue, and therefore, we may never
learn what UFOs are until they are ready for usto know.

The sudden flurry of publicity about the Roswell inci-
dent created a feeding frenzy that encouraged frauds and
those hungry for attention to perpetrate hoaxes, simple and
elaborate. Others were just crackpots who believed in the
hype and imagined the worst. A few students of the paran-
ormal took the sightings seriously but chose to study them.
Their quest for knowledge seemed destined to clash with
military intelligence intent upon keeping whatever know!-
edge they might gain secret. In 1969, agroup called the Star
Council managed to break into a restricted hangar and
retrieve some very strange devices. Even they aren't com-
pletely surewhat they have, but it seemsasif it could bealien.
The Star Council continues to find it very suspicious that the
government chose that particular year to announce its
official lack of concern and hide any public acknowledgment
of UFO study.

Organization

The Star Council is a small group composed of loose
cannon intellectuals, numbering less than 50. A few of them
are older discredited professors of astronomy, linguistics or
physics. Others are young hackers, intent upon cracking into
whatever government mai nframe possesses the Holy Grail of
know!edgethey seek. Two of them are lawyerswho no longet
have a career left outside of defending other Council mem-
bers. The Star Council has suffered from an antagonistic
relationship with the government since itsformation, asone
might expect — only its small size and secretive nature,
combined with the technical expertise of its younger mem-
bers, prevents the group's total arrest and collapse.

During the early 60's, before members successfully en-
tered the hangar, the Council was not so selective in its
recruitment. Naively, the Council didn't fear the govern-
ment or other UFO nuts. Bizarre fruitcakes with theories
about dead planets, lost underground alien civilizations and
chariots of the gods were as welcome to attend meetings as
the most serious students. One group of attendees even
claimed to be in contact with animmortal being of light they
called Khuvon, and dubbed themselves the Thal'hun. Ironi-
caly, the crackpot theories of the Thal'hun were so close to
the way that the devices discovered in '69 worked that the
Council believed them. It was almost the group's undoing.

The Thal'hun managed to convince a number of Star
Council members to participate in an expedition to asite in
the Middle East. Somehow, the expedition erupted in vio-
lence, and authorities started seriously investigating the
Council. A scared, leaner Star Council abandoned its public
offices in San Francisco and went underground. The mem-
bers know their bizarre comrades were lunatics, but they also
know that what they have found is still possibly the biggest
secret mankind has ever kept.
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Style

The origin of the technological artifactsthe Stat Coun-
cil has hidden in a couple of abandoned warehouses is
uncertain. The Council is not aware of the Technocracy
and, thus, has no real way to distinguish between ultratech
and alien technology. Nevertheless, the devices they do
have seem to have inhuman markings on them and exhibit
properties that defy scientific principles. The Council feels
as though they are on the verge of learning the truth. It has
broken some of the linguistic code emitted by the devices
through odd beeps and buzzing. Repeating these codes to
some of the artifacts has triggered the discharge of powerful
pulses of energy, with inexplicable effects.

Disappearances reminiscent of UFO abduction stories
have plagued the Council since 1969. They have aso witnessed
bumswithout fireor radiation, flying objectsmovinginimpos-
sible ways, signds from empty space on static channels and
random failure of radar and compases Three of the Council
evenreturned after extended periodsthey can't ssemto remem-
ber. Hypnotic sessons hint at their abductions but cannot
explain newfound psychic abilities. The Star Council is sure
that either aliens or the government is using human beings for
some sort of experiments. It isdesperate to decipher more of the
codes, figure out what the government knows and learn the
truth, if it isn't dready too late.

Paths

Conveyance, Hellfire and Weathercraft are appropriate
for Star Council members with their alien technology; many
adso have various psychic abilities. Note that most Star
Council members consider their "magic"to be alien technol-
ogy and language — essentially, a sort of mystical
hyper-science.

MinororDefunctOrders

Several sorcerous societies have fallen by the wayside or
been absorbed. These include, but are not limited to:

Asatru Futhark — A group of pretender-biker-Norse-
wannabe sorcerers, the Asatru Futhark promoted hate crimes
and random violence and rebellion, partly out of a misguided
racial superiority complex and partly due to juvenile bore-
dom. After several run-ins with other magical authorities
bent on putting its activities to rest, the Asatru Futhark met
itsmatch. A small group of Aeon Order magicians managed
to utterly destroy half a dozen of the Asatru in a direct
confrontation, and the group splintered. Now, the former
Asatru tend to take up nomadic criminal lifestyles, and some
have left their former wayscompl etely behind. However, the
Aeon Order members involved note that some other group
was apparently funding the Asatru — a group calling itself
the Thule Society, a group hailing from actual ancient Norse
religion as transliterated in World War || German society.
The true extent, influence and gods of the Thule Society
remain unknown.



Balamob — In Mesoamerica, afew sorcerers continued
to follow the shapechanging ways of warriors from the old
Aztec Empire and its contemporaries. These bloodthirsty
sorcerers have since found their way to the Dreamspeakers,
recruited by the other Native Americans who study their
culture. (See Dead Magic for details.)

The Dozen Priests of the Pythian Order — A small
cabal of divinatory priests, this Order found itself co-opted
for its ties to the mythical Greek Oracle. Now, the priests
serve whatever entity decided to overtake Delphi. (See dso
Dead Magic.)

The Fenian — Not so much a sorcerous society as a
family, the Fenian claimed lineage to the fey and had strong
magical powers to back up their claims. In recent days, the
number of mystical family members has dwindled. The Irish
legends maintain their geasa and pass on their secrets of
shapeshifting and kinship with spirits and faeries. Still, the
family'sheritagerunsthinthesedays, andonly afew areborn
with the natural gift.

Mogen Ha Chav — The "Shidld of the 36" undertakes
a search for the 36 perfect human beings whose truly good
hearts protect the world. The New Y ork based group usesa
combination of divination and protective magic to locate
and protect these paragons of virtue. In concert with the
Lions of Zion, it functions as a small, hidden subsect of
Kabbalisticpractitioners. Thoughit isreclusiveand doesnot
ofteninterfereinworldly affairs(duetoitshighly specialized
nature), it likewise does not draw undue attention to its
actions or to the existence of its Lion patrons.

The Nephite Priesthood — An apocalyptic group of
Mormon priest-magicians, the Nephites prepared for the
coining millennium and hunted down threatsto itsreligious
community. OnJanuary 4, 2000, something happened as the
Nephites met in Salt Lake City. Stories are contradictory,

but rumor holds that one Nephite survived some sort of
massive apocalypse, carrying the knowledge of his order so
that it might again be reborn someday. Others argue that the
militant Nephites obviously confronted something beyond
their limited capabilities and won't be coming back any time
soon.

The Seven Thunders — At the dawn of the 16th
century, agroup of seven powerfully faithful sorcerersram-
paged across the European countryside, destroying any
heretical or magical enemiesthey came across. They struck
fear into the hearts of unbelievers and carried out a crusade
with powers both mystical and Heavenly. In 1992, their
testament wasrediscovered, and new Thunderstook up their
mantle, to purge the world of evil before the prophesied
apocalypse at the turn of the millennium. When the fore-
casted disaster failed to materialize, many of the Thunders
followers went their separate ways. Now the Thunders have
come to realize that perhaps they are not the prophesied
messengers for the new age, that some otherwise normal
humans have been touched by strange Messengers to per-
form their duties. At thistime, the Seven Thunders remain
alive and active, but how long they will continue their
modern crusade is a matter of some speculation.

Thal'hun -- Believers in UFOs and vibratory
supertechnology, the Thal'hun wete subsumed into the
group calling itself the Star Council (see p. 39).

Uzoma — The keepers of African mysticism have been
actively sought out by their brothers the Ngoma, who had
long ago joined the Traditions. After settling some initial
differences, most Uzoma have seen the benefits of working
under aworldwideaegisthat providesthemwith knowledge
and tesources to promote their practices. Conversely, the
Uzomado not have adistinct identity any more but remain
sorcerers attached to the Traditions.

CreatingNewOrders

S 1 Storytellers and players should by no means
ﬁ feel constrained to the example orders in this

——4 book, of course. The World of Darkness has
' ' -1 seen many sorcerous cabalsriseandfall. Take
=1 an idea that has some mystical weight to it,
and build asociety about it. How might sorcer-
ers take a specific cause or belief and use it to
empower themsel ves?What magichasn't been

explored by other societies? What cultural practices lend
themselvesto mysticism? Fot inspiration, try your own take
on any society or group from a novel or film that you enjoy
— odds areyou can find away to make it asorcerous society.
Not all groups need to be "wizards in robes,” either; cabals
canbereligious, secular, political, physically oriented—any
practice that captures human imagination can also extend
beyond the mundane.
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bystudy.

- Francis Bacon

"l 3¢ you have returned, Lisa" the old man
4 mutteredwithoutevenglancingupfromthestrange
4 machinery over whichhisfingersplayed. "I know |
have been hard on you, but it is because you are
specid. Haveyoufiguredout yetwhy itissohard to
pronounce the words | keep trying to teach you?'

Lisapaused, surprised at the immediate question, but happy
nonethel essthat her somewhat erraticfriend greeted her soafter her
abruptdepartureduringthepreviousmonth'sfrustration. "Because
they were not crested by human beings?' She could not keep the
tone of questioning out of her voice because even now it seemed
incredible. "But why must we learn their tongue?”

"How do you suppose they arrived here?Think of it! These
beings have traveled the stars and now shepherd humankind
toward some unseen goal, [f we can but decipher their meaning
and their sciences, we shall inherit the universe, rather than
being endaved by it."

A shiver crept up Lisasspineasapictureof dimy gray fingers
manipulating the very object Dr. Carrier thrust into her hands

CTER
TIEN

that themetal hal f-discwassomesort of computer. If only her voice
couldcrack thecodesof theheavens. "What if they just usetel epathy
or something and only haveto spesk to their machines?Maybethat
would explain why no one has ever heard one tak." Suddenly,
imitating the sounds the crescent disc occasiondly emitted seemed
far more important than ever.

TheQuestBegins

Sorcerers in the World of Darkness practice magic, but they
view it differently than those popularly called mages by rhe Tradi-
tions. For centuries, they have been caled "hedge’ or "satic' mages,
but with the close of rhe Ascenson War, the weakened Traditions
havebeenforcedtorealizetheequality of their magica brethren. In
truth, al magesand sorcererspracticemagicsthat arestatic, dynamic
and entropic. What separates them is the path to power. The
sorcerer may practice shamanism, technologica advancement,
hermetic theory or even the martial arts, but her study proceeds
dong very linear paths.

It isextremely important torealizethat these are individuals
who know that they are every bit theequal of their more dynamic
partners. Practitioners of linear magic spend long years advancing
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their knowledge of powerful pathsand arc confidentintheir potent
abilities. The wises sorcerers may redize that they are limited to
performing permutations of magicd feats pioneered by others in
ancienttimes, but they aso know that there are agesof power totap.
A lifetime spent digging deep into the universe's secrets can prove
morefruitful than stumbling around lookingfor somenew way. It has
been said that everything has been thought of before, and at least
amongd religious sorcerers, thisisconsdered adivinetruism.

Thefirst thing that you should do isto decide what made your
character step onto the path of sorcery. Some vision, experience,
discovery or fanatical desire sparked the impulse to seerch for the
mysteries of cregtion and formed the incredible will necessary to
carry on that seerch. From thisinitia conoept, every sngleaspect of
your adopted personawill flownaturally, andyouwill findit essy to
follow him down the mydticd path.

Shaping Sorcerers

A sorcerer character is built according to Mage
Revisad character creation rules, except that she
usualy has fewer points and somewhat different

designyour sorcerer and expandsto provideherwith
new options that will help you define her magicd
gift and her place in the chronicle.

The basic steps of character creation are
very similar to those from Mage Revised. For an
overview of the whole procedure and abundant
advicefor both Storytellerand players, seepp. 86-%4 oftheMage
rulebook. Thechart above providesaquick reference, including
changes to reflect sorcerers different points and cods.

Step One:
Character

Concept

'Y ou did decide upon somesort of starting concept, right?What
was your character before she became a sorcerer? What made her
step onto the Path?A great ded of who we are isreflected in what
wedo, andastronginitial concept will help you make many other
decisonswhiledesigning your character. Think of the details that
youcanguessj ust by knowingsomeoneisapoliceofficer or adentist.
Well, perhaps the individua will not fit your picture exactly, but
many generdizationswill prove true.

Society

Linear mages owe more of their knowledge of the meta-
physica to their mentors and associates than mogt affinitive
mages. There are always exceptions, but a sorcerer will most
often continue to belong to the assembly of fellow students and
master(s) whooriginally instructed her intheArt. Examinethe
sorcerous societies in Chapter Four and choose onethat fitsyour
ideas for your character. Y ou should make sure that any choice
you make fits into the chronicle with the rest of the players and
with the Storyteller's vision. Autonomous magicians still pos-
sessanorigin, from those who have decided to leave the mystical
organization that spawned their learning to the rare sdf taught
wizard struggling through lost tomes or the nervous recipient of
alien "visitations." Despite Nephandic claims to the contrary,
nobody comesfrom acomplete vacuum.

Itisveryimportanttorememberthatthestereotypical images
of a typical member of a society are exactly that — Stereotypes.
Y our character isapersonfirst, not somefacel essentity known to

Concept
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theworld asa Cultist of Isisor an Order of Aeon Rites member. In
fact, most people that your character knowsprobably aren't even
awareof her sorcerousaffiliations. TothemsheisChrisor Tamika
or Dr. Smith. Magica teachingsdo comefromasource, however,
and thar source colorsthesorcerer withitsown prejudices, beliefs
and thoughtsabout theuniverse. Sheisstill asumgreater thanall
thoseparts, and ultimately, hersisthechoiceof whattoadoptand
what todiscard. Of course, to close-minded individual s, bound up
intheir own vision of how the world works, she may be seen as
exactly thestereotype. A government agentstumblingacrossthe
Star Council iscertainly likely to see them as abunch of crackpot
UFO conspiracy theorists.

Nature, Demeanor and Essence

Choose your personality archetypes as stated in the Mage
rulebook. (You may wish to peruse the additional choices
included here.) You should choose an Essence fitting to your
concept and society, as well, but be aware that the influence of
the Avatar is far subtler within the linear mage. If the sorcerer
ever comes to understand this influence conscioudy, he will
likely experience it mostly asaforce guiding him aong certain
paths of development.

StepTwo:
Select  Attributes

The inherent qualities and persond characteritics of your
soreerer character aredetermined in the samefashion asdetailed on
p. 89 of Mage Revised. Unlessyour Storyteller isdlowing the Equal
for All option noted previoudly, your sorcerer begins with fewer
pointsthananormal mage. Y oumust prioritize Physicd, Sodd and
Mental and spend 6 dots on your highest priority, 4 on your
secondary and 3 on your tertiary Attributes.

Step Three: Select Abilities

Next, as normal in the creation of a Mage character, you
need to assign the Abilities that represent your sorcerer's
learning, practice and academia. Again, the sorcerer does not
receive as many points, unless your Storyteller chooses the
Equal for All option. Prioritize Talents, Skillsand Knowledges,
spending 11 dotstoward the primary, 7 upon the secondary and
4 toraisethetertiary categories. Remember that no Ability may
be higher than 3 at this stage. Y ou will have the opportunity to
spend freebie points later. New Abilities designed to represent
some of the rare secrets or arts of linear mages are listed later in



Character  Creation

Step One: Character Concept

Choose concept, society, Nature, Demeanor and Essence

Step Two: Sedlect Attributes

Process

Prioritize the three categories: (6/4/3). Begin with one dot in each Attribute and assign points toyour Physical, Socid:

and Mental Traits.
Step Three: Sdlect Abilities

Prioritize the three categories, (11/7/4). Choose Tdents, Skills and Knowledges. No Ability grester than 3 a thisstage.

Step Four: Sdect Advantages
Choose Backgrounds (5 points).

Choose Numina (5) (Paths, rituals, psychic powers, foci).

Step Five: Finishing Touches

Record Willpower (5) and Mana Pool (equal to Mana Background).

Sdect a Resonance Trait (Dynamic, Entropk or Static).

Spend freebie points (21).

Choose Specidizations.

Ignite the Spark of Life.

Freebie Points

Trait Cogt
Attribute 5 per dot
Ability 2 per dot
Path 7 per dot
Ritua 3 exch
Background 1 per dot
Willpower 1 perdot

this chapter. One of the important changesis that the corebook
of Mage Revised does not contain any Abilities that are
unsuitabl ef or sorcerers. Thisshouldhel pyoudoseany artificial
gap between the two types of practitioners.

Step Four:
Select  Advantages

Just tike other mages, sorcerers have their own ties to
mortal society. In die case of asorcerer, such tiesmay even be
stronger—often, die sorcerer does not have the all-consuming
drive of a pushy Avatar or an overwhelming Tradition and,
thus, pays greater attention to worldly details. Conversdy,
many sorcerers have rather wesk magical affinities; they just
don't "stumble into" the bizarre situations that many mages
encounter. Thisdoesn't mean that sorcerersarewithout mystic
alies and trinkets, just that such toys tend to be hard to come
by! Prioritizeyour advantagesaccordingtotheway that you see
your sorcerer'sinterplay with magica and mundane society. If
your Ancient Order of Aeon Rites sorcerer dso happensto be
an upstanding city councilman, you'll want to pay attention to
that with Influence and Resources. A sorcerer who makes a

Experience Points

Trait Cogt

New Ability 3

New Path 7

Willpower new rating

Ability new rating x2

Attribute new rating x4

Path new rating x7

New ritual rating of ritua

Background new rating x3
Equal for All

One of the themes inherent in Sorcerer Revised is
that all magicians are special and that most individuals,
supernatural or otherwise, cannot tell the difference be-
tweena"sorcerer” anda"mage.” Nevertheless, effortshave
been made to keep from stealing the thunder from our
Awakened protagonists. Some Storytellers may wish to
runchroniclesinwhich sorcerersplay alongside meagesor
just want to further emphasize the fact that linear mages
are not someinferior, lesser cousin to affinitive mages. Try
creating some Storyteller character mageswith Attribute,
Ability, Background and freebie points using Sorcerer.
Revisad starting alocations instead of the normal Mage
levels. Or you may wish to have some or all sorcerer
charactersconstructed using Mage Revised build valuesof
7/5/3 to determine Attributes, 13/9/5 for Abilities, 7
Background points, 6 Numinaand 15 freebies. With an
even playing field to start, the artificial differences be-
tween sorcerersand magesdissolveand thereal differences
can stand out on their own merit.
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hobby of tracking mystical artifacts may well have a useful
Wonder or two.

ChooseBackgrounds

Sorcerer characters receive five points of Backgrounds.
However, not al of the Traits included in the Mage Revised
rulebook are suitable. The common Backgrounds available to
all sorcerer characters are Allies, Contacts, Influence, Library,
Mentor and Resources. A sorcerer may even begin play with
some sort of Wonder, if the Storyteller approves arelic, device,
talismanorfetish asbeingsuitablefor her style. Arcane, Destiny
and Dream are sometimes suitable for the occasional sorcerer
but bear careful consideration by the Storyteller as to whether
they fit the role of linear mages in her chronicle. The Node
Background requires specid mention. Unless the style of the
magician strongly encourages idees of a place of power or the
chronicle contains a mixture of mages and sorcerers, Storytell-
ers should not alow thisoption. All mortals, of course, possess
an Avatar, but the linear mage guides his down a set road and,
therefore, does not possess a rating in the background. New
optionsfor Backgroundsintended to help detail your character's
specid advantages are included later in this chapter.

If you use some supplemental material like The Bitter
Road or Guide to the Traditions, the additional Backgrounds
in those books may be useful as well — Rank, Fame and even
Cult might all be appropriate.

ChooseNumina

All of the basic decisions you already made in designing
your sorcerer character should have you well on the way to
designing his magic. In the worid of Mage, we know that all
powers beyond those of normal humansare forms of magic. Our
magicians do not see this overarching unity so clearly, and
therefore, their beliefsand styleslimittheminhowandwhy this
power manifests. In the World of Darkness, the cultist, Rever-
end, spoon-bender, mad scientist and telepath see their abilities
as entirely different and probably consider them unrelated or
even deny the existence of other powers. Seemingly endless
traditions, unnumberedrituals, holy miracles, spells, incredible
devices and fantastical physical feats form a body of lore that
even White Wolf will never fully tap. For convenience's sake,
we call supernatural abilities possessed by otherwise normal
human beings Numina, from numen, or "divine nod." The
Storyteller system reflectsthe common rootsthat these spiritual
arts sharewith asystem of rulesthat, for the most part, achieves
the unity that defies the character behind them.

The expenditure of Numina points depends totally upon
the style of the sorcerer's powers. All stylesfall into categoriza-
tionasmythic, technocratic or psychic,and thoughthisdivision
isarbitrary inametaphysical sense, it doesreflect thebasic rules
differencesand differences in paradigm. Each style controls the
typeof Numinathat are avail ableand thefoci necessary in order
to use them. Unless the Equal for All options are used, a
character has five Numina points to spend. It is perhaps worth
noting that the linear mage is NOT limited to spending only
three points in a single Path. Reaching the heights of power in

a narrower field is one of the advantages of the sorcerer. (Of
course, the Storyteller may well veto a character who seems to
be nothing more than a bunch of dots geared toward,
say, Hellfire.)

Mythic Numina

If her style ismydtica in nature, distributefive pointsfor the
sorcerer within Paths listed from the society that you chosefor her.
Then choose one ritua per level of each Path from those listed in
Chapter Four. Thisdoes not mean that you have to take aritud at
eachleve of your Pathrating, though you cannot takearitual of any
specificlevel unlessyou have a least one of each lower level. Thus,
ifyouhave aLeve Threerating in the Path of Alchemy, you could
take aLevel One, a Level Two and a Level Threeritud, or three
Leve Onerituas, or single Level One and two Level Two rituds.
Unlessyou spendfreebiepointstogain more, thisresultsinfivetotal
levelsof Pethsandfive rituds.

Withyour Storyteller'spermission and assuming thenew Paths
fit the character, you may even spend fregbiesto obtain Paths and
rituals outside of her society'sbasic list. Perhapsyour magician has
studied with other ordersor comesfrom adifferent cultural back-
ground than is typica for her group. The important thing to
remember isthat al Paths and rituas chosen should be mythic in
styleand that they should make sensefor the story behind theorigin
of your character. Themajority of sorcarersfell intothemythic style,
either through their affiliation with a Tradition or because they
retain the practices of ancient socities.

Next, choose a signature focus for each Path. Any time the
sorcerer uses this specidty tool or keystone, she gains a one-point
bresk onthedifficulty. Aspernormal Magerules, themagicianmay
chooszsomeuniquefocusfor her signaturetoot andthereby receive
atwo-point bresk on castingdiffi culties—penalized by the normal
loss should shefind hersdf without access to it. Other possible foci
for standard use in magical invocation arelisted under the society's
section on style. Sorcerers of a mystica bent caught without any
focusatdl may still seektocasttheirmagic, surpassingthetemporary
needforafocus, butitisimmensdydifficult.Inadditiontorequiring
apoint of Willpower and imposingapenalty of three to the magical
featroll, thepower enactedmustbesimilartoaprevioususage Hurai
could light acandle, even bound and gagged, as he hasperformed
that particular trick many timesin the past. The Path, once woven
distinctly into the Tapestry, serves to empower the mystic to tug
upon the universe's memory of the act. Sorcerers cannot abandon
foci entirely unless they someday lay aside the linear path for an
affinitive Awakening.

Technocratic Numina

Technocratic sorcerers practice a scientific style of magic. Of
ocourse they seetheir miracul ousachievementsasmerely thelogica
extensons of scientific theorem, but the effect is essentialy the
same. They receivethestandardfivepointsof Pathsand five rituds,
but these powers predicate upon scientific principles and lavs.
Becausetheir Artsfal into the realm of possibility, scientific-based
meagiciansarel esslikely tof acepersecutionor absol utedisbelief from
bystanders. Theflipsidetothisisthat their waysarenewer and have
beenacceptedinreality foraf ar shortertime, andthustherearefewer
established Paths. Chapter Four provides a number of examples of



Models of the Cosmos

Every model of the universefindsreflectionsin the nature of the magical societieswho inhabit it. The static, dynamic
and entropic triangl e finds respectively the Technocracy, Marauders and Nephandi embodying itsextreme pointswith
theTraditionstheoretically walkingdown the middle. Another division of reality often described by magesisthat of body,
spirit and mind. The extremes of the Traditions' enemies are nonexistent or at least muted among sorcerers, if only due
to the nature of linear magic. Nonetheless, there isa certain obvious correlation between the basic types of sorcerers and
the segments of the cosmos. Three basic styles of willworking dominate amongst sorcerers and their Numina.

Scientific or technocratic Numinarevolve almost entirely around the physical realms and thus easily reside in the
province of body. From astronomy to zoology, the technological logic seeks to redefine al of creation widiin the scope
of itsown reason. The power to dter reality in the material universe is potent in the modem era, but it foolishly ignores
the wisdom of the ages and suffersfrom alack of spirituality diat invites moral decrepitude. It iscommon for ascientist
to see experimentation as the greater good and to accept other evils in the name of science— "we don't drop the bombs,
wejust build them," as the saying goes

Numina Paths of mystical might derivefromlong-honored ritual stliat allow thediligent and faithful to draw upon
the power of millennia of philosophical and divine thought. The brief expl osion of the present isnot yet enough to shatter
the historical inertiaof thousands of years of mythic tradition. Thetapestry of ancient myth isan ocean still waiting within
the spirit of everything for its deepest secrets to come forth. Unfortunately, the traditional sorcerer resdes largely in the
past, and every day leaves her abit more lost to abandoned ideology and forgotten practices.

Mind is not remotely a surprise as the province of the psychic practitioner. He likely beats you half to death with
continuousremindersthat it isall that matters, the mind overcomes all other concerns, whether body or spirit. Purity of
purpose lends the psychic a strength that isdifficult to steal, A sorcerer who has mastered her own mental abilitiesto the
point that she can control the world around her can dmost never bedeprived of her power. Short of insanity, drugsor some
other loss of control, she will always be sharp and ready to act. Unfortunately, absolute dedication to one's own mind
encourages hubris. Specificaly, it denies access to the immense power diat resides in mythic resonance, confuses
spirituality with personal achievement and creates an adversarial relationship between the material world and the ego.

Perhapsyour sorcererwilt transcendthelimitationsthat arisenatural ly out of hisstyle, butitisimportant tokeepthem
in mind. Whether you allow your character to fall prey to hisown Artsor excel at guiding him to rise above them, they
will play astrong role. The rolesof body, mind and spirit are so basic and pervasive that you may even discover they are
easier to see and incorporate than the principles of stass, dynamism and entropy. Perhapsyou can finally recognize that
the linear path is more readily seen, followed and mastered.

technocratic Paths, but you can awaysadjust other Pethsrhemati-
cdlyif youcanagreewiththeStorytellerhowtoexplaintheirlogica
super-scientific theory.

Choose aspecidty focusfor each Path, for which you receive
thestandard one-point break, and notethe standardfoci lissedunder
your ociety's syle. Whether due to some remarkable persona
inventionor atheoremyet unaccepted by thescholarly community
at large, atechnocratic willworker may choosesomeuni quefocus for
their aterations of reality. Asusud, thisresults in the two-point
break onPathdifficultyralls pendizedby athree-point penalty plus
necessary Willpower expenditure should he lose it. Scientific
willworkers cannot perform miracleswithout their tools, though,
and, thus, can never surpassor abandonfoci. Duetotheubiquitous
natureof technol ogy inthemodemworld, technocratic sorcerersdo
not often find themsal vesdeprived of dl foci. When doomed by fate,
stranded without tools, the technocratic sorcerer isat the mercy of
his raw wits, skills and physique. Some schools of technocratic
thought prepare for this possibility by seeking to redesign the
sorcerer's mind and body.

Psychic Numina

Tothepsychicpractitioner, powerful featsoccur solely by the
extension of the might of the mind over theredlity of the body and

thephysical universe. In one sense, they haveearned theultimate
respect of many mages, for nothing butwill i srequiredto changethe
world around them. Dedication to the purity of the mind, unfortu-
nately, has cogt the psychic the ability to draw upon the inherent
power of outside foci and their resonance. To represent this, the
psychic practitioner does not have access to rituals. Chapter Five
goesinto moredetail about the psychic and her powers.

While the psychic individual cannot engagein ritualsin
the traditional sense, he can work together with other coopera-
tive psychics. Parapsychology studiesallow multiple mindsto
work together to achieve amore powerful effect. Each psychic
capable of the power in question and working in conjunction
may assst and thereby contribute a die poal as if he were
splitting actions between a skill roll of Perception + Parapsy-
chology and apsychic power roll of Path Rating + Attribute, i.e.
since thetwo skillsare wrapped together, use the lesser die pool
lesstwodice. Asan example, twopsychicsaretryingtowarp the
mind of atarget, working together. Dr. Dunglas hasfour dots of
Perception and one of Parapsychology, with three dots of
Psychic Hypnosis and three dots of Manipulation. He may roll
fivedice as the leader of aconjunctional effort. His partner, Dr.
James, possesses two dots of Perception and two of
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Parapsychology, withthree dotsof Psychic Hypnosisand two of
Manipulation and, therefore, may add but two dice to the
conjunctional effect. Between the two of them, they may rall
seven dice to alter the mind of their victim.

The only focus that a psychic practitioner usss is hisown
mind's concentration. Concentration requires a full combat
turn during which the psychic may do nothing else, and thus,
the psychic power roll and effect will occur on the following
turn. If a psychic chooses to do anything dse while trying to
enact mental powers, he must split actions between a Wits +
Parapsychology roll and whatever other action she wants to
achieve. At least one success, and possibly more if the Story-
tellerfeelsitisfair, isrequiredontheWits+ Parapsychology roll
to successfully maintain concentration.

Insomesituations, apsychicmay wishtotry to"fast-cast”" some
menta power in ared hurry, forbidding her the time necessary to
concentrateproperly. If sheinvokesamentd disciplinewithout any
timefor concentration, the psychic must expend aWill power point
and accept apenalty of threeto the target difficulty number, asshe
is essentialy surpassing her focus. Psychics can never completely
abandon thefocus of concentration.

StepFive:FinisningTouches

Willpower

Sorcerersrequirethesame headstrong and willful naturefound
in mages in order to persevere through the trids and nuances of
magicd initiation and training. Y our sorcerer may find hersalf
requiring amighty will even more often than her affinitivemage
fellowsasshecannotsi mply rapintoreality'sunderlyingpower. All
sorcerers start with a Willpower of a least five dots, bolstered by
freebie paintsifyou wish to spend them thus.

Mana, Quintessence and Paradox

Linear mages do not make a habit of slashing the tapestry
into bitsor creating new lawsof reality fromraw power. Drawing
their mastery of the world from itsown secret nature, they can
coax it into cooperation without suffering the resounding
backlash wrought by shattering its subtle surface. Therefore,
they do not suffer from Paradox in the same way as their
affinitivefriends. Thisisnot to say that abotched spell or ritual
cannot cause a sorcerer dangerous problems, but overall, the
softer footsteps she takes upon the face of the earth promise her
endeavors a somewhat smoother course.

Sorcerers do not foster the wellspring of creation within
their Avatarsstrongly enoughtodrink directly of itsunadul ter-
ated energies. Thus, they do not receive Quintessence either.
Some magicians, psychics and martia artists learn to absorb
some bit of thesoul of the universe, thought of asManaor asort
of mystica breath or spiritual energy rather than the pure
creative energy of reality. Those with the Mana Background
begin with a poal of points equal to the Trait rating. Without
somegiftuponwhichtodraw, itisdifficultandunlikely for the
linear mage to gain any sort of power outside of her own skills.

CombiningandConvertingNumina

Typically, an extraordinary mortal has only one
sort of Numina— mythic sorcery, True Faith, excep-
tional science, psychic powers, etc. However, in very
rare cases, someone might have multiple talents. To
represent this, the cost of any disparate talent after
the primary one is doubled. For instance, if a player
wants to build a character with both psychic phe-
nomenaand mythic sorcery, she can do so by spending
two Numina dots for each dot of powers in the
secondary aptitude. Say the character is naturally
psychic; theplayer would spend five Numinadots but
could swap two of those dots for asingle dot of mythic
sorcery, leaving the remainingthreefor psychic phe-
nomena. Similarly, additional dots purchased with
freebies have double cost as well. Thisappliesto all
modes beyond the primary. Thus, a character might
primarily study extraordinary science but also have
some skill with technomancy (apseudo-mystical dis-
cipline) and psychic phenomena; the latter two would
come at double cost. Or the character could have
True Faith but at a cost of 14 points for the Merit
instead of the usual 7. (This does not indicate that
Numina dots can be used to purchase True Faith,
simply that True Faith's normal cost is doubled if it's
a secondary area of power.)

Once acharacter iscreated, all experience costs
are normal. Thus, a character with both psychic
phenomena and mythic sorcery can advance both
areas at the normal rate, though of course he has
fewer powers to start with and will have to split his
experience between the two separate areas.

Alternately, you may choose to pick some psy-
chic power and use it asa Path of sorcery, or vice-versa.

or instance, you could use psychic Telepathy, but
state that your magician uses spells and rituals to
communicate mind-to-mind. Or you could have a
psychic who's capable of altering the weather with
concentration. Ultimately, such conversions rely
upon the discretion of the Storyteller, Asa good rule
of thumb, such a power should have a strong story
reason behind it (asorcerous society that hasastrong
mental discipline might teach magical Mind Shield-
ing) and should have some ready correlation. Psychic
powers can easily become sorcerous Paths; most of
the powers are instant effects, accessible with a short
spell. Conversely, the instant effects of a sorcerous
Path can form the core of a psychic discipline; the
ritual swould remain out of reach of psychic power —
the price of a power that springs up from inside
without the aid of focusing tools and aids.



Select a Resonance Trait

A sound exists that causes every object to resound with alike
vibration and an article existsfor reflecting every emanation of sonic
energy. Magic is no different and, in fact, may be even more
interconnected. Any effort to change the universe works equally
within the one who acts, for the magician is the ultimate mirror
warping the vision of redlity like a funhouse reflection. 1t may be
difficult to see the entire path upon which your sorcerer will embark,
asany decisonis heavily marked by specific delinested Paths. Thus,
initialy you should only choose one Resonance trait, whether
dynamic, static or entropic. Assign onedot to it and adescriptive
term or specidty. Try to remember that often the resonance of a
linear mageistied intothevery structuredway inwhich they learned
to perform magic. Asyour magicd knowledgecontinuesto develop
aong different lines, you and your Storyteller should come to any
agreements about additional resonance traits or gain in level of
resonance rating.

Though sorcerers do not make Arete rolls, because their
magic depends upon Path rolls instead, Resonance still has an
effect upon everything they do. Color a magician's Paths with
his Resonance. As an example, a sorcerer with the Dynamic
Resonance of Fiery would tend to do his magic in flickering
waves of flame and probably uses a focus that involves fire.
Perhaps he meditates upon acandle or his spells dways cause a
wash of heat. Even a psychic could have such a resonance; his
telepathic powers make people feel hot or cause objects manipu-
lated to become warm.

SpendFreebiePoints

The final hard-and-fast rules step is spending the pool of
freebie points that lets you really go to town modeling your
sorcerer tofit your image of her. Unless your Storyteller is using
the Equal for All option, you receive 21 freebie points to spend
according to the chart found in the condensed Character
Creation chart. Try tofill in placesyou missed. Isthere askill
your character really should have or have at a higher rating?
Have you given her Background points to cover your vision of
her history?

If your Storyteller dlows Merits and Raws, thiswould dso be
thetime to choose them. Some new Merits and Flaws, especidly for
sorcerers, gppear later in thischapter, but it isworth considering how
those aready presented by the basic rules might apply. All of the
norma Physica and Sodd Merits and Haws easily transfer from
affinitive mageto linear sorcerer with no noticeable changes. Infact
many of them could even be found amongst mortalsor thusfar un-
Awakened acolytes. It isworth noting that the Primal Marks Flaw
might be suitable for Maison Liban sorcerers whose genetic traits
srike a sense of reminiscence within Tremere vampires. Mogt
Mentd Meritsand Raws can be used without change, including the
Time Sene Merit. Those affecting deep would cause serious
problems for sorcerers such as the oneiromancers from the Silver
Portd. Dueto thedifferencein magic rules, the Seepwaker Haw is
nor suitable for linear mages. Supernaturd Merits and Haws that
affect the Avatar or Spheres of amage obvioudy are not appropriate
for asorcerer. These include Circumspect Avatar, Manifest Avatar,

ParadoxandNon-Mages

We have already spent alot of time explaining
why the power of the Awakened mage is different
from the structured and residual threads that give
magical strength to linear mages and other super-
natural denizensof theWorldof Darkness.However,
does this mean that Paradox never strikes at other
beings? Well, no. As the defender of consensual
reality, Paradox leviesitstoll on anything outside the
common world. One could theorize that Paradox
affectsthe vampire by forcing him to drink blood, the
werewolf by causing vulnerability to silver and the
changeling by making icon particularly deadly. Nev-
ertheless, might there be ways that sorcerers and
other supernatural creatures could directly suffer from
Paradox — or at least from these scourges, wherever
they spring? Not if the Storyteller wishes to keep
things simple and avoid that particular path, but if
she wants to explore it, here are some options:

The most common source of such a situation
might be that some Wondersenact affinitivemagical
effects and yet are useful to anyone, potentially even
sleepers. If such an item has a vulgar effect, the
Paradox gainedwill channel intotheuser ratherthan
the item. Infact, some Maraudersintentionally make
itemsthat dojust that. Paradox gained inthisfashion
actsasnormal forMagecharactersbutistemperedin
style by the wondrous item used and the purpose to
whichitwasput. The Resonancethat theitemholds
—oftengatheredfromitscreationanditscreator—
always flavors such Paradox.

Other possihilities include victims altered by
magic in such a way that their very presence is an
affront to reality. If the Storyteller does not wish to
use any Paradox rules for non-mages, the easiest
solutionisthat theforce of Paradox actsasunbelief
and returns the victim toward its "normal," uninflu-
enced state. Alternatively, theforceof Paradox further
harmsthe target, focusing on her aberrant nature and
its damaging influence. Certain Merits and Flaws
may open alinear mage to the assault of Paradox. In
addition, other strange situations may arise that offer
opportunities for Paradox to strike other beings who
arenot mages. Ifavampire, for example, seekstogain
some special power from the potent blood of a mage,
he may discover himself strangely influenced by
uncontrolled forcesreleased by that blood, one Para-
dox point for every blood point spent, perhaps.
Optionslikethisami those Storytellerswhowishto
emphasize the inscrutabl e face that mages present to
other denizens of the World of Darkness.
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TwinSouls Shattered Avatar, SphereNatural , Avatar Companion
and Sphere Inept. The Legendary Attributes Merit, however, isa
very good way to help represent some of theremarkable achieve-
ments of various physical Paths. Most other Meritsand Rawsof a
supernatural originfit sorcerersjust aseasily asthey domegesor, at
leegt, canbeeasly alteredtofit. Asalways, Meritsand FHaws remain
awholly optiond system, but they can beuseful to underscoreyour
orcerer’'s magicd heritage or to underscore a particular bresk
from convention,

Choose Specializations

For each Attribute, Ability and Pathrated atfouror higher,
you get to assign aspecialization. Asper the norma Mage rules,
any time you perform an action that usesthe Attribute, Ability
ormagica Pathinaway that reflectsyour character'sspecialized
talents, any 10sarekept and another die isadded to thepoal. In
the caseof Peth ratings, thiscan bevery powerful, sincediepoals
are often higher than Arete ratings for mages. Of course, with
lessflexiblemagic, it cansometimesbeharder to mani pul atethe
situation such that a specialization comesinto play.

|gnite the Spark of Life

Y ou have been making decisions about your character at
every stepof theway, sofar. Hopefully, you havehad alot more
on your mind than just some dots on a piece of paper, but just
in case, now isthe time to flush out the whole picture. Look at
what each of your traits says about your sorcerer. Breathe life
into him by deciding what each dot means. What does your
magician look like? What are her hobbies? She is a human

New

1 Most of what sorcerersdo already fitsneatly into
2 | the capabilities of norma humans or those of
2 mages. There are diings that set sorcerers aside
from the norm, however, that are not aways
directly related to their magic. This section
detail s some of those special abilitiesand skills.

4New ABILITIES

o Taents

Lucid Dreaming

For most people, dreams are something that happen to
them that they are lucky even to remember. From choosing the
subject matter of your dreams to altering their conditions, you
have some degree of control over what happens when you are
dreaming. Thistalent is useful for achieving insight into one's
subconsciousand gaining incredibledetail sfor stories. Because
dreams gain special meaning and power in the Maya Realms,
the talent dso is useful for building status and reputation
amongst the Oneira lords and dream-spirits and weaving new
dreams and realities to populate the dream world. Without
magic that letsone explore the Dream Realms, though, youwill
never know whether your dreams were merely self-restricted
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being, right ?Don't skipthisstage, please, youmight not respect
yoursdlf in the morning.

Put some thought into the following questions, and try
writingthemdown. Who areyour friends, family and associates
at your job? Or do you have any?Where do you live, in ahouse
or apartment or on the streets? What are your quirks, manner-
ismsand habits that others might remember or find annoying or
attractive? Describe your own persona magical style and the
types of foci you use And then go back and examine the
questionsin theMagerulebook. How oldareyou?How wasyour
life different (what made you step onto the path of magic)?
What "touch of strange,” or mini-Awakening, opened the
mystic to the possibilities of the magical world?What was your
upbringing?When didyou firstencounter magic? How didyou
joinyour magical society?How didyoujoinyour cabal ?How do
you deal with the mundane world? What's your motive? Does
your character have a sense of her future? How does your
character see his mystic path? What conflicts wait in the road
of magical development?

That should be enough to get you started, but don't be
afraid to write up however long a description you think you
would enjoy. Just remember that any particularly bizarre back-
grounds need backup by points in Traits and, as aways, are
subject to your Storyteller's permission. Don't worry, though,
most Storyteller's are happy to accommodate any work you put
into your character's past, as long as it is reasonable and not
ridiculous. Remember, you were a somewhat normal person
before stepping foot upon the mystic path.

Trats

hallucination or epic fantasies envied by the mightiest
of Oneira,
. Novice: You eat heavy foods and watch strange movies
toinspireyour nightly ssssons
Practiced: You often dream about things that
interest you.
Competent: The contents of your dreams are open
to change.
Expert: Your dream world is a continuing project.
Master: Do you ever wake up?
Possessed by: Oneiromancers, Dreamspeskers, Authors
Specidties: Specific Changes (such as adding one congstent
component), Somnambulation, Nightmares

Skills

Hypnotism

Though the true limits of this skill remain unknown to
modem science, psychics and psychiatrists continue to test its
nuances. While myths of deeper agents and "Manchurian
candidates’ are probably far-fetched bur hidden truths in the
World of Darkness, it is up to the Storyteller to decide how
useful this skill truly proves. Careful attention should ensure



that mundane talents do not create feats that should only be
posshle with magic. Hypnotism can place a subject into a
trance, which lets the practitioner gather information or treat
psychological problems. To put a subject into a trance state
requires an opposed Charisma + Hypnotism roll against the
target's Willpower. An unwilling subject may automatically
resist simply by expending a Willpower point, so bresking a
strong mind may be avery time consuming process. The number
of successes indicates how much can be learned or the extent of
psychiatric help applied. Hypnotism used in conjunction with
various mental Numina or Mind magics may have increased
effects, such as programming specific actionsto occur at alater
time. See ds0 the psychic Numina of Empathic Hypnotism, in
Chapter Five, which allows afar wider range of effects,

. Novice: People you entrance probably got road
hypnosis even without you.
oo Practiced: You can learn some interesting things.

Competent: You feel comfortable enough to en-
gage in self-hypnosis.
Expert: You can reach deep into the mind of your

subject,

*»eee Master: An entranced mind is like clay in your
hands.

Possessed by: Psychiatrists, Interrogation Experts, Holistic
Healers, Psychics

Specidties. Interrogation, Behavior Training, Regression,
Hypnotherapy

Knowledges

Lore: Specialized

Some types of knowledge are very specidized and involve
many details that bear little or no reference to anything dse.
Thus, these secrets are extremely useful when applied to the
specific subject a hand but relatively usdess in any other
context. Knowing theinside circle of the Arcanum or the truth
about vampires could very well get you that needed research
grant or save your life if you are faced with the subject of your
knowledge. But knowing about vampires isn't going to do a
single other thing for you. When you choosea L ore knowledge,
it must be speciaized, such as Vampire Lore, Arcanum Lore,
Technocracy Lore,

. Student: You know many of the basics.

oo College: Y ou are starting to understand some of the
SEcrets,

see Masters. You are well versed in your subject of
Lore.

esee  Doctorare: You know as much as most of your
subjects,

Scholar: You know your subjects better than they

know themselves.

Possessed by: Occultists, Anthropologists, Witch-hunters,
Kooks

Specidties: Tradition Lore. Mummy Lore, Shapeshifter

Lore, Faerie Lore

Parapsychology

Serious study in thefield of parapsychology dates to the 1882
founding of the Society of Psychica Research in England Such
knowledgecontinuestoberegarded with suspicion by thescientific
community at large, but afew of itsidess, such as hypnotism have
even managed to enter mainstream medicine, Basic experiments
and theory concern one of two phenomenon: extrasensory percep-
tion or psychokinesis. For the theoretica student, parapsychology
involves die search for evidence of the nature of ps phenomena,
including non-sensory detection, influenceof randomevents, after
deadi existence and out-of-body experiences. All too often, such
studiesarefrustratingly inconclusive. For thereal psychic, however,
Parapsychology teaches one how to use his own powers.

Y ou should use Pargpsychology rollsfor psychic powersto
maintain concentration, perform group effects and delve into
the possihilities of what can theoretically be done with psychic
energy. Maintaining concentration will sometimes require a
Wits + Parapsychology roll. Working in conjunction with a
group usually demandsaPerception + Pargpsychology roll. Use
of Parapsychology with Paths isasindicated under the specific
power in question.

. Student: This stuff is interesting, isn't it?

X College: You have spent time observing experi-
ments in the field, or you have read many serious
works on the subject.

Masters: Y ou could even make aliving by teaching
or doing research.

Doctorate: Y ou engage in groundbreaking work such
as that which created hypnotism.

Scholar: If you aren't already a psychic, you are
getting close.

Possessed by: Parapsychologists, Psychics, Charlatans
Specidties. ESP, Psychokinesis, Trances, Conjunctions

New  Backgrounds

People don't actually start as blank sheets of paper, and
neither do sorcerers. Thefriendsand acquaintancesamagician
makes may serve to help her find out information or get out of
danger, but they say alot more about her character. Keeping a
job and, thus, an income may not always seem glamorous, but
it helps pay the bills and keep food on the table. Nearly every
sorcerer belongs to the normal society in which he resides as
firmly ashe belongsto hismagical society. Still, the very nature
of sorcery is intent upon gaining other advantages over the
surrounding world. The crafty magician will usually gather
mystical books, exotic material s, asafeplacetowork her rituas
and even a reputation amongst other practitioners. The Back-
grounds detailed in this section represent specia advantages
that sst sorcerers apart from mages and mortals alike.

Chole

You are a medium in the voodoo sense, originally known
amongst the Batala and other similar practitioners as chole or
Godflowers. That is, your body and mind are open gatewaysto
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the spirit world. Ghosts, nature spirits and the mighty loaride
you like afine horse. Today called Les Chevaux, literally The
Horses, amongst the Bata'a and other voodoo practitioners,
sorcerers and mages with astrong connection to the spirit world
are suitably respected. The sacrifice intrinsic to acting as the
open door between the realms is a sacred duty and gamers
immense attention from otherworldly powers and deep honor
among spiritual cultures. The power you represent is demon-
strated in the ease with which spirits may posess you and
channel their magical charms through you into the material
world. The higher your rating in this Background, the more
easily spirits can use you, for good or ill. This is the ultimate
sacrifice, however, and at least some of the loa will truly
appreciate and reward you. It is worth noting that this Back-
ground can even exist anongst otherwise normal mortals. The
will of the other wortd is not limited to the enlightened aone.

X The only voicesyou hear can be cured with psychi-
atric help.

. Weak — you are theequivalent of alame nag; -1 to
spirit difficulties through you.

oo Medium — you have practice, and spirits appreciate
this; -2 to difficulties of possesson and charms.

oo Strong — spirits favor a link such as you; -3 to

difficulties to affect the world through you.

e ee ¢ Powerful—the loaenjoy thegateway you provide; -4 to
difficultiestoenact spirit powers.

eee e | egendary — even the unbelievers see the divine in
you; -5 to target numbersfor spirits.

Guide

A mysdtica anima or minor spirit has chosen to help the
sorcerer dong her magical Path. Generdly such entities are very
interestedinthewelfare(or atleastfoibles) of humansbuthavesome
motive to attempt to encourage certain types of behavior in their
sorcerer companions. Crafty, knowledgesable in magica concerns
and possessed of inhuman senses thesebeingshaveal otto of fer their
patrons. Nothingisfree, though, and thisrelationship isatwo-way
dreet. Guides expect pecid treatment, including food, shelter,
friendship and even strange supernatural necessities. In return,
guides can help a sorcerer learn mythic tore, gain new Peths or
discover unseen things. Take the opportunity to cregte an interest-
ing, unique creaturewho hasreason to shareyour sorcerer'sfeteand
influence her behavior.

X Get a pet.

. Wesak guide — atalking, relatively non-combative
animal withafew occult skills.

oo Minor guide—exceptionally bright small animal or spirit

with detailed occult knowledge.

oo Apt guide— alarge, intelligent animal or asmaller
supernatural creature.

eeee Strong guide — an animal or spirit with a few
magical abilitiesof itsown.

eeeee Powerful guide— a creature with magical talents,
vast knowledge and probably a reputation.
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Mana

Whether they call it chi, essence, ki, pneuma, psychic
energy, ionized electrolytes ot any number of other traditional
names, sorcerers can tap into sources of energy that empower
themin their performanceof magic. Meditatingor restingonley
lines, in holy places or even in supercharged chemica baths
grants the magician who understands their nature a source of
power. Other sorcerers ingest adiet of rare substances believed
to invoke potency or engage themselves in strenuous rituals,
exhausting daily regimens of practice or hypnotic empower-
ment. Whatever the individual's methods, she exhibits an
energy that helpsher work her Art, aforce described by some as
being akin to breath or spirit, or, in Latin, "Mana."

When performing Path or ritual magic, a sorcerer may
expend Manato lower thedifficulty target number. Asusual,
her difficulty cannot be lowered by more than three; however,
Mana may reduce threshold instead, though never below one.
Recovering Mana requires the sorcerer to perform her chosen
method of rechargingand succeed inaPerception ++ Meditation
roll, difficulty 7, with each success restoring one point.

X You have to get by on yout skill aone.
. May store a pool of/expend one Mana
oo May store a pool of/expend two Mana

May store a pool of/expend three Mana
May store a pool of/expend four Mana
seeee May store a pool of/expend five Mana

STATUS

You have recognition within your occult, religious or
super-scientific society. Thismay be due to anything fromthe
circumstances of your birth to remarkable persona achieve-
ments. Note that this does not necessarily mean that you are
powerful, but you have a reputation amongst others of your
kind. Thisstanding meansassociateslisten to you and generally
defer — it does not automatically mean that you arewell liked
and, indeed, may evengainyou enemieswhoarejeal ousof your
fame. Theesteemyou havegained may not alwaystrand ateinto
authority in outside organizations either. Words of wisdom
spoken by the Pope seldom move even the poorest shaman.
Status may be gained in different groups with points spent
separately (i.e. Church Status, Bioengineer Status or UFO
Experts) or the character may hope that the Storyteller will rule
that it applies to the situation in question. Very high levels of
Status may gamer some small recognition among mortals, but
anyreal temporal power must be purchased with Influence. The
size of the sorcerer's group aso defines Statuswithin it. High
status for a small group may indicate virtual life and death
influenceand mediumstatuswithinavery largegroup may still
mean being unknown outside of your home turf.

X Who do you think you are?
. Close associates respect you
oo You have great influence over your branch of the

society and those attached to it

Others often seek your wisdom, sometimes from
fal away

Y our reputation extends far and wide, potentially
even to other cultures

seeees The Dalai Lama

New Merts and Flaws

Useof Meritsand Flawsisby no means mandatory. Infact,
if your group is happy assuming character wesknesses and
roleplaying their difficultiesand strengthswithout some magi-
cal carrot onastick, you arepotentially better off without them.
Liberal use of Merits and Flaws encourages goofy, weak, one-
note character concepts and min-maxing munchkin twinks.
On the other hand, they make extremely handy tools to
customize your character in ways that bend the standard rules
yet keep a universal reference point for everyone playing the
game. If your Storyteller sees them as tools rather than apain in
theass prove her right. Tekethem in small doses, and makesure
you haveastrong story motivefor doingso. Otherwise, youmay
just be the straw that broke the camel's back and soured her on
their presence in the game at all. Many of thefollowing sample
Merits and Flaws are intended to help show the special differ-
ences between sorcerers and other denizens of the World of
Darkness, but read carefully, some of them may be useful in
other venuesaswell.

PhysicalMeritsandFlaws

Sterile (1-pt. Merit or Flaw)

Put smply, your sorcerer cannot have children. For those
who practice Tantric rituals or require sex asafocus, but do not
desirepregnancy or unwanted children, thisisaMerit. For those
who belong to cultures, strong families or marriages that expect
them to have children, thisisaFlaw.

The How of Ki (3-pt. Merit)

Most advanced practitioners of the martial artsspend alot
oftimetryingtoexplain that their prowessisnotsimply a result
of skill. Desperately, they seek to explain that their might comes
from an understanding of the energy we all posseess the breath
of the inner spirit. You understand that lesson in a way that
allowsyou to apply it to physical feats. Y ou may spend Mana
(chi, ki, whatever your style calls it) points to reduce the
difficulty target number of any die pool for aphysica action.
Thedifficulty number may not be reduced lower than two, nor
may you reduce it by more than three. Obviously, you must
aready have the Manato spend or this Merit isusdess.

Socia Merits and Flaws

Faction Favorite (2-pt. Merit)

Awakened mages may be the visonaries who help the
Traditionsand Conventions build the future, but it isthe linear
mages who provide the bedrock foundation upon which new
recruits, cultural identity, stable Chantries and hopes for the
futureareactually built. Whether duetoaspecia distinctionfor
conserving the past glories of a Tradition or a solid reputation
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as one of the backbones of organi zational power, you command
repect in your Tradition or Convention. This is important
because the worl dwide influences of the mighty keystone asso-
ciations of magicians transcend most of the smaller societies
that manage to survive the ages. Modify all socid rolls con-
nected to Tradition or Convention Status or decision-making
by two points of difficulty in your favor.

Force of Spirit (2-pt. Merit)

The raw inner force of your soul grants you a certain
character that others may find irresistible. Perhaps you glow
withaninner light; maybeyour beauty seemsvirtually divine.
You may spend Mana points to reduce the difficulty target
number of asocial roll. Nodifficulty may belower than two, and
none may be lowered by more than three. Obvioudly, you must
posess Mana points to be able to spend them,

Ritual Congregation (4-pt. Merit)

Some magicians require large numbers of believersto aid
them in creating the resonance and trappings necessary to
invoke spdlsor rituals. Most individual slimited in suchaway
become adept at manipul ating or swaying audiencesinto hel p-
ing them, unwittingly or not. You have carefully cultivated a
group of at least 100 members who are at least familiar enough
with the conceptsof your magicdl styletoserveasuseful aidsin
the process. Of course, most of them are expecting something in
return, whether it be redemption, socia interaction ot direct
magical benefit,

Mistreated Minority (1-or-more-pt. Flaw)

Inmany cultures, somegroup of peoplefall soutsideof what
isconsideted normal and acceptable by the majority. Prejudice
andracial hatred arepowerful forcesthat continuetodivide and
harm mankind throughout theworld. Y ou may behomosexual
orof adifferent color of skinorevenjust spesk adifferentdialect.
Whatever thedifference, it must be something that causesyou
penaltiesin sociad interaction due to no real fault of your own.
The degree of penalty, and thus the number of Flaw points
gained, depends upon just how harmful and prevalent the
prejudicial behavior of the majority is

Storytdler's Note: Even discussing this sort of Flaw may
cause unexpected arguments within your group. If you do not
feel that your group is mature enough to explore themes of
hatred motivated by race or sexual orientation, then leavethem
alone. If youdodecidetoexploreit, youwill probably learnal ot
about yourself and others that you never knew, but make sure
everyone goes home happy and still friends. If things get tense,
takea break, get somecoffee, remind each other that you are all
friends and that the reason you are together is because these
prejudices are NOT something you feel, just something you
know exists. Unfortunately, these sorts of uncomfortable ideas
are often exactly what motivate real-life villains.

Mental Merits and Flaws
Strength of Psyche (2-pt. Merit)
Y our character has trained her mind to tap into the deep

reservesof mystical energy she possesses. FHlooded with increased
power of thought or perception, her mental faculties are tempo-
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rarily increased greatly, and she findswhatever task she under-
takesmuch, easier to accomplish. Y our sorcerer may channel her
mystical energy into mental activities other than magic. You
may spend Mana pointsto reduce the difficulty larger number
of any die poal for a mental action. The difficulty may not be
reduced below 2, nor be reduced by more than three points.
Depending upon the use in question, her psyche empowers her
perceptive nature, grants her insight into the strange tongue or
plunges toward a solution to her puzzle.

Detached (4-pt. Merit)

Y our psychichastherareability toview hispsychicabilities
as separate from his physical existence and can maintain this
distance even under adverseconditions. Wound penaltiesdon't
affect your use of psychic powers until your character reaches
Incapacitated. If he's Incapacitated, then you may spend a
Willpower point to use a psychic power at half the normal dice
poo] (rounded down). Thisaction may be performed only once
per scene, after which the character fallsunconscious, so choose
last-ditch efforts carefully.

Black and White (1-pt. Flaw)

The world is really a collection of shades of gray, but your
character doesn't seeit thatway. Toyou, everythingisclear asblack
and white. Y ou think in terms of people being either for or against
you, hot or cold, good or evil, easy or impossible, stupid or genius.
This dosed mindset can cost you dearly in missad opportunities,
misunderstandingsand under- or overestimation of others. Insocid
situationswhereyour judgmental nature comesto bear, whichare
moreoftenthan you might think, you suffer aone-point penalty to
difficultiesof rolls. ThisHawisparticul arly suitedtopairwiththings
like Code of Honor and other overly focusing Merits.

Pacifist (5-pt. Flaw)

Truthfully spesking, thissort of behavior should probably not
beconsideredaFaw, but asmany insoci ety view pesceasweskness,
it can be a disadvantage. Due to strong religious or mora convic-
tions, you will not harm another being. Y ou may defend yoursdlf
with warding magic or deflective effects, and may even engagein
peaceful demongtrations and resistance. However, you may not
cause damage to anyone. It is important to note that this is a
psychologicd restriction, not a supernatural one. Certainly, it is
possibleforyoutohurtsomeoneaccidental ly, butyouwoul dnever
doitonpurpose. Playerstaking thisFlawshould be preparedtoplay
itsdifficultredtrictions. Inmost Storytellinggamesthereislikely to
be some level of physica conflict that makes playing it seem
impossible. Neverthdess, great men from Martin Luther King to
Gandhi have practiced pacifism.

Supernatural MeritsandFlaws

Psychic Ritual (2-pt. Merit)

Y our psychic isatruerarity anongst the pute practitioners
of the Artsof mental magic. Some redlization of the importance
of the universe has crept into his consciousness sufficiently that
he has even managed to create a ritual that allows him to
perform some extended psychic effect. You need to create a
ritual, approvedof by your Storyteller, for oneof thelevelsof one
of your character's psychic Paths. When your character perform



thisritual, you may use the normal rulesfor ritualsand extended
magic rules, with minor necessary changes. Obviously, as your
psychic does notgain Paradox, thepenalty for abotchfallstothe
Storyteller, greatly increasing the horrific effects of the cata-
strophic failure. Your roll is limited to no more dice than your
psychic'sStamina+ Parapsychology. (I nthiscase, youmayroll
simply your Stamina dice, even if you don't have the Parapsy-
chology Knowledge.)

Style Seeper (2-pt. Merit)

Magic only works one way, and your character knows it.
When other people try to pull stupid tricks, your sorcerer sses
them for what they are, or at least tries. Anytime you witness
magi c that fitsintoyour character'sstyle, everythingisfine; your
sorcerer is treated as an Awakened being. Any time she wit-
nesses any magic that falls outside of her style, she countsasa
Seeper. Because this specificaly targets your character's en-
emies white alowing you to merrily continue with your magic
as normal, this disbelief in other magic is considered a Merit.
There may be times it harms your character, such as when
another mageistrying to heal her and she just thinks he cannot
do s0. More often, however, her incredulity serves as a partial
defense against the Arts of others.

Twin Link (4- or 6-pt Merit)

Akin to the Mage Merit Twin Souls, the psychic shares a
constant psychic bond with another person. This gives them the
benefit of the Level Two Synergy effect. Additionally, the
psychics joined by a Twin Link get +2 to their Empathy score
but only with regards to what their twin isfeeling. Asa 6'pt,
Merit, the members of the Twin Link can purchase the power
Synergy, in addition to other psychic powers they may have, at
acod of 7 freebie points per dot and 3 experience points per dot
to raise. This Synergy power works only on the other member
of the Twin Link.

Wild Talent (4-pt. Merit to 4-pt. Flaw)

Though many psychics lack formal training of their gifts,
some lack even the most basic control of their powers. These
"wild" psychicstend to have powerful gifts, though the lack of
control makes up for the extra power they might have. To
determine the level of the Flaw, use the following table. The
total Merit or Haw cannot exceed 4 points.

+1 For every extra die the character has when using
the power.

-1 The character must makea Willpower roll (difficulty
7) to use the power.

-2 The character can only consciousy use the power

defensively. (i.e, A precognitive character can
activate her Danger Sense, or a telekinetic can use
the power to deflect attacks.)

-3 The character has no conscious control of the
power, but it works more often to the character's
benefit that not. (A clairvoyant who has useful
clairvoyant dreams.)

-4 The character's power activates randomly (at lesst
once per game sesson) and often at inopportune or
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embarrassing moments. (The channeler contacts the
spiritof anancientwarrior duringafancy dinner party.)

Blood Magic (5-pt. Merit)

Perhaps you learned magic from aparticularly dark cult.
M aybeyour spirit needsadditional energy, beyondyourstrength
of will, to enact magic. Perhaps you foolishly studied under a
vampireorfromtomesplunderedfromvampires. Whatever the
reason, your sorcerer'suseof magi c alwaysrequiresthe sacrifice
of hisown blood. In some casss, it will simply bum away from
inside. In others, the magician must cut himsdlf and include it
in the ritual. Each use of magic causes an unsoakable level of
bashing damage. Furthermore, the Resonance of your magic is
likely to bedark, or at thevery least, martyred in nature.

Path Natural (5-pt. Merit)

Y our sorcerer isespecialy talented in the exploration of a
single Path of power. Hemay haveanatural inclination toward
expressing its nature due to incredible related mundane skills,
spiritual might derivingfrom past lives or asupernatura heri-
tage. He may even have struck holy or unholy bargains for
power. During character creation, you should choose one
magical Path. InthisPath, you pay only three-quarters experi-
ence to advance to higher levelsor to obtain ritual sfor the Path
chosen.

Struggling Awake (5-pt. Merit)

For most mages, the act of Awakening isa sudden explo-
sion of realization, regardlessof how long the study has taken to
get her there. For some, however, the trip to understanding
affinitive magic is a bout of glimmering sputters, and this
traipsing back and forth across the veil may even happen to
sorcerers. A subtle understanding of the broad theories that
bind together vast forcesof the universecan briefly seem crystal
clear and quickly dissolve into a vague sense of loss. Intheface
of the empty feeling of adeeper understanding, the linear mage
once again takes up the reins of power that have been so
thoroughly ingrained in her nature, until the glimmer recurs.

Whenever the player triesto cal upon his Avatar's strug-
gling magic instead of just practicing his norma Paths and
rituals, he must first declare what he is trying to do. The
Storyteller thenrollsasingledie. A result of oneisabotch—
yes, the Awakening isdangerous— withthemost likely result
being some episode of Quiet as the sorcerer strives to come to
termswith his consciousness. Otherwise, calculate the effect's
rating in Arete and Spheres. If the single die roll equals or
exceeds this total, then the player rolls normally to cast the
effect, usng the minimum dice possible — that is, trying to
affect minor forces (Forces2) wouldrequireat least afouronthe
initial single die (two for the Forces two for the Arete) and
wouldallow theplayer toroll twodiceforan effect. Ifthesingle
dieroll fallsshort, then the magician probably gets some minor
effect in the desired direction but failsto do anything spectacu-
lar. All other rulesapply asnormal toamage, includingsuffering
the forces of Paradox, Fortunately, specialization aso applies:
All rollsof 10garner afreeadditiona roll, andarall of 10 onthe
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initial single die grants one automatic success to the magica
effect itsalf.

Asone example, Conrad wantsto summon anange! tothe
aid of his Red Monk sorcerer, but does not have the necessary
Paths or rituals. His pedagogue of an Avatar pushes him to try
anyway. Jessrollsadieand getsa 10, lucky for Conrad. Merely
calling a spirit is a Level Two Spirit effect and therefore
Conrad's character getsto roll an Arete of two (the minimum
required) for the effect. The ten on the Struggling Awake Merit
roll does grant him one automatic success, however. Rolling
withan Areteof two Conrad provesexceptionally lucky scoring
asuccessand a 10, allowing him toroll again, which grantshim
another success for atotal of four. Jess rules that alesser angel
hears and decides to make an appearance. Unfortunately for
Conrad, thisisdefinitely vulgar, and there is adeeper present
(surprise), so his Red Monk gamers three Paradox points. "The
Lord is meant to move in secret,” he laments to himsdif. If the
dierolled amere two, Conrad'ssorcerer woul d havehad but one
Arete and one level of Spirit available, and he would be
potentially granted a vision of the local spirit realms and any
angels that might be there. In desperate trouble, he might soon
find himselfjoining them.

Totem (5-pt- Merit)

A powerful spirit has taken aspecial interest in you. This
isprobably pan of your sharnanic path, but it ispossible that the
spiritshavesimply chosen you for somehigher purpose. Maybe
you are somehow related to one of the Changing Breeds. The
spirit actsas amentor, and all of the normal rules for mentors
apply, alowingthesorcerertolearn Abilitiesor Pathsrelatedto
the nature of the spirit more easily. You should come to an
agreement with your Storyteller as to a type of spirit that might
adopt your sorcerer for what he can offer the natural world.
Essentialy, the spirit acts like any other mentor excepr that the
wisdom it hasto offer are mystical and cosmologica beyond the
ken of most magters. Unfortunately, its knowledge of the real
world, outside of whatever its realm of dominion might be, is
extremely limited, andit probably believesfirmly intheconcept
of chiminage. (Chiminage is the idea that service between the
material and thespiritual isthe expected way that thingswork.)
Thisattitude might be present in amortal mentor, but it issure
to exist in a Totem.

A more comprehensive version of this Merit (and of
shamanic principles in general) can be found in The Spirit
Ways.

Psychic Feedback( 1-, 2- or 6-pt Flaw)

Whilethe psychic is gifted with potent powers, the use of
the talent tires him. Some psychics even experience minor
cerebra hemorrhagesfrom the strain of using the power. Asa 1
point Flaw, the character experiences headaches or dizziness
from each use of die power. Roll Stamina + Meditation (diffi-
culty 7) or experience a round of pain or disorientation. All
actionswhileinthisstateareat +2 to the difficulty number. As
a2 point Flaw, the psychic experiences minor long-term pain



fromuseof thepower. Y oushouldroll Intel ligence(difficulty 6)
to "soak" the power's activation successes, which are scored as
bashing damage. As a 6 point Flaw, the psychic takes this as
lethal damage, though a"mental soak" isstill allowed.

Unsettling Effect (1- or 3- pt. Flaw)

Though many psychic powers are completely intangible
and unnoticeable, something about your character's psychic
phenomena causes others to recognize that there's something
weird going on. For one point, you have a single intangible
power (like Telepathy or Psychometry) that generates an
unsettlingeffect—perhapsyoursubjectscanfeel your character
paging through their mindsoreveryone around thepsychicfeeis
a welter of harmless but eerie emotions when she touches a
psychically-charged object. For three points, all of your intan-
giblepowers (including onesthat you learn | ater) have somesort
of unsettlingeffect likethis. Thisisinaddition toany Resonance
that your character may have.

Big Mouth (2-pt. Flaw)

You talk too much, and it getsyou in to trouble. You tend
to blurt out painful truths at inopportune times. At least once
per high-tension socid scene, you must spegk your mind. You
can avoid the pain and embarrassment this costsby spending 1
Willpower point. ThisFlaw isparticularly dangerousfor infor-
mation-based psychics, who tend to blurt out other people's
secrets as readily astheir own.

Ps Focus (3- or 5-pt Flaw)

Perhaps your psychic needs his lucky crystals to properly
heal the sick. Possibly, his cyberkinetic powersrequire himto
mime the action he wishes the machine to perform. Maybe his
telekinesis only works on a hubcap he found one afternoon.

Either way, he requires some form of crutch for his psychic
powerstowork. For 3 points, thecharacter must gestureor speak
some catch phrase or incanration for the power to work. For 4
points, the power requires a physical focus to work (crystals, a
hypnotist'spocket watch, aharmonica). For 5 points, the power
only workswith aspecific focus, akin to amage's uniquefocus.
(See pages 202-203 of Mage Revised).

Path Inept (5-pt. Flaw)

For somereason, your sorcerer isconsiderably limitedinhis
ability to advance in the study of acertain branch of your chosen
magic. This may be the result of acurse, poor training or even
emotional scars from childhood. Whatever the reason, you
must choosea single Path from that available to your character's
Society. In this Path, you must spend one quarter more experi-
encepointsfor any gain of Path level or rituals. Be sure to choose
a Path that your character plans to study — your Storyteller has
ways to get back at you if you try to avoid your Flaw.

Ritual Sleeper (5-pt. Flaw)

There is no such thing as the quick fix. Real magic takes
timeand effort. Y ou cannot just waveyour hand and expect the
forces of the universe to leap at your beck and call — at least,
that'swhat your character thinks. Y ou do not have accessto any
instant magical effectswhatsoever. All of your sorcerer's magic
isthereforelimited torituals. Even normally "instant" effects
requiresomeritual; your sorcerer must deviseritual stoperform
the equivalents of the fast effects that other sorcerers perform.
If the rulesfor your character's magical society already consider
this, your Storyteller may disallow thisoption for Raws. Ironi-
caly, this means that any time your character witnesses any
ingtantaneous magical effect, she is treated as a Seeper.
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CHAPTER FOUR:

PATHS AND
RITUALS

The arcane arts follow specific rules and forms
| that thosewith the necessary talent and dedica-
' tion may exploir. The sorcerer learns the laws
that govern powers beyond nature, whether
through extensions of science or progressions
into the supernatural. For each route to power
there isa Path. Be it a mythic thread hidden in
legend — the home remedies passed down ina
family or the 100-year-old formula of a secret
society — or a highly-specialized branch of sci-
ence, each Path exerts influence over a power beyond the reach
of normal, unaided humans.

A sorcerer's study of Paths opens die door to variousformsof
megicd practice. Each Pathofferscommand over one aspect of
nature or supemature. Though each Path has limits — on€'s
understanding of the arcane principles of firedoes not necessarily
trandate into a mastery of transportation — the diligent srudent
carefully takesstepafter stepuntil, hopefully, completedominion
over agivenareaof study isachieved. Other magiciansstudy many
Paths in dilettante-like fashion, gathering a smattering of arcane
knowledgeover severd mydtica or super-scientific principles—just
enough to perform curious and impressive feats but far from the
power wielded by amaster sorcerer.

While each Path bresks down the components to com-
mand and control a specific discipline of study, the Paths

themselves give only the most general instruction. A sorcerer's
knowledge of Paths opens the door to true study but only
providesthetools. True, asorcerer canperformmany taskswith
a few steps dong a Path, but there is a difference between
controllingsomething'snatureandunder standingitsnature. Asa
sorcerer gathers experience, he broadens his knowledge of the
Path with rituals. By means of rituas, the sorceter applies the
Path's principlesto greater effects. Perhaps the scientist under-
takes a long laboratory process designed to distill out the pure
formof anelement, oramagicianreinforceshisPathskillswith
lengthy chants and paeans. In either case, theritual represents
a strength born of comprehension, the means to turn simpler
Paths to more complex and spectacular ends.

TheStructureof Paths

The Paths of magic and science are not dependent on the
tools the sorcerer uses or the sudies that the sorcerer under-
takes. Be it a technosorcerer using a teleportation apparatus or
a student of arcane magics transported by a spirit of wind, both
use the Path of Conveyance, although they havevery different
means of implementation.

Pathsare brokendown into twodifferent parts. spels (also
referred to as effects) and rituals. Spells can be cast quickly and
can be modified and customiied easily to allow for changing
environments and situations. Rituals are much longer, more
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formalized and often more powerful castings that can work
permanent changes. Spells and rituals are divided up into six
levels; only thefirst fiveare avail abl eduring character genera
tion (and, in al fairness. Storytellers should restrict newly
generated sorcerers to no more than the third level of experi-
ence in any given Path).

ASPECTS

Some spells have aspects (or effect components), parts of
the spdll that the sorcerer must specify prior to casting. When
aspdl is cadt, the playet determines how much he wants to
emphasize each aspect, by according dotsfrom the Peth rating
into the various aspects. In essence, a sorcerer must divide up
successes among various aspects of thespell, just like amage—
affecting multiple people requires several successes, extending
the duration requires extra successes and so on. The default
successfor a Path assumes casting the spell onone target for thePath's
usual specified duration. Anything beyond this requires extra
uccessesplaced in the aspects, togainadditional targets, longer
duration, wider area, stronger effect and so on. Each Path lists
severa aspect possibilities. These aspectsshow thetypicd limits
of the Path at that level of casting — if your sorcerer has three
dots in a Path, then the typical spell hits the third aspect level
at best. If you wish, you can cast aspdll with alower aspect; since
you use the highest aspect to determine difficulty, this means
that a sorcerer with ahigh level in a Path can cast lower-level
effects more easily. Each aspect that you invoke beyond the first
level costs one success — so many Paths require two or three
successes to affect anyone other than the cagter for more than
a moment. Conversdly, if you score enough successes, your
Storyteller may allow you to pick ahigher level aspect: If you
manage to double your required successes, you can push one
aspect alevel above your normal limit! Thus, onareally good
roll, your sorcerer might cast aspell withamuch stronger effect
or longer duration than normdl.

Rolls

Almost all spellsandritualsrequirean Attribute + Ability
roll. Often, thisisIntelligence + Occult (Intelligence + Science
or Intelligence + Technology for those practicingextraordinary
stience or technosorcery), but some Paths have different re-
quirements (see each Path for details).

Difficulty

Effectshaveabasedifficulty of (4 + level of thepath used,
or the highest desired aspect if an aspected effect). Someeffects
willhavemodifierstothishasel evel of difficulty; thesemodifiers
are detailed in the text for each Path,

Time

Effects normally take one turn per level of the effect (or the
highest agpect of the effect) to cadt, unlessnoted otherwise. Rituals
takeaminimumof 10 minutesand normally takemuchlonger; mogt
rituals have adescription indicating their time component.

Extended Rolls

If aspell needs more successes than the sorcerer thinks he
can get in asingle period of casting, he can try for an extended
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Ignoring Aspects

The new system of agpects for spellsand ritual s adds
flexibility and detail to Sorcery, but at the cost of some
simplicity. If Storytellersprefer, they can easily ignorethe
aspectsand merely set all agpect ratingstoequal the dotsof
knowledge the sorcerer hasinthe Path or that heisusing.
So, for instance, ifasorcerer hasthreedotsin Healing, then
any healinghedoeswill cureonelevel of bashingdamage,
relievefairly major pains, cureany diseaseof ToxinRating
2 orlower and cause | ethal damageto hedl 25 percent faster
than normal, with a difficulty of 7. When choosing to
ignore aspects, the Storyteller will haveto adjudicate how
many successes are hecessary for an effect to work; gener-
ally, however, asingle success will allow for arelatively
simpl eeffecttocomeoff, while3successeswil l ensurethat
most spells will work without difficulty.

Note that the psychic phenomenain Chapter Five do
not use aspects, they're assumed to be simpler in effect,
generally becausethey'reeasier to perform. Y ou caneasily
convert psychic phenomena to use aspects if you want,
though this can make them more powerful — at the cogt
of additional successes the player could specify a much
larger area or effect than normal.

roll,justaswithmost skill checks. Eachadditional roll addstime
equal to theamount already spent in casting. For example, if
Father Michael had determined that there was little chance of
him actually making the blessing work, he could try for an
extended roll. Since the highest aspect is3 dots, thefirstdieroll
of the castingwill take 3 turns. Thesecond dieroll will aso take
3turns, thethirddieroll will take6turnstocomplete, thefourth
12, etc. Aswith all extended task checks, afailureonadieroll
simply means no successes are garhered, but a botch instantly
kills the spdll, and any chance of success,

Failure

If asorcerer fail stogenerateenough successes, thespell fizzles.
Mog such failuresmerely result in die energy being wasted, with
only minorinconveniencesor sideeffects(indeed, formostsimple
effects, failure has no further results).

Botches

As sorcerers don't tug and pull at the Tellurian with the
same dynamic force that Awakened triages exert, they don't
suffer the burning backlash of Paradox. On the other hand, a
sorcerer does still do magic, and channeling such forces is not
without inherent risk. When a sorcerer botches, those risks
come home.

Typically, abotch resultsin some sort of chaotic misfire or
horrid backlashfromaspell. Theexact effectsdepend uponrhe
Path in question and the use in particular. Most Peth descrip-
tionsincludeideasforvariousbotchpossibilities. TheStorytel ler
should tailor the results of the botch to the Path's power level,
the desires of the sorcerer and the style of magic used. For
instance, a machine designed to harness metaphysical energy is
far more likely to explode than aflying carpet.



TheParadox rules(p. 194 of MageRevised) givesomeideasfor
meagica botches Of course, sorcerersdon't usudly havemattersend
asbadly. Ingenera, asorceroushbotch doesn't automatically inflict
damageand dmost never resultsinamanifestationof aspirit, rellm
or Quiet. Usudly, the botch simply meansthat thespdll firesoff an
effect completely out of thesorcerer'scontrol and againgt hisdesire.
There are exceptions, though! Sometimes spirits do show up to
chadtise errant sorcerers, and sometimes the magiciansfind them-
selvesshunted to strange realmsor struck insane. It'sall part of the
price of power....

Rituals

Many Paths have rituals associated with them (and some
Paths can only be used as rituals, such as Enchantment and
Alchemy). Rituals are collections of precise mystical formulas
that take time and effort, and usually some small expense, to
bring about but have effectsthat are greater than aquick spell.
Rituals normally take longer to work than aspell or effect, but
their power can be much greater — often greater than that
which astudent of the Path would normally be able to summon
at their current level of experience.

Most rituas require a basic level of knowledge about an
associated Path; those that do not can be learned by anyone, even
those who have not studied the Path (an example of this is
Counterspdls, whicharereallyjust aset of ritual sand spellsthat are
common knowledgetoall Peths). This knowledge requirement is
indicated by thedot rating of theritud; if aritual hasaratingindots,
you must have at leest that many dots in the Path to learn it. All
rituals cog 3 points to learn; finding someone to teech oneto your
character, or the grimoires necessary, is always another matter...
many of theserituals are known only as rumor or legend. In some
exceptiona cases, eventhetotally uninitiated canuserituals, casting
them by rote out of agrimoire... or they can try! Botchesin these
cases are usually incredibly bed.

CreatingRituals

Sorcerers can create new rituals, under certain specid
circumstances. They might happen upon a new alchemical
formula, for example, or they may perform a given extended
casting of aspell so many times that they formalize the process.
Storytellers may also wish to create their own rituals for inclu-
sonintheirgames Theguidelineshere arejust that, guidelines;
asaways, let your ownjudgment as Storyteller and the needs of
your chronicle be your guides.

That said, typically, aritua dlowsaspdl to have agreater
duration, power or area of effect than anormal spell will allow,
at the cogt of a much greater casting time (most rituals take at
least 10 minutes to cast, and many take hours or even days).
Someritualswill give the sorcerer accessto more ability than he
would normally have (usually equal to an additional dot in the
Path; so aLevel Threeritual might let thewizard cast an effect
that would normally need Level Four in the Peth). In the case
of Pathswith agpects, aritual might allow the sorcerer to cast an
effect created with twice the normal amount of aspected suc-

cess, or might give accessto powersthat arerelated to the Path,
but not a normal aspect of the Path.

The creator must have knowledge in the Path at least one
dot higher than that needed to learn theritual (especialy ifthe
ritual allowsthe sorcerer using it to exceed his normal knowl-
edge). He must a so spend some months in research, working on
perfecting the new ritual (during which time he will cast the
ritual many, many timesand likely become thoroughly sick of
it before he is done). Once all this is accomplished, roll
Intelligence + Occult (difficulty 9). You must achieveat least 3
uccesses for the sorcerer to successfully createaritual that will
actually be useful and comprehensible to others; otherwise, it's
back to the drawing board. At the Storyteller's discretion, an
astounding success (6+ successes) may result in arirual that is
exceptiona insomeway; it may beeasier to learn (lowered Path
knowledge), have additional (beneficial) effects or take less
power or time to cast. A botch might mean that the work is
simply wasted, that thefinal test ritual backfires (injuring the
creator) or that theritual works, but has some unexpected (and
undesirable) sde effect.

PathsandStyles

Though not technically a "game mechanic," a sorcerer's
style is as important as any other aspect of practicing a Path,
Each sorcerer learned to do magic in a specific, linear fashion,
and that form always colors the sorcerer's technique, even ifthe
character later learns new methods. The members of the An-
cient Order of Aeon Rites, for instance, base much of their work
on Pythagorean numerology and Enochian rituals; practicing
Paths through such means seems very different from a wise
woman's use of herbs and songs or an extraordinary scientist's
high-tech tools and labs.

The primary division is whether the character isamythic
sorcerer or an extraordinary scientist. The former relies upon
magicd techniques and builds Paths through supernatural
correspondences, tables, ritual s, prayers, chantsor similar meth-
ods The latter uses extremely advanced scientific theories,
specialized tools, delicate procedures and specially-prepared
research environments. To the uneducated observer, the ad-
vanced research lab isjust as arcane as the magician's library,
and the maddeningly complex 12 circles of ritual summoning
are just as indecipherable as a scientist's tensor calculations
relating to space-time motion. Both use "magic," but one
proceeds from the mystical while the other proceeds from the
rational. The two rarely work together, given the dichotomy
between Traditions and Technocrats. (Technically, psychics
could be considered a third style, but their phenomena have
specia rules detailed in Chapter Five and are typicaly not
included in theusual groupsof sorcery.)

Once the base type of style is established, look into the
sorcerer'sstyle in amore persona fashion. Does the mystic rely
upon runes, charms, specia words of power or elaborate dances?
Does the scientist study pharmacology, high-energy physics or
bionics? See Chapter Two for several societies that give ex-
amples of styles.
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ADVANCED TECHNIQUES
FAST CASTING

Inacrisis, asorcerer can choose to trade difficulty for goeed —
by cutting corners and leaving out controls, thesorcerer isabletoget
aspell done more quickly, athough the spell ismuch moredifficult
tocontrol. For every turnyoushaveoff thecastingtimefor theeffect,
add a+1 tothe difficulty (maximum 9; additional modifiers create
athreshold, asin Mage Revised p. 62). Spellscast thisway always
require a Willpower point, above and beyond their normal costs.

HANGING SPELLS

Sorcerers have long realised that while their spells and
rituals can produce some impressive results, they are not nor-
mally fast working. Some sorcerersdealt with this problem by
studying the martial arts as well as the mystical ones. Others
lured guards to protect them or attempted to make themselves
so indigpensable to their community that none would want to
visit violence upon them. Some, instead, learned new ways of
casting spellsand ritual s so that the sorcerer could carry them,
nearly hut nor quite activated, until they were needed. These
spellsarecommonly referred to asbeing "hung" or stored by the
sorcerers who practice this art.

To hang a spell for later casting, the sorcerer casts the
spell asper normal bur paysone Willpower immediately and
adds one to the difficulty. The player then marks down the
name of the spell and the number of successes scored. The
sorcerer may then release the spell at any time (solongasthe
sorcerer would normally be able to cast a spell — an uncon-
scious magician can't release a held spell). Releasing a spell
takesone turn; at that time, the player must pay the normal
casting cost for the spell or ritual and allocate successes on
the spell's aspects, if any.

A hung spell is a constant distraction to the sorcerer; it
requiresasmall level of semi-constant attention, even when
sleeping, thar is a persistent drain on the sorcerer's focus.
The sorcerer adds +1 to all mental and socia tasks while she
is carrying a hung spell. This penalty increases by an addi-
tional +1 for every additional two spells the sorcerer is
carrying (+2 at three spells, +3 at five spells, etc.).

Note that Awakened mages tend to "hang" spells by
using a Time effect in conjunction with the regular effect,
and a mage's "hung" spell usually only counts against addi-
tional magic, not against other tasks. Depending upon how
flexible you want to make sorcerers, you could alow a
sorcerer to hang spells with only a concentration penalty to
additional magic, or you might have an entire Path devoted
to hanging spells (in which case the sorcerer would need a
Path raring for Spell Hanging equal to the Path rating of the
spell stored).

Trading Skill for Power

Experienced sorcerers can reduce or even eliminate the
high price most Paths charge in Willpower. A sorcerer with
two more dots in a Path than the minimum required for a
desired effect may choose to cast the spell at the higher
difficulty and reduce the cost in Willpower by one.
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MessingwiththeV ariables

By default, sorcery isamysterious, meticulousart
that takes time to build up, time to work and. in
return, hasfairly reliable set effects. Some Storytell-
ers, however, want a faster-moving system for sorcery
or one that is easier to work and more potent. Con-
versely, other Storytellers want to make sorcery harder
to work, especially in any kind of hurry and much less
reliable. Here are some suggestions for each. Usually,
adjusting only one of these variables will have the
effect you want; modifyingall of them will make for a
very different magic system,

DIFHCULTY

Reducing the difficulty roll to 3 + level of effect
brings sorcery on apar with a vampire's blood magic and
makes sorcerers a little more competitive with other
supernatural creatures. Increasingitto 5 + level of effect
makes it much more difficult ro pull off large effects of
any kind.

Time

Reducingthetimecostto 1 turn per 2 level sof effect
makes small effects very essy to use and large ones
feasible even in combat. Doubling or tripling the time
cost makeseffectsstrictly non-combat (since most fights
will be long over by the time the casting isdone). It this
option is taken, you may want to eliminate the concept
of Fast Casting altogether.

Willpower
Many effects cost Willpower to use; reducing or
eliminating these costs make sorcerers able to carry on
their activitiesforamuch longer period of time (possibly
too long). Increasing the Willpower costs makes spell
casting a much more unusual activity, something to be
done only when all other chances have been used up.

RestrictingKnowledge

Some of the higher levels of Path knowledge can
wreak some pretty impressive effects. Even with Story-
teller prerogative and the need to work behind the
scenes for the most part, there may be levelsof aPath (or
entire Paths) that the Storyteller simply doesn't want
her players to have access to. Thisisfine; not every Path
is appropriate for every game, and somegames will stress
some Paths above others. Storytellers should therefore
feel free to restrict, or even disallow, any and all Paths
from unlimited advancement or charge extra experience
cogts (or other, darker, costs) for some Paths.

Example: Danielle is a master Shapeshifter, withfour dotsin
the Path. She decides she would rather be a redhead, and works
a spell to change her hair color and adjust her skin and eye color
slightly to match. Normally, this would cost 1 Willpower, require



* « in the Path (to effect multiple small changes at once) and have
a difficulty of 6. She decides that she'd rather not deal with the
codt, casts the spell at her highest difficulty (8) and forgoes the cost
in Willpower.

WillpowerandQuintessence

Spending a point of Willpower (in addition to whatever
cogsthe spell normally incurs) gives the sorcerer one automatic
success, in addition to those rolled on the dice. Raw Quintes-
senceistypically usdessto asorcerer; sheliterally doesnot know
it is present and cannot interact with it in any meaningful
fashion. A particularly potent bit of Tess might be of use to the
adept sorcerer if she uses it in some appropriate fashion: ingest-
ing abit of faerie food, burning the remnants of an archmage's
staff inaritual fire, etc. Normally, this will reduce the difficulty
of a sorcerer's task by 1 or 2. Most sorcerers stick with a
speciadized form of Tass or Quintessence according to their
version of magic — asorcerer used to chi energy will store and
concentrate only that sort of power (se aso the Mana Back-
ground, p. 53).

CombiningPathsandSpells

Spells from disparate Paths cannot be combined for
additional effects. Each spell is a separate entity, and the
knowledge of one Path does not easily mesh with that of
other Paths. A seriesof spellscould be linked together (using
Conjuration to summon a weapon, then the Hellblade ritual
tost itonfireimmediately), but both spells must be enacted
separately. Alternately, asorcerer might be ableto fashion a
ritual that relies upon the knowledge of multiple Paths or
hang one spell in order to cause it to affect a later spell, but
these complexities are in the Storyteller's hands. Most
sorcerersshould berestricted to thelimits of each individual
Path. By definition, such Paths are linear magics, not the
affinitive, flexible power of the Awakened Spheres,

Teamwork

Sometimes, you can only get by with alittle help from
your friends. In order for two or more sorcerers to cooperate
on a spell, they must both have the same Path (a master
Conjuror isof little help to the Healer trying to cure acancer
patient). One sorcerer (usually the most skilled) is chosen as
the prime caster, makes al rollsfor the spell and derermines
how any aspects are set. Note that, generally, sorcerers can
only cooperate if they have roughly compatible practices. A
magician from the Ancient Order of Aeon Rites, used to
using precise Pythagorean formulae, may not have any
reference point to combine her spellswith a psychic's powers
or a techno-shaman's spirit machinery.

Each assistant rollsher magic check aswell, to seeif she
succeeds in helping the lead spellcaster. Two sorcerers can
operate together without a problem (aside from the clash of
personalities, magical styles, foci, agendas...); each addi-
tional sorcerer adds one turn to the casting timefor the spell.
Each successful assistant reduces thedifficulty of the leader's
magic roll by one, to a minimum difficulty of 3.

Failure can carry a heavy price. If none of the assigtants
succeed at their magic checks, there isno additional problem,
but if any assstant botches, add 2 to theprimecaster'sdifficulty
(anything above 9 addsthresholds, asusual). Ifthe leader of the
spell botches, any complications gathered fall not only on the
leader, bur on the whole team. This can be very unpleasant
when performing major rituals or Summonings....

CounterspellsandUnweaving

Any sorcerer who doesmorethandabbleintheArtswill
learn at least some basic countermagic, if only so that they
can try and undo the messes they inevitably create while
learning. There are as many different forms of countermagic
asthere are spells; in plain terms, however, they aredivided
into two basic types: Counterspells arid Unweaving.

Counterepells are cast at an incoming spell or effect and
serveto blunt or dispel it before it can take effect. Roll Wits +
Occult (difficulty 8); each successyou score cancelsone of the
opponent's successes. |f the opponent ends up without enough
successes for the spell to go off, then it fails (but shestill loses
whatever cods she paid, be it blood, Quintessence, Willpower
or whatever). Y ou can spend Willpower to aid a Counterspell,
but you must scoreat least one natural successfor the Counterspell
to work at all.

Unweaving is the art of disassembling another spell cagter's
effect. The sorcerer must haveknowledgeof the Path that wasused
to create the effect in thefirst place (if trying to unweave an effect
not based onsorcery, suchasThaumarurgy, Spheremagicorthelike,
use the Path most applicable). If your character hasat least onedot
in the Path (or arelated one) being used, rall Intelligence + Occult
(difficulty 8), using the Extended Rollsrules (see above). You must
sore & lesst as many successss as the originad caster scored to
unweavethespell;otherwise,itmay beweakened, butitwill remain.
Long standing Enchantments and those based on Thaumaturgy or
Spheremagi ccan take more effort to unweave; In the case of very
ancient, very powerful Enchantments, sometimesasmany as 15 or
even 20 sucoesses might be needed (time tor some teamwork).

Spells cast by sorcerers (or others) that are more knowl-
edgeable than the unweaver are significantly moredifficult to
undo. For every rwolevel sof differencebetweentheunweaver's
level in a Path and the original caster's level, an additional
uccess is needed. Thus, if you have no knowledge of the Path
of Hellfireand your opponent hasfour dots with 6 successsson
an effect, you would need 3 successssin order to cancel the first
suceess and 8 to completely wipe out the spell.

Counterspdlsand Unweavingwork against sorcery and Sphere
magic (and, if the Storyteller wishes, against the mystic powersof
vampiric magic, faerie glamour and the like). There are ds0
specidized versions of Countergpells and Unweaving designed to
work against spirit powers (such asspirit Charms, ghostly manifes-
tations and similar otherworldly occurrences). These must be
bought separately. Each group of countermagic costs 3 freebie or
experience points, so buying a full set of countermagics cods 12
points. Forasorcerer moreinterestedinstayingdivethanindeding
damage, it'san investment well worth the cost.
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Storyteller's Prerogative

Sorcery isan imprecise and mysterious Art that tries to blend
into the shadows whenever it can. With the powersof knowledge,
will and desperation behind them, sorcerers can perform mighty
feats, but they cannot move mountains, raisethe long deed or blast
elder vampires into dust. If a sorcerer attempts some magic that
obvioudy flaunts reality (blasting police officers into flinders with
Héellfireinthemiddleof aprisonor makingtheStatueof Liberty walk
down Broadway) without some serioudy good explanations, the
Storytellerisperfectly within hisprerogeative tosimply say ‘T hat fails
utterly," no matter how many successes the sorcerer generates or
how much Willpower the player spends. Some things are simply
impossiblefor asorcerer.

While mages have the risk of Paradox when performing
impossiblefeatsin public, a sorcerer tendsto risk outright failure. If

a sorcerer attempts an obviously impossible feat in public and rolls a failure,
theresult is created as a botch. (This does not apply if the Storyteller
rulesafailurewithnorall.) So, althoughasorcerer may not becarted
off by a Paradox spirit, he will till suffer the consequences of his
hubris, and his magic will il turn the universe againgt him. Just as
thesorcerer'spower ismorelimitedin somewaysthan an Awakened
mage's, S0 too are the consequences for failure usually less severe.
Usually. In short, asorcerer doesn't have the power to fling around
disaster-free magica effects in public any more than amage does but
a leadt he's less likely to explode.

Storytelers Note: This should not be thought of asaloophole
with which to dick your players at every turn — or even just because
what they aretrying todowill messwith what you want to have happen.
It is merely intended to reflect the limitationsa sorcerer works under,
while discouraging those who try to abuse the systems presented.

The Many Paths

/1Alchemy

Alchemy is the stience, at and study of the
transformation of the base and profane into the
pure and the sacred. At its heart are the disci-
-| plinesof the Hermetic student, the holy words of

theK abbalahand theK oran, mystic secrets from
Asiaand China and an inherent assumption in
4 the perfectibility of all things — often tied up
! == with a healthy dose of Chrigian beliefs and
heresies. Although thought by many to be Western magic and
to date from the Renaissance, its ties and history trace them-
selves throughout Asia Minor and Europe, and even to China,
whereitisknownasTan, isclosely tied with the Wu Keng and
dates back at least 2,000 years.

The alchemist believes that all things in nature can be
transformed, or purified, into a higher essence. At it's most
basic, Alchemy is the pursuit of the Philosopher's Stone
(which, depending on the alchemist you listen to, is either
atincture[usually red], aglowing stone of beauty, apowder,
a solvent, awaxy substance or some other form), which can
transform lead into gold (from the basest metal to the
highest), grant immortality, raise the dead and perform a
host of other miraculous deeds (exactly which deeds are,
again, rather hard to pin down).

An alchemist could spend a lifetime trying to separate
truth from the legends, lies and myths that are wrapped up in
alchemical lore and still not get very far (especially because in
a practice that wanders the line between art and science, one
person's lie is another's solid truth). So mogt alchemists don't
try, instead spending their lives experimenting and analyzing
what hasworked for them, pai nstakingly measuring the results
of each test for any new insight or path forward on the way to
their Philosopher's Stone or spend years apprenticed to an-
other, moreknowledgeable a chemist, learning hiscraft by rote.
A few recognize the underpinning truth of achemy: The
process of purification leads inevitably to the purification of
humanity, the pursuit of spiritua perfection.
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Alchemy,HerbalismOr
Advanced Chemistry?

Sowhichisit?Well,al three, actually. Depending
onthesorcerer andwhat belief structure shehas, shemay
study any of them or some strange mixture of all three!
Alchemy as a Path simply represents any number of
material transformativeskillsthat resultinelixirsuseful
as potions, salves or unguents.

Herbalism and Brewing is the art of using the natural
properties of various plant and animal pates (tanging from
St John's Wort and dried bear gonads to even more exotic
ingredients) to enhance the natural processes of the human
body. In so doing, the herbalist can also induce effects that
may seem magical to others but are (in the herbalist's eyes)
merely examples of what the human body can do when
properly motivated and reinforced with the power of nature.

Advanced Chemistry is a science, and its practitionets
don't even think of it as being magic at all (although some
of its effects, they admit, may seem magical if you don't
understand the science behind them). Advanced Chemistry
is similar to the more mundane chemistry studied in high
school |abs around the world but is more impressive in it's
application thanks to the advanced understandings that are
itsfoundations. Some Advanced Chemistry relies on chemi-
cal formulae and processes as yet undiscovered by more
mundane scientists or on new and uni queimplementations
of already existing knowledge, while other advancesrequire
the use of basic nanotechnology and DNA/RNA

reseguencing.
System

Rall: Intelligence+ Alchemy (Alchemical Procedures)
Intelligence+ Herbalism (Herbalism Procedures)
Intelligence + Science (Advanced Chemistry

Procedures)



Cost: One Willpower per operation

Modifiers: -1 difficulty if ritual isknown

Time: Defaultisoneday per level of effect. For each dot of
knowledge the dchemist has that exceeds the level
of theeffect, reducethisby oneday (Soanachemist
with four dots of Alchemy can do a Level Two
operation inafew hours). Rarely lessthan an hour.

Duration: Varies, but normally one scene

Eachdot inthis Path represents an overall knowledge of
the chosen specialization (Advanced Chemistry, Alchemy
or Herbalism); moredotsindicate that the sorcerer can make
more advanced or difficult compounds with greater effects.
The rituals are examples and can be undertaken by anyone
with the appropriate knowledge (most rituals have a coun-
terpart in the other branches of study; an alchemist's Dust of
Revealing the Unseen is a technosorcerer's Radioactive
Tracking Powder or Etheric Interference Detection Gas).

An alchemist may spend one experience point (or one
freebie point during character creation) to master a particu-
lar ritual. Thisgivesthe caster -1 difficulty onall rollsfor that
ritual, and lets him use it as if he had one more level of
Alchemy when determining the brewing/casting time.

Effects

Note that Alchemy does not have "aspects' as such.
The caster need only score basic success to make a given
elixir as listed below. However, the elixir may lose its
potency or work with only partial strength if the player does
not score three or more successes.

» The alchemist can create compounds and substances
that are simply more advanced and potent versions of chemi-
calsthat already exist. These compounds don't appear magical
in any way. Painkillers, soporifics, poisons and glues are
common examples.

* » More advanced versions of what is available already
with one dot. Some of these substances might allow the
imbiber to exceed hisnormal physical limitsor to gain access
to more mystical senses, in dreams or hallucinations. Y ou
can raise one attribute by one dot (up to the normal maxi-
mum of five dots) for up to a scene.

* » « Y ou can make substances drat enhance their target to
superhuman levels or create materials that exceed norma
limitations (supernaturally strong aloys, etc). Some of these
substances can temporarily invest their imbiber with some low-
level psychic ability (see Chapter Five) for alimited period of
time (no more than one hour or so).

e« ¢+ You can create substances that will enhance At-
tributes by up to two dots for a scene (one dot if affecting
multiple Attributes), even beyond normal human maxi-
mums, or minor items with some potent effect.

o ¢ o oo With this level of knowledge, you can duplicate the
powers of supernatura cregtures, including Gifts, Disciplines and
other abilities of up to the third level. You can dso duplicate the
innate powers of those cregtures (the powersof the fag wraiths and
the imbued, cannot be duplicated). These potions will normally
reguire some sample from the being in quetion (Vitae, powdered

dragon fang, hair from awerewalf, etc) or extended dlose up and
persona study of the subject (thisis usualy only appropriate for
sudentsof Advanced Chemistry andmay still requiretissuesamples).
Such concoctions often have nasty side effects as well (the more
powerful the Gift or Discipline, the more pronounced the sde
effects).

e e e e o The pinnacle of alchemical tradition; trans-
mutation of material sfrom one form to another, immortality
regimens, the Philosopher's Stone. In theory an alchemist of
this level might even be able to concoct a potion that causes
Awakening, transformation into avampire, mummification
or true immortality,

SampleAlchemyRituals

* A powder that, when mixed with alcohol, induces
slumber almost immediately. The target must roll Stamina
(difficulty 8) or spend apoint of Willpower to stay conscious;
he must remake thisattempt (at a-1 to Difficulty each time)
every round until he succumbs or the drug no longer has a
chance of success. Unconsciousness lasts for (10 - Stamina)
hours, during which they cannot be roused. Vampires are
amost immune to this drug (+2 to Stamina, add Fortitude,
and effects, if they succumb, last 10 - (Stamina + Fortitude)
minutes), but werewolves in their "norma" form (Homid or
Lupus) are susceptible (+2 to theroll),

* A pill that removes all side effects from a minor cold
or flu for 24 hours when taken and reduces the recovery time
for the illness to one half.

»« A form of prophecy-bearing super-LSD. When in-
gested, the user will be able to see things that were not
previously obvious to him or will be granted a vision of the
future. These messages will always be cloaked in symbolism
and analogy, but will be correct... to the limits of the user's
understanding.

* » A potion that doubles the user's running spead for one
scene. After using this potion, the user must make a Stamina
check (difficulty 6) or be totally out of breath and shaky (-2 on
al physical dierolls) for the next hour.

oo« A metal alloy that is lighter and stronger than
titanium (but easier towork), retains an edge almost forever
and stays more resilient than the finest blade. Armor pro-
duced with this alloy gets an extradot of bashing and lethal
soak, and melee weapons made of it do one more die of
damage and are -1 difficulty to hit with (due to their light
weight and fine balance).

+++ A fine metallic dust that reveals hidden, disguised
orinvisiblethingsfor what they truly areor disruptsillusions,

eeee A chemica compound that raises the user's
Physical Attributes for (Stamina +3) hours. During this
time, the user will be very hungry, due to the excess strain
being placed on her metabolism. This chemical may raise
user Attributes to 6 dots or higher.

e eee A regimen of drugs and potions that extends the
user's life (though not indefinitely). While on the regimen,
the user ages at the rate of one month for every year. If the
regimen ishalted, these years come back upon the user at the
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rate of one month per day, until the regimen is started back
up or the user dies of old age.

eeeee A compound that werewolves find anathema.
When spread on the skin, no werewolf (or other Changing
Breed) can gpproach within striking range of the user; they can
throw things or use ranged wespons but will not willingly get
within 10feet of thewearer. Of course, the substance smellsso
bad that most humans won't want to either....

eeeee A potion that gives the user the Stamina,
Strength and speed of a vampire for a single scene. The user
has one extra action per turn, one automatic Strength
success and one extra soak die versusall attacksfor the scene
following ingestion. The user will aso have an unnaturally
high temper and a thirst for blood,

Cost of Fallure

Beyond the inevitable ruined glassware and loss of
ingredients, a smple failure also normally means a nasty,
smelly and hard to clean up messin the lab. Botches can be
much more severe; the substance may look okay but really
have very different effects (and asimpletoxin isthe best that
can be hoped for, in many cases), the substance may catch
fire and explode, or something totally different from what
was expecred or anticipated may happen, which is aimost
alwaysabad thing.

Conjuration

The master conjuror can move items (though not him-
self) through space; scientistscall thisability apportation or
telekinesis (depending on whether or not the item passes
through the intervening space between whereit isand where
the conjuror wishes ir to be), while those knowledgesble in
Sphere magics claim that thisisalimited application of the
Sphere of Correspondence.

Many sorcerers who choose to practice their Arts openly,
or somewhat openly, master Conjuration, if only to earn a
living from their studies. With it, all manner of parlor tricks
and stage magics can be emulated — of course, when a
conjuror claims that there's nothing up her deeves, there
really isn't!

For the best effect, an object must be prepared ahead of
time, in aritual designed to bond the item to the cagter,
making it easy fot her to latch onto and command later on.
This doesn't mean that the Conjuror hasto do this; theoreti-
caly, a conjuror can take control of anything that she can
see, although in practicethisisvery difficult todo and much
more draining.

The more experienced the conjuror is, rhe more she is
able to move and the farther and more precisely she can
move it; an experienced conjuror can thread needles, sum-
mon arabbit into ahat from milesaway or move an elephant
across a room. The skilled conjuror can aso manipulate
multiple objects.

It is very difficult to use conjuration offensively (even
beyond the length of tme it normaly takes to effect achange).
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A willing subject, properly prepared (whichusually involvesat
least alow level of mesmerism) can be the subject of aconjura-
tion, but theleast res stancerenderstheeffectalmostimpossible.
With enough luck (and Willpower), asorcerer might beableto
conjureaweapon out of the hands of an opponent, but attempts
at thisaredreadfully pronetofailure.

System
Roll;
Modifiers:

Dexteriry + Occult

+1 for working against an object in the hands
of someone who is resisting

-1 for an object that iswell known to the caster

(Storyteller's discretion).

+2towork against aresisting, living, target
None for prepared object, one Willpower for
object that has not been prepared
Instantaneous. For lagting effects (aset of pup-

pets dancing without strings, awhirling dervish
of knives, etc.) pay one Willpower for every turn
you want it to lagt.

Aspects

Weight
- Less than an ounce. A coin, business card,

penknife, etc.

o A few pounds, ahardcover book. Atthislevel, very
gmdl or smplelifeforms(insects snails etc.) canbe
manipulated aswell.
A largish object (computer monitor, telephone)
weighing up to 100 pounds. Livingbeingscan be
moved as well, athough the conjurer cannot
mani pulatehumans.
Somethingaslargeasan armoire, weighing 1,000
pounds or S0 can be moved. Humans can be
manipulated, so long asthey are willing, uncon-
sciousor hypnotized.
At this level, the conjuror can moveacar or an
elephant around. An unwilling human subject
could also be moved, athough this is very
difficult.
The height of Conjuration allows you to move
thingsaslargeasacity busor aloaded 18-whesdler.
Fests of this magnitude must be carefully ar-
ranged and prepared for ahead of time, and the
cod of failureisexceptionally high.

Distance
- No more than a couple of feet
.- Objects can be moved 20 feet or so.
The conjuror can summon an object from over
100 feet away.
The object being manipulated can be sum
moned forth from (or sent away to) a 1o0-
cation up to a half mile away.
Summoned objects can be made to appear
from five miles away.

Cost:

Duration:



°°°°°° The conjuror can bring forth items from al-
most anywherewithinthecity [imitsandeven
farther; maximum rangeisabout 50 miles.

Accuracy
© Almost none; the objectsquiver in waysyou want.
b Rough motor control, about equal tobei ng

shoved around with an elbow or fist. Things
pretty much go where you want them to but
without much finesse.

oee Some fine control; equivalent to an object in
hands but dow and unwieldy. Clumsy attacks
(+1difficulty) can be madewiththislevel of
accuracy.

® oo Fine motor control. Equivalent to anormal
pair of hands, able to perform finetasks (open-
ing locks, slowly threading a needle, etc.).

o ecee Extreme control. The item(s) will do
whatever you ask, quickly and efficiently.

eeees s Objects do things you don't sk them tobut
in keeping with what you want done.

Number
- One item
it Two items
e Three items
g A small group (under 10) of near-identical

items, or three items that aren't closely re-
lated to each other.

----- 10-20 items of similar nature, or a lesser
number of non-simitar items.

°°°°°° Up to 100 similar items, or 25 or so unre-
lated objects.

Rituals

Sword Summoning (ee°)

Although more often used to draw forth loaded shot-
gunsthanlong swords inthese modem times, many Templars
are taught this ritual so that, in extremis, they are never
without aweapon. Thisritual isamost always hung— the
Templar ritually prepares the weapon before entering some
siruation where he thinks it may be necessary, and keeps it
alwaysin hismind as he works. When he needs the weapon,
hefinishestheritual and draws the weapon forthfrom some
convenient shadow or out from underneath a trenchcoat.
Thedifficulty is 7 (6 if the weapon or tool iswell known to
the user), and the device must normally be within amileor
so of the user and no larger than a shotgun or long sword. No
summoninglight machinegunswiththisritual! If attempted
in plain sight of unbelievers, thisritual will almost alwaysfail
(difficulty 9).

Shitstorm (eeee)

Thisritual alowsthe sorcerer to take alarge number of
small objects and spin them about himself in a deadly
whirlwind of flying debris. The difficulty of thisrirual is 7 (8
if cast under duress). Each success gained increases the
number of itemsin the cloud; the basewhirlwind istwoyards
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in diameter (usually centered on the caster), plus one yard
for each success gained. Anyone caught in the whirlwind
takes (successes) dice in bashing damage; in some cases this
might be lethal damage (if thecaster isin aroomfilled with
glass breakables or cutlery or other small sharp objects...).

Priceof Fallure

A simple failure means the object fails to move at all,
disappears never to be seen again or drops to the ground at
an embarrassing or dangerous moment (like the keys falling
right behind the lecturing guard...). Botches can summon
the wrong object (or person...), put it in the wrong place or
destroy it in some particularly messy fashion. Botches with
living targets are general very bad; stories tell of magicians
assistants that disappear never to be seen again or, worse,
show up in the disappearing booth days later, hideously
mutilated. And few want to consider the fates of those
magicians who have failed some tremendous feat of Conju-
ration, only to disappear themselves...

Conveyance

Seven league boots, flying carpets, witches brooms,
demonic chariots pulled by skeletal fire-breathing steeds,
teleportation gateways; myth and legend are full of stories of
those who could bypass the hazards and annoyances of long
journeys, spanning the lengths of countries in hours or
seconds. At least some of these stories can be laid at the feet
of sorcerers practicing the Path of Conveyance, avoiding the
hassles of the road by flying over it, riding it a speeds no
other could manage or bypassing it altogether.

"Conventional" Conveyance requires some sort of steed;
thismay be abroom, four-poster bed, bicycle, Oriental rug,
giant cauldron or afiery coach-and-four. More technologi-
cally oriented sorcerers use jet packs or impossibly fast
Lamborghinis and Prowlers (the deluxe version has stealth
capabilities, to avoid police radar, but thisissuperfluousin
general; few troopers will believe that they saw a Ferrari
doing over 500 kph down abusy thruway... especially when
it looks like the car isn't actually touching the ground).

With enough understanding of this Path, the sorcerer
need not bother with a vehicleat all, merely willing herself
to be where she wants to be without actually crossing the
intervening distance. Technosorcerers may refer to this as
teleportation, using some kind of booth, apparatus or even
phone lines, while amoreclassical sorcerer may summon up
afriendly spirit to do the work for him.

Conveyance can be used on other people, although only
teleportation effects can be used offensively and only with
verygreatdifficulty,

System

Roall: Stamina + Occult

Modifiers:  +2forworking against aresisting object/target, -
1 for alocation that iswell known to the caster
(Storyteller'sdiscretion). +1-2 if traveling some-
where while being observed.

Cost: One Willpower
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The length of time it takes to pass from point
A to point B

ASPECTS

Traveling to a place you have never been to adds one
success to the total. Teleporting requires two additional
successes. (Teleportation is not necessarily instantaneous;
you must still assign a rating to Speed.) Crossing through
barriers in your way requires one success per barrier (and it
must be something that you couldactually find away around,;
a hermetically sealed chamber is safe from your powers).

Range
- 10 feet or less (across a room)

e 100 feet (across a warehouse)

about amile

up to five miles

approximately 10 miles (across the city)
100 miles

These ranges are guidelines and assume a relatively
inhabited environment; passing through deserted prairies or
arctic wildernesses is much easier, and ranges might be
doubled or even trebled in such terrains.

Speed
- About three times what you could manage on
foot
Y ou get there about as fast as you would if
you had driven, red lights and all
As above, but you ignore speed limits and
red lights and traffic; about 45 seconds per
mile of distance traveled.

You can cover miles in seconds.

I nstantaneously

You can, when you have to, get there
beforeyou left. . . or that'sthe way it seems.

Duration:

eeoe
o ooce
LR XX X 3

ececoe
ececcoce

Number
- Y ourself, and if you're lucky, your clothescome
with you...
Y ourself, some clothes and up to 20 pounds of
stuff
Yourself and one other person or a couple
hundred pounds
Two passengers
Three passengers
Up to five people can come with you

ccoce
ececocece

Teleport Ward (e°)

Even a novice student of the Path of Conveyance can
create wards agai nst unwanted intrusion by othersusing this
Path. Toward aroom or building against tel eporting intrud-
ers, the sorcerer must first mark the limits of the ward he is
going to place, (technosorcerers, for example, will set up
electromagnetic interference waveguides, subspace harmonic
oscillators and other equipment, while a sorcerer trained in



the Hermetic Arts would scribe sigils of protection on the
walls, doors, windows, floor and ceiling of each room he
wanted to protect). Once this is done, the sorcerer rolls
Stamina + Occult against a difficulty of 7. Each success
tolled is an additional success needed by someone trying to
teleport into the warded atea without knowing how to
bypass the ward. This ptotection degrades by one success per
month; it can be maintai ned, howevet, with the expenditute
of a point of Willpower and a single success on a Stamina +
Occult roll (difficulty 6).
Get Me The Heck Outta here! (e ¢ *)

Often cast asa hanging ritual by those more interested
in avoiding fights than finishing them, thisritual carriesthe
user back to a home location (this can be any location the
caster knows well but must be specified when the ritual is
performed) instantaneously, as long asthe locale iswithin
tange (no more than 50 miles). Thisritual costs one Will-
power, and the user must achieve at least 4 successes on a
Stamina + Occult (difficulty 8) roll; additional successes
scored can aid inthe necessary range (20 miles per additional
success). Ifthehome location isout of reach, aWits + Occult
roll (difficulty 6) will allow thecaster toretarget theritual to
another, closer point.

Teleportal (eeee°)

Master sorcerers can build permanent gateways be-
tween locations. Thesegatewaysthrough space allow anyone

who knows the opening phrase or command to travel swiftly
from one end of the passage to the other. Thisritual takes
daysof preparati on, some of which must bespent at both sites
(making this unsuitable for stealthy infiltration of a loca-
tion... most of the time). Once these preparations are done,
the sorcerer makes an extended Stamina + Occult roll
against adifficulty of 8; each successadds either 10 milesto
the range (the total distance between the two gateways of
the portal must be gathered before the ritual can be com-
pleted), five uses to the portal or some kind of specification
tothegateway (at either or both ends; for exampl e, agateway
could bedesignated asone-way, could berestricted towomen
only, only the sorcerer who created the gate or only those
who have a special code word or amulet). Assistants can
(and should) be used for this ritual. A Teleportal costs one
permanent point of Willpower to create.

PriceofFailure

The Path of Conveyance is fraught with peril. Beyond
any risks of being noticed and the problems inherent to a
particular mode of travel (flyingbroomsareuncomfortable,
especially at high speeds, flying carpets are fragile, flying
ointments are a hasde to apply and usually smell funny,
Teleportals often bring with them nausea and dizziness),
those who travel in this fashion can draw the attention of...
beings in the realmsthey travel through. Any journey of more
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than amileor sowill bring with it the risk of an accident or
misstep. Storytellers should feel to ask for a check midway
through thejourney to make sure that it iswithout incident
(typically, asingle additional success will be sufficient to
avert any kind of disaster).

Normal failures simply mean that the spell does not go of f
atall;abotch, however,canrangefromcal amitoustodisastrous,
depending on the method of travel and the distances involved;
flying brooms may end up plummeting out of the sky, while
(deportation botches give the Storyteller aperfect opportunity
torecreatetheirfavorite Star Trek transporter mishap or perhaps
some choice scenes from The Fly. About the best the sorcerer
can hopefor isto be stranded in the middle of nowherewith no
idea what has happened.

Divination(NoRituals)

Lucky numbersfor the lottery, whether happinesswill
be found in marriage, the outcome of a crucial battle— for
as long as theit has been a concept of "tomorrow," people
have wanted to know what would happen in the future.
Rulers, merchants, generals and wizards have all said they
wanted to know their fate, although they havejust as often
rejected that fate when apprised of it; Cassandrasfate isone
that no seer worthy of the title easily forgets. Despite the
perils involved, this Path is a well-traveled one.

System

Roll: Perception + Fortune Telling

Modifiers:.  +1ifusingextraordinary science style (but the
answerswill be more precise)

Cost: None

Duration:  Irrelevant

Note: The Storyteller makes all rolls for divinations. A
sorcerer rarely knows how accurate her forecasts are.

Aspects

Time Period
- One week
e One month
i One year
i 10years

eeoocece

20 yearsforward, up to 100 years backward
Almost unlimited, in either direction

®eeco o oo o

Accuracy
- Incredibly vague at best
-- Generally accurate, but deeply cloaked in
symbolism
== Accurate, but not always explicit
eeee Whilestill cloakedinsymbolism, thetruthisin

there, and digging it out shouldn't be too hard
Y our results are almost always accurate and
usually easy tounderstand

You know what will happen, when it will
happen and who it will happen to, without
guestion... unless you're wrong, of course

ececcece

cececece o
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Toolsof theDiviner

Different sorcerersusedifferent pathsof knowledgeand
took to see the future. Mogt settle on one set of tools that suit
them best, whileasmal few will sdlect the toolsthat are most
suitablefor agiven situation or agiven client. Few use more
than a handful of techniques, however.

In gameterms, the toolsthe sorcerer uses areirrelevant.
In the gtory, they are vital; you probably won't find a
technosorcerer using the entrails of agoat to tell the futureor
a neo-pagan using powerful probability andysis software.
The toolsyou use can be agreat jumping off point for Sories;
just possessing, for ingtance, an advanced laptop for statistical
andlysis could get you in trouble in some parts of the world
for example, and fishing about in the guts of agoat you just
daughtered would be agreat way to get yourself imprisoned
in some partsof the United States (and possibly killed in other
parts of the world).

Astrology Predicting thefuture
through the interaction of
the stars and the planets
andtheir positionsinthesky.
Prediction by observing the
actions and flight of birds
Drawing the future from
random page-turning inbooks
Using adeck of cards to
predict the future (eg.
the tarot)

Using carved stonesor sticks
to study the patternsthey
make (runes, josssticks)
Searching for water, miner-
as, etc. usngaforked stick
or wire.

Reading the future in the
entrails of asacrifice
Interpreting the symbolism
of dreams

Reading the future in the
lines and structure of the
pam of another.

Using chaos math, statist!
cd andyss and probability
ID determine what may hap
pen in the future.

Looking for the future in
pools of water, crystd bdls,
mirrors, ec

Other tools include reading tea leaves, numerology, ex-
aminingtheshoul derblade (scapulimancy) andahogt of others
—somewould say that thereareasmany meansof divination
asthere arediviners, although that might be a bit pedantic.

Augury
Bibliomancy

Cartomancy

Cadting

Dowsing

Haruspication
Oneiromancy

Palmistry

Probability Anayss

Scrying




StorytellerNotes
Managing Divination

Ofall the Paths presented in this book, Divination
canbethehardest to keeptrack of and copewith because
no other Path hastheability tosototally derail what you
haveplanned or what hasbeen buildingup. Italsobrings
up annoying questions about predestination, whether
your playerscan flaunt fate and other tricky problems.

One way to deal with this is to simply disallow the
Pathof Divinationtoplayercharacters. Thisisperfectly
withinyourrightsasaStoryteller (seeMessingwiththe
Variables). It allows you to keep a firm grip on the
divinations, banding them out when you want to, not
when your playerscan't decide which busto take, so they
throw the joss sticks!

Ifyou do decide to dlow players characters to have
Divination, it should be kept in mind that Divination
worksinsymbolismand signs, not direct answers. (Even
extraordinary scientists get only vague predictions and
probabilities, father than exact percentages and accu-
rate images of the future — and their predictions are
more prone to being upset by small changes and modi-
ficationsthan your average augury is). Thismeansthat,
unlessthe sorcerer rollsexceedingly well (or you really
wanttodropaclueintheir lap), you can, and should, be
incrediblyvagueinyouranswers."Y ou'll dieat thehands
of ablind man" isalot easier to fulfill (and alot harder
for your playerstoavoid) than, "You'll be runover by a
bus driven by areally near-sighted bus driver who lost a
contact lens at 830 in the evening on a Tuesday.”

One thing to do, when working with a character
who has Divination, is to keep the question "And what
happens if he casts a Divination about <x>?" in your
head. Even if you don't actually write anything down,
asking the question gives you an idea of what the
responses might be. Knowing this can also allow you to
work divinations into your chronicle ahead of time___

Once a prediction has been handed down, you will
havetodecideifitisabsoluteorif theplayerswill beable
toavoiditortwistitinsomefashion. Ingeneral, youmay
want to allow them to slip out from the noose of doom;
predestination makesfor great storiesbut can behard on
both the playersand their characters. If you do decide it
is an absolute, then the prediction should come to
pass... insomefashion. Just because the playersthink a
prediction is centered on their characters doesn't mean
it has to be a prediction of death doesn't necessarily
mean that one of theplayer charactersisgoing todie, for
example.lfitisn't absolute, thecharacterswill beableto
duck it... if they figure out the prediction in time and
how to avoid it.

Question

A very simple question (can be answered with
Yes or No... but don't expect to get that simple

an answer!).

.- A specific question chat can be answered
quickly: "Isthisbridgesafe?' isokay."How are
the bad guys are going to attack us?"' is not.

ce- A query that is somewhat detailed but could
be answered using publiclyavailableknow!-
edge, if you knew where and how to look and
had the time.

ce-- A detailed question that requires information

or details that have been hidden by time,

distanceor deliberate obfuscation but can still
be unearthed with effort.

A very detailed question or one that would

need access to information that has been lost

to time, is very distant or has been actively
guarded and hidden.

No question is too complex, no information

too obscure.

PriceofFailure

Prophecies are fraught with mischance. A failed roll
could mean something assimple as "Future cloudy, try again
later" or a false reading, A botched roll indicates an omen
that is dangerously flawed or inaccurate in some fashion. For
example, telling someone rhat the guards are unwary and
slothful when, in fact they are an elite force of highly trained
professionals.

Enchantment
(Ritual Only)

Enchantment is the art of creating (minor) magical
Talismans. An enchanter imbues each of her creations with
a small part of her essence and spends much of her time
locked up in a workshop crafting each new piece, tracking
down esoteric and mundane ingredients, putting out fires,
researching new procedures and figuring out why the copper
wire in theiron mixture didn't help the blade's temper. For
those with the time and patience, though, Enchantment
provides the ability to forge useful magical tools — most
especially, devices that store magical energy for later use or
empowered to function on their own, usable by anyone.

Creating a Talisman first takes talent; an enchanter
must usually handcraft the object to be enchanted, whether
it isa blade, aring, a pair of shoes or a book. (This is not
always the case, especially with items that have a close
personal attachment to the enchanter.) Many enchanters
choose one field of study and specialise in it, creating pieces
of art for sale when they aren't working on pieces to be
enchanted (after all, a sorcerer has to earn a living some-
how). Others develop enough skill to create serviceable
tools that can be enchanted in a number of different Crafts,
relying on their magical abilities to suffice where their
craftsmanship does not. Everyritual, therefore, startswith a
Crafts roll to determine the quality of the item being en-
chanted; an exceptional result on this test may make the
actual Enchantment easier. Depending on what is being
made, this may take anywhere from aday or so, to months of
careful crafting.
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The next part of the process is the Enchantment itself.
This normally takes one to three days per level of the item,
depending on the Tradition of the enchanter and the par-
ticulars of the Enchantment (the more complex the
Enchantment, in terms of who can use it, how many timesit
can be used, and when it can be used, the longer the initial
work). At the end of this period, make an Intelligence +
Occultroll (difficulty 4 + level of the Enchantment), spend
a point of Willpower and the Enchantment is completed.

Enchantments are never a matter of numbers and cre-
ationsystems; they shouldflowfromthestory androleplaying,
not die rolls. While we've given some examples, a smart
enchantress can come up with many more.

SYSTOT1

Roll: Intelligence + Occult (Intelligence + Science
for Technosorcerers)

Cost: 1 Willpower

Modifiers: -1 Difficulty for Enchantmentsthat havebeen
mastered

Time: 1-3daysperlevel of theEnchantment, plusthe
time to craft the item

Duration:  See following
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* Minor items that have avery limited utility and very
limited effectsthat will never be seen asmagical by any who
don't know what to look for. They might add one (or, less
frequently, two) dots to an Attribute or Ability, grant a
bonus to an attack or skill (nevermore than a +1) or some
other boon,

— Anarmy surplusjacket that adds two dotsto Arcane
whenever the character is in a crowd,

— A custom made handgun that subtracts 1 from the
difficulty of al aimed shots made with the weapon (or,
alternatively, subtracts 1 fromthedifficulty of all wild shots
made with it).

- A small stuffed animal that brings restful sleep, no
matter the recipient's state of mind or state of intoxication;
anyoned eepinginthesamebed asthetoy will degplikeababy.

— A small medallion with achrysoprase inthemiddle
of it, carved in the shape of a hawk's eye, carried on afine
silver chain. Onceaday, whenrubbed, itwill givethewearer
the vision of ahawk for the space of one scene. (This adds 2
dice to Perception, for purposes of seeing things at long
distance or noticing movement).

« « A more powerful version of aTalisman that could be
previously made (adding +2 toan Ability or Attribute or +2
to some task), or a Talisman capable of changing reality in
some subtle but more noticeable or magicd fashion.



Technosorcerers and Enchantment

Perhaps more than any other Path (saving only
Advanced Chemistry), Enchantment (which
technosorcerers know by a whole host of other names:
material stiences, advanced ballistics, applied high-en-
ergy physics, etc.) is the forte of the technosorcerer.
Working as it does with physica objects and definable
effects, Enchantment isaPath that many technosorcerers
will have at least a basic understanding of. Technology
based Enchantments work slightly differently; many
simple enchanted items can be used by anyone who
knows how to use a normal version of the device (an
unnaturally accuratehandgundoesn'tnormally carewho
wieldsit). Giventime, almost anyone can betrained in
the use of even the most advanced technology based
Talisman (cdled aDevice).

Powerful Devices are dmost as likely to fail in the
public view asthe most powerful of Talismanshbased on
mystical principal sare, for reasonsthat arestill unknown.
Technosorcery is something that works best when it
worksin theshadows, just asitscounterpart is

— A liquor flask that, when carried in abreast pocket,
will unerringly attract the first bullet that would hit the
carrier to itself. This provides three dice of lethal soak.
After, the flask is usdess. (Apparently this Enchantment
wasvery popularwithAlliedsorcerersduringWorldWarl ).

— A handful of bullets (1 per success rolled on the
Enchantment) that do an additional 2 dice of damage to
whatever they hit.

— A silver ankle bracelet, with many hanging baubles,
that gives the wearer an additional two levels in Dancing
whenever it isworn, ifitisplainly visible.

* « » These items perform functions that are obviously
magical to those looking for such things and that will be
considered very weird by those who aren't.

— A pair of running shoes that doubles the running
speed of the wearer. Thisability only works when the wearer
is trying to evade pursuit,

—An amulet inscribed with arcane symbals, on a leather
thong. When grasped, it will act as a personal ward against
sorcery, up to three times a day (number of dice subtracted
equals the successes ralled on the Enchantment). This amulet
must bekeptinajewel ry box carved out of asinglecrystal when
not worn or the Enchantment will fade (one success per night)
until it becomes asimple piece of jewelry.

— A sword with a core of liquid mercury that does
aggravated damage against the Risen and lethal damage to
wraiths (if they can be seen; it provides no inherent ability
toseethe Restless Dead). A priest must blessthe sword every
fortnight, or the magic fails.

*  « » Talismansof this power can defy reality to alarge
degree, aslong asthey work withincertainrestrictions. They
can increase Attributes and Abilities past normal human

maximums, duplicate low-level supernatural abilities (no
more than the second dot of Disciplines, Gifts, etc.) and
otherwisework wonders.

— The fabled Heartseeker — a stiletto that aims unerr-
ingly for the heart when drawn and used in rage. Thisinflicts
Strength + 5 dice of lethal damage, and the dagger may be
thrown. It must be bathed in the blood of those it haskilled
after each combat or lose its potency.

—A solidsilver torcthat, whenworn, grantsthewearer
superhuman Strength. The wearer's Strength rises to 5 when
thetoteisworn. In addition, anumber of times per day equal
to the successes rolled on the Enchantment, the wearer may
boogt his Strength past normal, gaining 3 automatic suc-
cesss on all task rolls involving Strength (these successes
are added directly to damage rolled, etc.). The torc must be
kept in view of the moon whenever it is not worn, if the
moon isvisible.

- The skull of along-dead wizard, which can be used to
contact him for assistance. The sorcerer using this Talisman
must donate a pint of blood and can ask the wizard as many
questions as successes rolled on the Enchantment. These do
not have to be yes/no questions, and follow up questions on
the same immediate topic are allowed without using up a
question (the Storyteller isthefinal arbiter of what isor isn't
aquestion). This Talisman can only be used during the new
moon, and the sorcerer must make a Willpower test (diffi-
culty equal to the number of times the Talisman has been
used + 4) or the skull crumbles to pieces after the final
question isasked.

— A byrnie of silvered mail that convertsup to 4 dice
of lethal damage taken in a turn of combat into bashing
damage. Eachtimethisability isused, afew morelinksfall
out of thecoat, until, eventually, itfallsapart, unusable. The
mail can never be cleaned or repaired, or it automatically
losesitsabilities.

Alchemyvs.Enchantment

On the surface, Alchemy and Enchantment would
appear to beamos thesame Art, and infact, many who study
oneArthaveat |east someknowledgein the other Path aswell.
At a fundamental level, however, they are very different.
Alchemical dlixirs can be used by anyone but have adefinite
life span; usualy, thisismeasured inmonthsor evenyears, but
eventually most dchemica substances (other than mystical
aloys or some other materias made through Alchemy) will
decay into usdesmness Tdismans created with the Path of
Enchantment retain their power for decades, or even centuries
in some cases, and, even once the power has left them, ill
retain some leve of inherent mystic "otherness' that those
knowledgesble in the Arts will be able to detect. With some
research, dmog al Taismans can be traced back to their
creators. Where along-dead dchemist isknown only by the
body of ressarch he leaves behind (if any), an enchanter's
legacy iswrapped up in every Tdisman he ever created.
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Taismansvs. Taismans

The difference between a Talisman created by a
sorcerer using the Path of Enchantment and one created
by amage using Spheremagicisn't waysasclear asone
might think. Bothwill detect asmagical to those capable
of sensing such things, and both may well havesimilar or
even identical effects. To alay person, there really isno
difference; even some mages and experienced sorcerers
may be unabletotell thedifference.

There are, however, acoupleof differences. Sorcery
based Talismansarea most alwayssingle-functionitems;
they do one thing and one thingonly. Wondersbased on
Sphere magic are more likely to bemulti-purpose( al -
though many are not).

e eeee |tems made with this level of skill are amost
mythic; their powers are sometimes subtle, sometimes bla-
tant and always unpredictable. When they work, they can
perform minor miracles,

— A money pouch that will always have five dallars in
quarters (or 6 Canadian loonies or three pounds sterling or
whatever — always in small, but not annoying, sums) init, as
long as at least one quarter is left in the pouch. It can only be
drawn from four times aday, or it will lose its power forever.

— An amulet that, when worn, renders the user amost
immuneto any kind of physical harm (granting the user fivedice
of letha s0ek that is dso usable against aggravated damage).
Every time thisability is used, it subtracts five yearsfrom the
user's life. The user evinces no outward change, but when he
finally expires, hewill appear to be an old man internally.

— An amulet that wards the user against all magical
detection. The amulet adds 4 successes to the number
required to find the user with any kind of magical ability
(Auspex, Divination, Sphere magic, etc.). The sorcerer will
be presented with a different riddle, puzzle or other enigma
she must solve before the amulet will activate. Once acti-
vated, the amulet will be effective for a number of weeks
equal to the number of successes rolled on the Enchantment.

— An animated servant. This might be the classical
golemfrom Jewish mythology, ahomuncul usor somekind of
robot. A servant like thisiscreated like a character, but has
only 10 points to spend on Attributes and 7 to spend on
Abilities. It has human senses, Health levels equal to a
normal human (but does not suffer wound penalties) and
does not need to eat or sleep, though technologically based
servants will usually need recharging.

e ee e« Tgismans of thispotency are more rumor and
myth than they are quantifiable fact. If items of this power
still exist or anyone can still make them, they would be
capable of feats that would be impressive even to the most
powerful sorcerer.

Rituals

Although thisentire Path is composed of variousrituas, there
are ome that are more standardized than others. These include:
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Eldritch Mark (e)

The sorcerer scribes a symbol or mark into an object or
onto the forehead of an individual. This mark then fades
from view, but any student of the mystic Arts who looks at
the object or individual will be able to discern the mark and
will know the name of the sorcerer who marked it. Thisritual
takes five minutes to cast and has no cost in Willpower.

Enhance Craftsmanship (e *)

The enchanter usss his power to enhance the craftsman-
ship of an object he is making (something enhanced in this
fashion can not thereafter be further enchanted). Thus, he can
forgeablade thatwill never break, knit asweater that will never
unravel or ensorcel a mirror so that it will never crack.

An object made in thisfashion isnot inherently magical in
any way, but an alchemist or another enchanter can discern the
methods used to enhance it with a Perception + Occult task
(difficulty 6). Thisritual takesaslong to cast asit takesto make
the object (15 to 20 minutes for something diat is being
ensorceled after the fact) and costs no Willpower.

Priceof Fallure

The best asorcerer can hope for onafailureisthat histime
and effort will be wasted. It is more likely that the sorcerer will
end up withacursed item, one that hassome side effect that was
not anticipated, an accident that blows the workshop to bitsor
worse. Botching acreation roll is never agood idea: Enchanters
have been engulfed in conflagrations or have simply disap-
peared, along with their workshops.

Fascination

Cdl it bewitching, call it willbinding, spesk of love
philters and glamours, speak of presence and awe. In the end,
what you are talking about isasorcerer's ability to fascinate

— to compel asubject to listen to what she says, to force an
attraction that would not otherwise be there. A master of
this Path can ingtill loyalty, lust, confidence, faith and love
in those she comes in contact with — in some cases, so much
s0 that the sorcerer is bedeviled with followers so fanatical
that they are willing to kill for the object of their affection.

Sometimes utter Fascination is not at all what the
sorcerer wants. Stories abound of sorcerer and victim tied up
inaweb of conflicting loyalties and obsessions, with tragedy
the nigh-inevitable result. Even worse is when athird party
is brought into the mixture; some seek out sorcerers skilled
in this Path, hoping to gain assistance in attracting the eye
of some desired paramour.

But not all tales of this Path end in tragedy. Many
sorcerers, careful to use only enough power to get what they
want and no more, make a decent living in the media, as
entertainers, as sales representatives and in almost any other
job that requires constant contact with people.

Fascination works with the Socid Traits; exactly which
one depends on the circumstances. Normally, the client's
most impressive Attribute will be enhanced; agood |ooking
woman will appear stunning (Appearance), asmooth opera-
tor will become impossibly slick (Manipulation), and someone



with apowerful personality will become positively magnetic
(Charisma). A sorcerer can choose to enhance any of the
Socia Attributes, however; an already charismatic wizard
mi ght chooseto use Fascination to shore up his Appearance.

A sorcerer can inspire more than simple attraction or
interest with Fascination; although it is more difficult, she
can ingpire loyalty, trust, camaraderie, faith, confidence or
some other (generally positive) emotional link.

A subjecthasnored ressancetothisability, although subjects
withahighWillpower arelesslikely tobeaffected. Somepeopleare
immuneto Fascination dtogether, however; anyonewithlron Will
or similar advantagescanignoreakascination (except fromamaster
of the Path, at the Storyteller's discretion).

Any attempt to order asubject to do something that he would
not normally do (kill that manover there, jumpoff abridge) alows
him aWillpower check (difficulty 4 + Path level). Each successhe
sooresreducesthesorcerer'shold onhimby onelevel . How often the
subj ect makesthesechecksdepends, inlarge part, onhispersondity;
astrong-willed, confident person might makethem rather regularly,
whileawesk-willed personwithlow sdlf-esteemwoul dbewillingto
put up with quite a bit. When a Fascination ends, it may taper off
(allowing emotions and bonds built up in the intervening time to
take hold), or it may snep, leaving the subject confused and
bewildered.

Thosewho possesssimilar mind-influencingpowers(vampiric
Dominate and Presence, psychic abilities, the Sphereof Mind, etc.)
can dsotypicadly ignore attempts to influence them with this Path.
Innately mystical creatures (shapeshifters, thefae, etc,) can counter
a sl with their own power if they choose to (spending their
mystical power sources as appropriate; each point spent reduces the
leve of effect by one). Theblood bond of vampiresisnot sufficient,
in and of itself, to counter Fascination, but the bond remains in
effect; any demandsthat run counter to the bond will automatically
cdl for a Willpower check.

Students of this Path can sometimes recognizeitstricks being
used by others: Often times, they even have a smdl measure of
resgtance to its effects. When someone uses this Padi, or asimilar
power (vampiric Dominate and Presence, certain Mind effects,
etc.), thewillbinder can make aWits + Fascinationroll (difficulty
7-9, a the Storyteller's discretion). He must score at least as many
UCoesEs as the caster to detect anything is amiss. This gives the
willbindera+1 onal Willpower checksto resist any effectsaimed
at him (knowingishdf the battle.... and anadditiona +1 to resist
for every 2 successes scored over and above those needed to detect
the use in thefirst place.

System

Roll: (Socia Attribute) + Occult

Cost: None

Modifiers: +1 difficulty for emotions other than attrac-
tion or interest
+1difficultyif subject'sWillpoweris5or greater.

Time: One turn per level of effect

Duration:  See following

Aspects

Level of Influence

° Minor: Inacrowd, you are noticed, and individu-
as will find you interesting. Add 1 die to your
Socid dice pools.

e Stirring: You aren't the center of the party, but

you are being listened to. An individua will

make it a point to hang out with you. Add 2 dice
to your Socia dice poals.

Life of the Party: Of course you threw this party,
didn't you? A subject will go out of hisway for
you. Add 3dice.

Major: You are throwing a party, aren't you?
What you do, otherspay attention to. Individuals
will sacrifice quite a bit to earn your approval.
Add 4 dice.

Trendsetter: If you jumped off a bridge, more
than afew peoplewouldfollow. Yourinfluenceis
unmistakable. Anindividual will doal mostany-
thingyou ask himto, even kill ordie. Add 5dice.
Y our influenceislegendary, whenyou want it to
be. An individual is utterly besmitten of you, a
virtual (and possibly literal) slave, andwillingto
do anything you command. Add 6 dice to your

Socid dice podls
Number
< One person
b Two people

A small group (less than 10)

A party of up to 50 people or s0

A crowd of people: hundreds

A stadium full of people: thousands

ececoce
e e 000

eeoeocee

Duration
- A short while; afew minutesor so.
.- One scene
A day or two
A couple of weeks
Severd months
Indefinitely

Priceof Failure

A simplefailuremeans, at worgt, having abit of egg on your
face, in most cases. Botches can be big trouble, however (asis
often the case with sorcery). A spell could backfire making you
asunattractive and unimpressive as it was supposed to make you
impressive and attractive (reverse the adds to Socid dice pools
to penalties). Y our meddling with other peoples emotions can
haveawful conseguences; overuseof thisability canresult inthe
emotional equival ent of alobotomy, fiercefitsof jeal ousy orjust
asfierce protective urges. And in extreme versions of the latter
two problems, the subject will do anything to keep you saf e/keep
othersfrom having you... anything.

eooce
® eooce
eceecocece

®ccce o
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Fortune

Fortuna, both Buonaand Mal a, flowsfromthehandsof the
sorcerer who studies this path. By hiswill, probabilities alter,
events realign themsalves, and his target's future is changed.
The superstitious ascribed this power to all witches (untrue),
and call itthe Evil Eye, scientistsspeak of altering probabilities
and chaos math, and priests calls it the Hand of God, but in
every cae, intheend, theeffectsareonly partly inthe hands of
the sorcerer. Some mages ook on this as being a set of interre-
latedeffectslinkedclosalywitharudimentary understandingof
the Entropy Sphere. Sorcerers gifted in the Path just smile, nod
and continue on their lucky way.

Supernatural beings can be cursed but get to resst the
effect, if they are aware of it, with aWillpower check (difficulty
=4 +themagician's Path rating). Most curseswill need only a
single success, but very powerful or long-lasting curses can
require more in order to be removed completely. Short curses
normally won't be discovered unlessthey are announced ahead
of time; askilled user of Entropy or Prime might detect acurse
looming over someone, or someonewith Auspex might sseitin
their aura, however. A character's Arcanerating subtractsfrom
the total successes scored on aonefor oneratio (and could well
cause the curse to fail utterly).

System

Roll: Manipulation + Intimidation (Manipulation +
Mathematics for Technosorcerers)

Cost: OneWillpower

Modifiers: -1 Difficulty if some sorcerer has some item
closely linked with the target

Duration:  See bedow

Aspects

Target

Ingeneral, thetarget must be some specific individual or
group of individual sbut does not need to be specifically named
(So, for exampl g, thetarget might be " Jimmy Smith, who stole
my essay" or "that son of a bitch who just cut me off," but not
"everyone who hates me"). The moredots in this agpect of the
curse, the more people ir can affect, and the less specific the
targeting needsto be.

. One specific, named, target

=< Two targets, or one poorly defined one.

i A small group (no more than four) of closdy
linked individuals (aclique or family)

A midsize group of people with some kind

of relationship (anextended family, afootball
team, etc.)

A large group of people (no more than 100): al
of the patrons of a particular bar, a small com-
pany, etc.

An entire town or corporation or military unit
(like abattalion).

Duration

Thisishow longtheeffectwill last; whetherit coils, strikes
and disappears or hangs about to discomfit the recipient for
monthsor evenyears. At their most powerful, effectscan lastfor
generations, striking at aspecific target in eachgeneration (first
born son, for example).

. One shot. The effect waits for an
opportune moment, wreaks its vengeance (or
benefits) and then dissipates.

o The effect lasts a day, inconveniencing

target whenever possible.

The effect lasts for aweek or more (up to

three), helping the target when appropriate.

The blessing (or curse) lasts for several months.

The curse affects the target for years,

blighting hisvery existence.

"...And unto the seventh generation shdl the

family of Hedley-Smythe be cursed with mad-

ness, and terror shall follow themal! their days"

Severity

The severity of aFortune effect dependsin large part on
what the sorcerer wants to do, but the specifics of the effect
are never completely under the control of the sorcerer; the
caster can suggest, but in the end, every curse or blessing
takes itsown way.

* A brief inconvenience, or aminor weal;dropping
something, saying something utterly stupid (or perfectly bril-
liant), smashing your shin into the table, catchingabusatjust
the right moment.

s Something that results in a lasting inconvenience or
injury or someminor ad vantage. Sprains, bad casesof theflu (or
other annoying, but not life threatening, diseases), breaking
somethingdifficult toreplace and committing some major faux
pas are all possible curses, while blessings might convey
some minor advantage in battle, render the target im-
muneto somesicknessor misfortuneor preventsomedifficulty
that might hinder her path.

e« A szrious, but not normally life-threatening injury or
illness, or some permanent socia setback. This kind of curse
should be amajor setback for the short-term goasof the target.
As a blessing, this level conveys some major advantage. An
additional dieincombat dicepools, continuingminor luck with
dice (or women) or the good fortune to alwaysget the person at
the DMV who actually wantsto help (and awaysgetting there
when there aren't many peopleinline) are all possible effects.

eeee A permanent, debilitating injury or illness, or a
major turn of eventssocialy or financially. Bankruptcy, spinal
injuries, psychoss, blindness, an accountant taking off for
Barbadoswithall of your savingsand indictment ontax evasion
areall possihilities. Blessingsof this magnitude include things
like winning the lottery, excellence in battle in some critical
fight or overcoming incredible odds against some major socid
endeavors.

the



e ¢ ¢« Normally, adeath curse (and usually not a pleasant
death; decapitation, wasting diseases, mangling car accidents
and worse), athough some incredible turn of events might
fulfill a curse of this magnitude. Blessings at this level of power
involve chesting some inescapable death or misfortune: a last
minute reprieve from the governor, landing in the only pond
deep enough to cushion your fall after a parachute failure or
beingsaved by theQueen'sGurkhaRiflesjust asthecultistsstart
to lower you into the boiling lava are all possibilities.

e eeee o |fthere isafate worse than death or away to
cheat death forever, it would take a curse or blessing of this
power to do it.

Example: Rachel stares daggers at that stupid jock that turned
her down. Who does he think he is, anyway? What, isn't she pretty
enough? Fine. She'll show him, dammit! Mutteringa quick enchant-
ment she learned in abookfound inthe back ofthelibrary, she finishes
it with a curse and savagely stabs her athame into hisfootprint in the
dirtnear the stadium. Sheislucky enough to bewatchinglater that day
when, showing off, he back/lips offthe bed ofhis friend's pickup truck,
slips and smasheshis kneeinto thepavement, cracking it. So muchfor
the rest of the football season.

Rachel has 3 dots in the Path of Fortune, her Manipulation
is 3, and she has an Intimidation of 2. She sets up her spell as
follows — Target: level one (she knows the name of the "dumb"
jockin question). Duration: basic (sheisn't quite bitter enough to
want himserioudy put out for any length oftime.) and Severity:
level three (sheishitter enough towant himhurt, however). Since
she's assigning each aspect, she needs three successes (onefor each
aspect). If she'd wanted to push the severity even higher, she'd
have needed additional successes.

The Path of Fortune benefits from teamwork in afashion
unlike any other Path; each assistant who is successful in askill
check not only reduces the difficulty for the lead sorcerer by 1,
but adso adds a single success to the total pool for paying for
agpects In addition, every three assistants increases the effec-
tive knowledge of the Path by one, allowing the group to cast
more powerful cursesor blessings.

Example: A curse performed, by five members, all of whomhave
the Path of Fortune (with the leader havinga rating 0/3) would have
an effective Path knowledge of 4 to determine what level of aspect
couid be used, and would gain up to 4 extra successes to spend on
aspects, in addition to reducing the difficulty by up to -4.

Ritual

Death Curse (°)

A magician skilled in the Path of Fortune may invoke a
Death's Curse. The magician spends all of her permanent
Willpower, addsit to her dots and then spends them as she likes
inafinal curse(or blessing, athough thisismuch lesscommon),
just asif they were automatic successes For the purposes of this
spell alone, the magician can buy aspects two dots higher than
they would normally have access to; while a lesss magician
might only beabletoinconvenienceasingleperson, apowerful
onecouldlay wasteto an entirefamily or wither anentiresmall
town! Once this effect is cast, the character then falters and
quickly dies, burned out by her rage or taken by her wedl.
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Price of Failure

Messing with destiny and the future is never something to
be undertaken lightly. A failure on the dice roll results in
nothing happening (of course, if the target is unlucky enough,
the caster may not beabletotell if the curse took effect or not!).
A botched curse might boomerang back onto the caster, as the
hatred-fuel ed power feedsback intothesourceof thebile, rather
thanthetarget. Alternatively, it may twist itsdf into a perverse
sort of blessing, something that at first appearsto be acurse but
is instead, beneficial tothetarget inastrange sort of way. (This
isespecially appropriate if the caster's hatred of the target isnot
pure and savage enough — half-hearted curses are better left
aone, especially powerful ones.)

Botched blessings can be just as bad, if not worse, A
botched blessing might twist itself into acurse (especially with
very powerful blessings), targeted either on the caster or on the
target (once again, blessings where the motives of the caster ae
not pureare most likely todo this). Motecommonly, however,
the blessing takeseffect but in such away that it might aswell
be a curse. This kind of monkey's paw can be particularly
devastating. A blessing for long life might twist itself into
immortalityitself... butimmortality withoutvitality isaptison
suitable only for the most evil.

A sorcerer can use the Path of Fortune upon hersdlf if she
wishesbut runsaterrible risk. Any Botched roll means that the
sorcerer will suffer the full effects of the worst kinds of backfire
that she might accidentally inflict upon others. Worse, while
the sorcerer can try and unweave even a botched curse or
blessing upon another, she is totaly incapable of lifting or
unweaving an effect that she casts upon herself. Since asorcerer
may not know thefull impact of her casting for some time, the
Storyteller should roll the dicefor any use of this Path she works
upon herself.

Healing

Since the earliest days, those whose touch could heal have
been held in highest regard. The laying on of hands by a saint,
the witch's poultice, the intercession of a houngan with Legba
and the caring touch of ageneral practitioner haveal | been seen
as a kind of miracle. When practitioners of this Path are
involved, thisappellation it isnot far from the truth.

The Path of Healing takes time; there are no miraculous
cures, no instant regeneration of wounds and no sudden recov-

eries from fatal illnesses. Even the most experienced heder can
only forcethe body to do so much; aheaer normally workshy
accelerating the body's natural processss, by helping it do what
itwould normally do anyway, only faster and better. Worse, use
of this Path sapsthe user; overuse can lead to burnout and even
death. A master of the Path can bring someone back even from
death's door... but the cogt is often more than he can bear.

Although not absolutely necessary for the use of this Path,
most hedlers have a least some knowledge of medicine, d-
though this may not be traditional Western medicine:
Acupuncture, homeopathy, herbalism or knowledge of which
spirits to propitiate and which to exorcise can all be effective to
a healer who believes.

The Path of Healing can relieve pain, cure diseasss, speed
recovery from injuries(andheal someinjuriesoutright), evenrestore
sight to the blind. It cannot, however, do anything to dleviate
aggravated injuries... fire, Pattern magic and acid alt do things so
heinous to the human (or inhuman) body that it cannot be heded
in this fashion. For reasons that should be obvious, the Path of
Healing cannot be used on the dead (or undead).

A sorcerer may attempt to heal any given injury, diseeseor
conditiononce; if shefail sorachievesonly alimited success(due
to skill), she may not go back and attempt to improve the
Situation later,

System

Rall: Manipulation + Intuition

Cost: One Willpower per injury or disease

Modifiers. -1 Difficulty if Medicine, or appropriate Lore is
equa to or higher than rating in Path.

Duration:  Permanent

Pain

You can relieve the pain of an injury, even if you cannot
heal theinjury itsdlf. With 4 successes, you can reduce the task
penaltiesfrom injuries by -2; with 5 successes, the patient can
ignore most penaltiesthat don't involve actual amputations—
and even then, the penalties are because of the missing limb, not
because it hurts.

ToxinsandDiseases

With asingle success, you can virtually guarantee that a
patient will not suffer from secondary infectionsor problems as

ASPECTS

You may spend as many successss as heeded (including none) on any or al of the following aspects.

Success Pain Toxins
none none
© minor (headache) antiseptic
e moderate (migraine) rating1
eee major (groinkick) Rating2
eeee extreme (gut stab) Rating 3
eeeee incredible (amputation)  Rating 4-5
ceeces NA Rating 6-7
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Bashing Lethal Other

none none none

minor bruises none none

1 levd fixed stabile none

heal 25% none

2 levels fixed hea 50% minor debilities
hea 90% eyesight, hearing

3levesfixed hedl instantly majorneurological



a result of dissase. With greater numbers of successes, you can
cure diseasss or counteract exposure to poisons of a Toxin
Rating equal to or below the rating listed and alleviate the
symptomsof diseasesonelevel higher (thediseaseisstill present
and could still kill the patient, but the patient gets +1 on all
survival rolls and at least won't be miserable as he dies...).
Recovery time is dependent on the virulence of the dissase or
poison, how massive the exposure was and how long die patient
hasaready been afflicted.

Basning Damage

The healer can dose up minor contusions, scrapes, etc.
with but asinglesuccess; the injuriesfade over the course of 10-
15 minutes or 0. For every 2 successes spent on dealing with
bashingdamage, the healer can reduce the damage taken by one
level (fromWoundedto I njured, for exampl€). Bashing damage
that has been converted to lethal damage cannot be cured in
this fashion.

L ethal Damage

Two successss lets the healer stabilize even a critically
wounded patient; the patient will not regain any levels of
Health but will be safe to transport and may even be able to
move about under her own power, at leagt alittle (dependent on
injuries). Moresuccessesdonot actually removehealth level sof
damage but do cause the patient to heal at an accelerated rate;
thisisinaddition to any benefits gained by regular medical care
(s0 an Incapacitated patient who is being treated in a hospital
by a doctor who aso happens to be a healer who scores 4
successes on healing lethal damage would recover completely
from herinjuriesin 51 days, instead of 102 (or thealmost a year
that it would take with no medical attention or healer
intervention).

OtherlInjuriesorDebilities

With great effort (a minimum of 4 successes needed), a
hedler can correct congenital defects or problemsincurred after
birth. Many problems are beyond the ability of even thegreatest
healers to cure (they cannot regenerate limbs, etc.), but they
can cure bad vision or tonedeafness (with 5 successes) and even
some neurological conditions (6 successes). Exactly how many
successssare needed, and what is beyond the scope of the headler,
is up to the Storyteller.

RITUALS

Heeling Seep ()

The hedler can place apatient in adeep, restful deep that
relaxesand revitalizes. Thepati ent wakesfrom evenaf ew hours
of deep refreshed and aert, with a clarity of thought and
purpose. Ingameterms, the player rolls Manipulation + Intu-
ition versus adifficulty of 6; if more than one success is rolled,
the (willing) patient falls into a degp slumber. This ritual
normally resultsin 9 hours of degp; subtract one hour for each
additional success. Attheend of that deep, thepatient awakens
revitalized; all bashingdamageisheal ed, and the patient regains
a point of Willpower.

Mike's Cure-All (=*)

Although the exact version referenced here appears todate
from the Chicago speskeasies of the 1920s, versionsof thisritual
have been around for centuries. When cast on apatient who has
been drugged, poisoned or merely over-indulged, the patient
immediately begins to flush any toxinsin their system; depend-
ing on the length of time it's been since the toxins were
introduced and the method of introduction, they might be
expelled through sweat, vomiting or diarrhea, tears or some
combination. This israrely pleasant for the patient, but in the
end, the toxins are removed, and any effects they may have on
the patient are negated (already existing damage will not be
healed, but any side effects or further damage will cease). The
difficulty of this ritual is 6, and the healer must score more
successes than the Toxin Rating of the drug or poison that the
patient has in their system (or the highest Toxin Rating, in case
of multiple drugs or poisons). This ritual can be cast as an
extended task, and while it will flush out even achemical
concoctions and poisons, it does not affect vitae in any way; a
ghoul will not have the vitae in his bloodstream forcibly
removed, nor does it remove a blood bond.

Wakey-Wakey (-°)

With this ritual, a Sorcerer can revive anyone from even
the deepest deep. Even magicaly induced slumber can be
broken with thisritual, although the caster must generate more
successes than the originator of the deeping spell did. The base
difficulty of this ritual is 6; normally only a single success is
needed, although someone who is drugged, is a naturally deep
deeper or isincredibly exhausted may require more SUccessss
Thisritual costs one Willpower to cast.

Revive (eeeeee)

The pinnacle of understanding in the Path of Healing isthe
ability to bringback onethat hastraveled beyond Death's Door.
Evenmastersofthe Path canonly call back thosewho havevery
recently died, and survival is never assured; more than once, a
patient has been revived, only to succumb once again to his
injuries. The healer burns two permanent Willpower and rolls
againgtadifficulty of 9; shemust achieveat least 3successes, plus
1 additiona successfor every three minutesthe patient hasbeen
dead (not counting the length of time the ritual takes to cast).
If successful, theheal er losesany remaining Will power they may
have (these points, unlikethe initial two, can be regained over
time), isphysically exhausted and at -2 diceon all dice poolsfor
the next week. The patient, while revived, still suffers from
whatever illskilled him inthefirst place; if immediate medical
attention is not forthcoming, he will quickly die once again.

Priceof Fallure

A smplefailure merely meansthat thehealer hasno effect;
she cannot work on this injury or disease for whatever reason.
A botch, however, can be particularly horrifying in the case of
this Path; stories tell of tissue surrounding a wound going
hypercancerous, orifices like the mouth, nostrils, etc. suddenly
"hedling" themselves over, diseasss going berserk and worse.
The healer can dso backlash the injuries of the patient onto
herself or subject hersalf to the poisons or diseases she was trying
to cure.
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Hellfire

Thought by many to be at least tainted by darkness, if not
outright of evil origins, the Path of Hellfire tapsinto the deepest,
most primal, and destructive of forces. Legends ascribe the
beginnings of this power to the infernal reams, pacts with
malevolent elemental spirits, and bargains with beings better
left alone. The master of the path of hellfire can demand, and
receive respect; he will asoreceive suspicion and fear, whether
he demands them or not.

A student of the Path of Hellfire learns to summon and
control powerful elemental attacks; blasts of lightning, boltsof
fireor mysticenergy, cloudsof poison gasor other deadly effects.
Unsubtle and direct, these powers, utilized properly, can oblit-
erate even the most deadly of foes, in the hands of a master.
Students of this Path should remember that a little knowledge
can be adangerous thing; they are not immune to the effects of
their own powers, and using this power in combat normally
requires planning beforehand.

Hitting atarget with ablast of Hellfirerequiresasuccessful
Dexterity + Mdeeroll (difficulty 7). Striking at an arealowers
thedifficulty to 5 butalowsthose in the areaachanceto escgpe
(see Dodging and Resistance in Mage Revised, p, 152).

System
Roall:

Codt:
Duration:

Aspects
Damage
Two dice of lethal damage per success spent. Although the
basic form of Hellfire is a gout of flame, Hellfire does not do
aggravated damage by default: for aggravated damage, spend 2
additional successss (some specia effects preclude aggravated
damage). Total number of successes spent on damage (includ-
ing to buy aggravared damage) cannot exceed thedots the caster
hasin Hellfire.
Range
- Touch only. The sorcerer must make asuccessful
Brawl attack in order to hit histarget and deliver
damage (which is in addition to norma melee
damage.
.- Less than 10 feet
Less than 25 feet
About 50 feet
Any target within 150 feet
A target within 200 yards or so

Manipulation + Occult
One Willpower
I nstant

Area
- A single target
.- A small area; 3 square feet or so
No more than a couple of square yards or so

10 square feet (which can be arranged asawall,
circle or whatever).

20 suare feet
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Approximately 50 square feet

Special Effects

All specid effects are optional and, in fact, must be
purchased (using freebie or experience points; cog is equal to
the cogt in successes +1), as each is a separate study in destruc-
tion. Each could be considered a separate destructive Path, of
which Hellfireissimply ageneric sampling.

» « Earthquake: The ground cracksopen, engulfs the target
and crushes him before subsiding. The target will then haveto
dighisway free(Strength roll against difficulty 6, need asmany
successes as health levelssuffered, extended task). Lethal dam-
age only.

¢ Lightning: A bolt of electricity fries the target. If the
targetistouchingany conductivematerial (water, asuit of plate
armor, wires, etc.) and anyone dse is touching that material,
they suffer the same damage the target did. Can be aggravated.

 Decay: Does no damage to living targets, but anything
they are wearing or carrying begins to rust, decay, warp and
generally fal apart ar a high rare. Within 2-3 turns, anything
they are wearing or holding will be junk. This effect destroys
three pounds of material per point of damage that would be
scored (some substances and anything that has been enchanted,
will be resistant to thiseffect).

* Dust Storm: A blinding, stinging cloud of finedust whirls
throughthearea, scouring everyone in the area. Must be bought
with at least three dots worth of area. All beings in the path of
thiscloud are blinded for theduration of thecloud (one turn per
hedlth level of damage inflicted).

» Sleet: A blast of freezing water and ice cuts across the
target. Not only doesthisinflict damage, but it can dso obscure
vision (at least momentarily), and the ground surrounding the
target is at least wet and may be rather dippery. Lethal damage
only,

» Smoke: A thick cloud of poisonous smoke hillows forth
from the caster, enveloping the area. (This effect must be
bought with an Area of at least 3 dots). Everyone within the
cloud takes one hedlth level of lethal damage per turn, unless
they have some kind of protection (a gas mask buys 2 turns of
exposure but is then rendered usgless) or do not need to breath
(like vampires). Vison is totaly obscured (even advanced
vision, like thermographic or night vision) while within the
cloud. Can be aggravared.

» » Tanglewood: nearby plantslash out, throwing stormsof
splinters, thorns, etc. at thetarget. A truly lucky magician might
be able to stake a vampire this way, but don't count on it
(difficulty 9, at least 5 successesneeded). Ifthetarget isactually
standing among any kind of dense undergrowth, the plants will
envelop him (extended Strength roll againgt difficulty 7, need
asmany successes ashealth levelssuffered to break free). Lethal
damage only.

esesDrowningTide Thiseffect requiresalargebody of water
towork (an Olympic sze swimming pool issufficient). A sudden
wave or undercurrent reeches up and drags the target under the
surface, smashing her body and causingdrowning damage. (Seethe
rules on drowning in Mage Revised, p. 249). To escape, the target
will havetogetto"shore' anddraghimsalf out of thewater (Strength



roll, difficulty 8, number of sucoesses needed depends on how long
heisinthewater and howfar heisfromsafety, but at least 2 successes
necessary). T hi sconti nuesuntil thetarget escapesor dies. Drowning
damage only.

RITUALS

Fires Wed (e°)

Thisritual alowstheuser (or whomever they cast theritual
upon) to resist natural flames, and provides at least some
protection against even mystical flames. Roll (Manipulation +
Occult) against a difficulty of 7; if you score more than 2
Ucoesses, you can soak firedamage asif it werebashing damage,
instead of aggravated; more successes reduce the sosk number
needed (s0 5 successes on this check would result in the
recipient beingabletosoak firedamageashbashing, witha-3on
the soak difficulty). Thisritual costs one Willpower and lasts
one scene.

Hellblade(s*)

Thissimpleritual attunesaweapon (normally somekind
of bladed weapon, often adagger or sword) to the powersof this
Path. By spending oneWillpower, youmay engulf thebladein
mystical fires; while burning, the weapon does aggravated
damageand does2 additional diceof damage. Thesefireslastfor
up to one scene, unless the magician triesto hand the weapon
to another user, at which point the flamesdie out. Requiresa
Manipulation+Occultroll, difficulty 7, withat | east 2 successes
rolled to take effect.

PriceofFailure

The price of failure ought to be obvious... the powersyou
are trying to wield rise up and engulf you! A simple failure just
indicates that nothing happened, but a botch typically means
that the attack backlashesonto the caster, inflicting whatever
fate wasintended for the target back on the attacker.

Mana  Manipulation

Nearly every sorcerer recognizes the flow of some sort of
power: mana, sekhem, chi, visor some other representation of
magical potential. Most magicians learn tofeel or describethe
energies that course through them during the casting of spells.
Some, however, learn to direct these powet sources in order to
reshapethefundamental mysticenergy aboutthem. Geomancy,
ley linechanneling, fengshui —al | of these senseand redirect
the power of raw magic energy into new ditectionsand shapes.

Mana M anipulation isan esoteric Path, and few sorcerers
would describe it in such abstract terms— rather, most see it as
anexercisedescribed by their specificmagical style. A magician
used to feng shui and chi kung, for instance, will channel chi
energieswith speciad mirrorsor moxaburning, A sorcerer who
relies on incantations and wands will use those tools to direct
Mana and store it. Spirit-talkers and shamans may rely on
elaboratedesignsto trapand hold energy or paintingsthat ward
off negative enetgies,

System
Roall: Manipulation + Occult
Cost: 1 Willpower

Dak Paths

Most societies of sorcerersconsider certain Paths
to be dark knowledge, Paths whose understanding
btingswith it certain costs of insanity, corruption or
damnation. Depending on the society, these Paths
may be forbidden, taught only to those already as-
sumed to be freeof corruption or forgotten altogether,
known of only in legend and myth.

Exactly which Paths are considered Dark Paths
depends on the teachings of the society in question.
Most Western societiesconsider Pathssuch asHellfire,
Shadowcasting, the cursing aspects of the Path of
Fortune and Daimonic Summoning to be Dark Paths,
but in other cultures or societies, these powers may be
consdered totaly normal, or even sacrosanct, while
othersare considered utterly profane.

ThelL awof Retribution

Many, though not all, societies have atradition
that states in brief that what magic is used for comes
back to the user. "As ye reap so shall ye sow," and
"what you send out, you get back threefold" are but
two examples of this philosophy.

Although not universal, this belief seems to
have somegrounding in fact; those who use sorcery
for evil often come to evil ends. Whether or not
sorcery has a conscience is up to the Storyteller to
decide; it should be kept in mind, however, that
sorcery doesnot seemto mind being usedfor profit or
evenforjustifiedretributionor self-defense. Itisonly
when sorcery is used to needlessly harm others or to
gain wealth or power at another's expense that the
law of retribution comes into effect.

Thelaw isasonotuniversal... far fromit. Many
evil sorcerers live out their lives without any prob-
lems, comfortable in their villainy.

Modifiers: 1 for areas of srong Mana (Nodesand the like)
Time One turn per effect level
Duration: Varies

Instead of aspects, thisPath offers certain featsthat may be
performed at each level.

* The sorcerer can sense Mana energies. In simple terms,
aquick meditation or invocation allows the sorcerer to deter-
mine if an area or item is charged with power (Quintessence,
Mana, vampire blood, what have you). With three or more
successs, the sorcerer can tell if it has aspecific Resonance—
recognizing asacred groveasaplace holy to natureand growth
or determiningthat somesort of soredManaisactual ly flavored
with a destructive, poisonous Resonance, for instance.
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* « Whilean initiate can sensemagical energy in placesor
objects, asorcerer withthislevel of ManaM anipul ation can se
the magical energy in and around creatures. The sorcerer's
perceptions let him determine if someone isusing magic and
allow him to see obstructed or occluded magica flows (like
blocked chi energies or curses). The sorcerer can adso make a
rough estimate of the potential magical energy held by an
individual, though this does not guarantee separating a super-
natural creature from an otherwise normal human.

eee Skilled sorcerers can displace or alter the flow of
Mana around an area. The sorcerer can briefly block a Mana
flow (each successcausesaNode or other wellspring of Manato
become dormant for a turn) or push it in adifferent direction
(again, for one turn per success). The sorcerer can cause Mana
tobecometrapped in asimpl e object, though agiven object can
only holdasinglepoint of Manathroughabrief spell of thissort.

*eee Manipulation of persona Mana energies alows a
sorcerer to store additional Mana (temporarily), draw from a
placeof power tofuel hismagicor evendisrupt aperson'sMana
flow tocauseinjury. Thesorcerer candraw Manaout of aplace
of power; each success allows the sorcerer to channel one point
of Mana (to the limit of the area's power), which must be used
in the next turn. Striking at a person to destroy Mana allowsthe
sorcerer to strip Mana from the individual's pool a a one-
success-for-one-point rate; this can also discharge the power in
other magical pools(like Gnosis) on a two-successes-per-point
ratio. Mana Manipulation at this level can cause injury or
healing by altering the flow of life energy through a subject,
essentially promoting health ot disease. (This hasnoimmediate
effect, but over time may cause degeneration or better health;
long-termor powerful alterationsarebetter performedwiththe
Healing Path.)

e eeee The master of Mana can not only sense and
redirect Mana, but can use Mana to infuse countermagic
(creatingamagical "shiedd" that allows him to add Manato a
countermagic dice pool), block another sorcerer's use of Mana
(each success stops an opponent's point of M anafrom empow-
eringaneffect) or even changetheResonanceof Mana(turning
poisoned Mana into neutral, "clean” energy that could be used
with hel pful spellsor bending otherwise passiveM anatoamore
active, fiery Resonance for use with destructive magic), with
uccesses dictating the level of change — one success would
alter the Resonance slightly, three would cancel out a charac-
teristic and fivewould reverseit.

e eeee o Alegendary sorcerer can briefly causean areato
become a nexus of Manaenergy. With aspell of thisleve, the
sorcerer creates aflow of Mana for a few moments, turning
himsalf into a sort of magical magnet. Successes garnered on
suchaspell arespirt between duration (in turns) and power (in
Manaper turn). The sorcerer or others present may channd this
Mananormally. Doing so, however, can be very debilitating;
such magic often has side effects or burnsout the caster (score
one level of bashing damage for each successrolled).

Rituals

Mana Manipulation ritualsallow a sorcerer to extend his
power over Mana to cover wide areas or long durations.
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Infusion (e°)

The sorcerer takes an otherwise normal potion or other
consumable object and places some of hisown Manaintoit for
later use. The sucoesses scored determine how much Mana can
go into the item. Energy usually "leaks' during this process,
every two points of Mana spent by the sorcerer channel one
point into the storage receptacle.

Shape Mana (e°*)

With specid mirrors, diagrams, carvings or the like, the
sorcerer turns the flow of Mana in an area so that it changes
direction and intent. The sorcerer could cause "bad’ energies to
become wholesome, alter aspell effect or turn aley line so that
itrunsthrough hisresidence. Thelevel of successguidesthefeat:
With one success, the sorcerer could dissipate some unlucky
energies so that aplace doesnot attract evil spiritsor ill fortune.
With three successes, the sorcerer can channd joss so that a
location has good fortune (lowering by one the difficulty of al
commerce or practices of the area — a store would facilitate
business, ahospital would encourage healing, and so on). With
fivesuccesses, thesorcerer canreshapeamagiceffect dready in
theareatothelimitsof hisownknowledge(turning, say, award
sothat it wards against adifferent creature type) or even cause
a Node or other source of power to channel its energy to a
location of his choosng. Mana reshgped in thisform typically
lasts until some force "sngps' it back to normal, though some
places may require specific maintenance (yearly for smple
effectslikeggodluck, perhapsdailyritual sforbendingleylines).

Oneiromancy

It is a frequent theme in tales of the fantastic and the
magical that odd things often happen in dreams. Omens of the
future are sometimes seen, messages from gods or wizards are
pesed on. There are tales of lovers who have not yet met,
destined for each other, dreaming of their first meeting. The
Dream Realm is infinitely malleable, responsive to the con-
scious and subconsciousof the dreamer. A skilled dreamer can
impose hiswill upon the Dream Realm, creating new images
and altering the behavior of old, banishing nightmares or
crafting new horrors with which to terrorise other dreamers. It
is said, too, that there are world and beings that exist wholly
within the world of dreams and nightmares, from the realms of
the fae to the strange worlds described in the writings of
Burroughs, Lovecraft and Poe

Nearly everyone dreams. The oneiromancer walksamong
those dreams. Likethe dreamweavers of horror moviefame, she
can craftimages so realistic that it ishard to tell thedifference
between them and redlity. Still, they are"only" dreams. Or are
they? An overly imaginative subconscious can quite literally
dream itself to death, though thisisrare. More common are the
tales of wicked men who dreamed of their ultimate fate and
heeded the warning to reform their ways. Such messages are a
fine and subtle weapon of those who walk the dreaming night.
And sometimes, dreams can walk amongst men....

System
Roll:  Wits + Occult.
Cost: None



Aspects

Distance

Inorder to affect a dreamer, the oneiromancer must have
some sort of contact with her target. Physical contact isthebest,
obviously, but the principles of Sympathy and Contagion allow
the use of other means.

. Direct physical contact
oo True Name

oo Body part/secretion*
esee  Prized possesson
eeee e (Other possession* *

* Blood, hair, nail clippings, saliva, urine, etc. It must
be unmixed with other materials.

** Any item that is in frequent contact with or use by
the target, such as clothing,

Effects:

* Thefirst step thedreamwalker must master isthe ability
to reach out and touch the dreams of others. They come to her
asdo most dreams, inflashes of imagery, often highly distorted
by the subconscious. The dreamwalker can, with considerable
thought, interpret parts of these shattered fragments, perhaps
giving her some insight into her target's nature or history.

« «\Working out the methodology to enter and take part in
a dream is the next dep. Entering the dream renders you
temporarily apart of it; the oneiromancer's dream-self takes on
an appearance and initial tole in the dream provided by the
dreamer's subconscious (and the Storyteller's feel for what is
appropriate). It isnot hard to make small changesin thedream
(conjuringasmall itemfromnowhere.say), aWits+ Dreamcraft
roll at difficulty 6 suffices. Larger changes are very difficult, and
the basic theme of the dream sequence is unalterable. Any
changewhichviolatesitwill beat aminimumdifficulty of 8and
requiremultiplesuccesses—andwill tend toundoitself unless
the dreamer pays condant attention to maintaining it.

« ¢« Eventually, the dedicated dreamwalker will learn to
isolate himsalf from his subject's dreams. This allows observa
tion of the dream images without being drawn into (possibly
quite dangerous) direct participation. A greater degree of con-
trol over the dream is dso possible now, the dreamwalker
bani shing or creating nightmares and fantasies. It ispossible, for
example, to guide a dream to images supporting the sdlf-
confidence and surety of the dreamer, helping him to regain a
point of temporary Willpower or to cagt horrible terrors that
mimic the effect of the Nightmares Flaw.

¢ ¢ o+ Once she has achieved sufficient control over the
dream, the next step is to master dream sendings. The
oneiromancer can craft agpecific, detailed dream sequence and
send it offtothetarget, to berepeated as many timesasthe caster
gains successss on his casting roll. The prudent dreamwalker
keeps these to one or two repetitions anight; any more and the
subject may grow suspicious.

eeeee A master of the Dream Redm is a powerful
individual; she walks freely in the dreams of others and is
capable of melding the dreams of severd folk into one (she can

bring one person into the dream for each success on the casting
roll). Of course, she hasno control over the dreamers' actions,
andtheinitial environment will beamix of their subconscious
influences, but careful nudges cansend thegroupintoasuitable
dream with abit of effort.

eeees o The greatest and most legendary power of
Oneiromancy is the ability to make the dream real: physical
entry into the Dream Realm. One who accomplishes this
incredibly difficult feat can walk from dream to dream amost at
will and may evenbeableto bringitems (or evenlivingthings)
out of the dream into the rea world — for atime.

Priceof Failure:

A botched dreamweaving typically casts the sorcerer into
aNightmareReal m ashisown subconscioustakescontrol of the
dream. Storytellersare encouraged to reach deep into their bags
of tricks. Use the character's fears and memory of past disasters
againgt him. The descriptions of Harrowings in Wraith: The
Oblivioncan bequiteuseful inthis. Notedso that stepping into
thedreams of aperson who sufferstheeffectsof theNightmares
Flaw can he a disaster al by itself, their dream images are
powerful and frequently painful.

Shadowcasting

With mastery of this Path, the shadows becomeyour tools,
the darkness your ally, and the night your friend. Despite the
accusations of those who claim that the Path is, if not actively
infernal, at least tinged with an ineffable darkness that can
corrupt the unwary, the Path of Shadows isno more inherently
evil than most other Paths. Whatever evil asorcerer findson the
Path of Shadows, he brought himself.

A shadowcaster |earnsto mani pul ateand conj ureshadowstuff
— atfirst, mere smple shade but, with experience, near-tangible
blackness or total nightfall. Color and light are absorbed and
extinguished by these shadows, which dance and caper a the
sorcerer'sheck and cal. Neadless to say, such displayscanbequite
unnerving; even a novice sorcerer can conjure effects that will
frighten the witsout of most normal humans.

System

Rall: Manipulation + Occult
Cost: 1 Willpower

Modifiers. None

Time One turn per leve of effect
Duration: Varies

This Path doesnot have aspectsper s rather, itseffectsare
limited by raw level.

* The caster can degpen and darken shadows and darkness
in a room or area. The overall lighting doesn't dter, but those
shadows that do exist will be much darker thanthey ought to be.
If you desire, those shadows can carry with them a feeling of
unease and spookiness. Exact effects depend on the situation
(using this ability in a brightly lit office will have little effect,
while doing it in a shadowy warehouse would give a sorcerer
(and others) the effect of an extra dot of Stealth.
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* « By shaping the shadows in his area and muffling the
sounds he makes, the sorcerer can become almost impossible to
discover. Hecan make hisappearanceindistinct, hisvoice eerie
and creepy and the shadowsdeep and dark around himself. Add
2 dicetodicepoolsinvolving Arcane, Disguise (for purposes of
hiding your appearance, not for taking on the appearance of
others), Intimidation or Stealth. If the sorcerer casts the shad-
ows on another, the victim will begin to see things out of the
comer of his eyes, horrible shadowy forms that dissolve when
the head rums. Strange creaks, ominous footsteps and hollow
laughterwill inhabit hishearing, and arisingsenseof dread wil |
occupy every sparethought. A Willpower roll (difficulty equal
tothenumber of successesrolled) isnecessary toavoidfumbling
and hesitation; while not enough to cause pendlties, this will
cause someone to reconsider whether or not they should be
here, instead of safe at home in hiswell-lit living room....

* + » The shadows rile and coil about the shadowcaster.
Color fades from the area, and sounds become mere whispers
and murmurs... or sudden piercing laughs, screams and other
sounds of terror. Panic rises in all but the most stout hearted
(Willpower roll, difficulty equal to the successes rolled + 2;
failure indicates either a sudden, near irresistible urge to be
elsewhere or a-1 to all tasks). You may add 3 dice to your
attempts to conced your character (or another).

eeee The shadows are the sorcerer's dlies in all ways.
Thosewho oppose him must makeaWillpower roll (difficulty
8) or be struck down in near-terror (-2 on all tasks— fear this
great may drive some to frenzy). Add 4 dice to your dice pools
for Intimidation, Arcane and Stealth. Cameras and other
electronic recording deviceswill fail unless the operators suc-
ceed at an Intelligence + (appropriate skill: Computers,
Investigation, Photography, Science) roll (difficulty 8, gener-
aly, although very simple equipment might need only a 6).

eeeee The shadows reach out and engulf the caster's
opponents, what they see there is enough to reduce even the
greatest to shivering wrecks. Usad offensively, the opponent
must makeaWill power check (difficulty 8, 3 successesneeded)
or be reduced to usdessnessfor several rums; avictim that was
already afraid of the dark or enclosed spaces will probably
require psychiatric attention before recovering. Those shrouded
in the darknesswill betotally invisible to those outside it (and
to each other). Naturally, the caster can see in hisowndarkness.
Any recording device brought into the darknessfailsimmedi-
ately (no roll allowed); any pointed at the darkness see only
roiling mases of ... nothing. Inky blackness. Shadows.

seeee o The legendary sorcerer can give the shadows a
physical form, shapingthem into chainsor tentaclestograband
hold those he wants stopped. The number of successes scored
represents the total amount of Strength that can be brought to
bear against opponents; you can divide these points up asyou
want. Bright light will weaken these shadows, sunlight will
destroy them. Alternatively, the caster canusethispower todim
even the brightest lights; even the sun will dim, although only
temporarily,andonlyinasmall,well-definedarea(analleyway
or courtyard, for example).
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PriceofFailure

The shadows are cruel servants... or are they masters? In
any case, botches with this Path are certainly undesirable.
Sorcererscan end up befuddling themsel ves as much (or more)
than their opponents, drawing the shadows they intended to
inflict on others upon themselves. Rumors spesk of shadowy
formscoming out of shadows that didn't exist... couldn't exist,
in broad daylight, to draw a sorcerer who hasbadly botched into
the darkness, never to be seen again. Others gpesk of things
drawn forth that have forever pursued students of this Path...
and those caught by them are never quite the same again.

Shapeshifting (No Rituals)

While the World of Darkness is indeed home to some
shapeshiftingmonsters, afew sorcererslearntoalter their bodies
through magical practice rather than inborn heritage. Perhaps
it'sa gpoken word that cdls to the primal animal within or the
interventionof ananimal-spiritor evenalittlejudiciousgenetic
engineering. This Path is very elemental, often caling upon
ingtinctive knowledge, and many sorcerers have logt their
personalities to the beast-side conjured up. Others lose their
identity in malleability. For afew, shapeshifting is lessan art
than anatural talent, but oneunchanneled by the callingsof the
true Changing Breeds. It seems that Shapeshifting comes in as
many forms as its practitioners.

System
Rall: Stamina + Animal Ken (mythic sorcery)
Intelligence + Science (extraordinary science)
One Willpower per use
None
One scene

Codt:
Modifiers:
Duration:

ASPECTS

Shift Scde
. A minor cosmetic change: The sorcerer can
change eye colors, grow hair, etc.
Noticeable change: The sorcerer grows small
claws, sprouts scaes on the hands or the like.
Significant change: The sorcerer replaces some
body part with an animal feature—afull clawed
paw, anasty shark jaw or an externalized diges-
tive system.
Half-shift: The sorcerer can shift half of his body
into another form or find some halfway point
between human and animal with significant
traits of each. The sorcerer might resemble a
bipedal wolf (of size somewhere between human
and wolf) or could have bird wings and a besk
with human legs.
Full shifting: The sorcerer can change com-
pletely into animal forms.
Mythic shifting: Not only can the sorcerer take
on animal forms, he may turn into formsthat he
only imagines.



Subject
S oo The sorcerer can only affect himself.
Thesorcerer can affect adifferent subject instead
of himslf.
The sorcerer can affect two subjects at once.
The sorcerer can affect up to three subjects at a
time.
Disparity
The sorcerer can only affect himself and must
take only oneanimal feature.
The sorcerer can make two unrelated shifts:
having awolf claw and araven's head or chang-
ing himself to have fangs and an opponent to
have whiskers.
The sorcerer can make three unrelated shifts.
The sorcerer can freely mix and match shifting
traits.

PriceofFailure

Shapeshifters have a tendency to lose control over their
shifting processes, asorcerer who botchesmight trap himselfin
an animal's body or accidentally give an enemy useful advan-
tages. The sorcerer could replace hismental acuity with animal
ingtincts, or his body might start shifting out of control.

Summoning, Binding and
Warding (All  Rituals)

Perhapsthe mogt ubiquitous among legendary sorceriesis
the ability to bind and control various natural or supernatural

o-coe

entities. Sorcerers can use their powers to command ghosts,
demons, animals— even other people. With protective circles
the sorcerer hedges out enemies, while with summoning spells,
he calls the subjects to him.

Summoning, Binding and Warding are perhaps the most
dangerous of spdlls. Attempts to bind crestures amost inevita
bly make them hostile. A sorcerer may not know that award is
unsuccessful until an enemy attacks! And, of course, many
hapless sorcerers learn to summon crestures long before learn-
ingtobind andcontrol them. Worsestill, many extradimensional
beings poseess will too strong to be easily bound.

All Summoning, Binding and Warding powersare rituals,;
the sorcerer must properly prepareand incant to maketheeffect
happen. The aspects determine the sorts of creature that the
sorcerer can summon and for how long. Each type of creature
requires a separate ritual; Summon Rats, Bind Rats and Ward
Against Vampiresare all separaterituals.

Summoning, BindingandWardingcoversmanydifferent
aressof study. Material Summoningreferstophysical creatures,
like the summonsof ratsor bats. Daimonic Summoning affects
angelic or demonic entities. Ephemerarefersto the practice of
dealing with spirits in general; Necromancy covers dealings
with ghosts of the dead. Coiling or Technomantic Summoning
refers to the practice of summoning or binding technologica
items — some modern sorcerers might even call their cars to
them or ward their computers againgt viruses!

System
Roall: Intelligence + Occult
One Willpower

s
e a o
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Modifiers; None
Duration: See below
Aspects

Creatures Affected

A creature compelled by aSummoning must appear to the
sorcerer. Thus, the sorcerer can see spirits or the like that are
brought forth, vampiresare forced from hiding, etc. Note that
the creature must move under itsown power; the spell doesnot
teleport it into the location. Thus, Summoning a toaster does
little good unless it hes whedls.
© Simple cregtures. The sorcerer can affect small,

unintelligentanimas, likerats, batsandinsects. This

dso functions upon simple nature spirits or basic

technologica devices.
i Largecreatures. Thesummoner may affect large
animals like wolves. The summoner may aso
affect ghosts of the dead or larger technical
deviceslike televisions.
Humans: The summoner's magic functions
uponnormal humansor upon sel f-willed natu-
ral spirits. Computersand complex electronics
may be affected.
Paranatural: The summoner can affect ghouls,
other sorcerers and similar supernatural entities.
Technomagica devices may be affected.
Supernatural: The summoner's powers reach
beyond to affect truly supernatural material be-
ingssuch asvampires, werewolves and the like.
The sorcerer could use technosummons against
airplanes, wardsacrossentire buildingsand soon.
Celestial: The summoner can invoke his powers
againg gods, demons and angels.

Number

Each dot of Summoning allows the sorcerer to summon
one creature of the appropriate type or one swarm for small
animalsand insects.

Warding Strength

Each dot causes the subject to lose onediefromall actions
againgt the sorcerer.

With Warding at three or above, the sorcerer may create
aWarding Circle; unless the creature Scores more SUccesses on
aWillpower roll than the sorcerer's player scored on the Ward
roll, the creature cannot pass into or out of the circle.

Binding Intensity

Binding levels are cumulative. Note that a cresture may
expend a point of Willpower to resst a Binding, though the
sorcerer may recedt it.

- The creature cannot act againg the sorcerer.

i The creature must truthfully answer any single
question put to it.

The creature truthfully answers questions and
must perform any one servicedemanded, though
it may twist the intent of the service.
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soee The cresture performs a task for the cagter as

directed, following the orders closdly.

e eeee  Thesorcerermay commandthecreatureto perform
one task on behaf of another person and order it to
answer any questionsput to it by others.

Thecreaturefollowsthespirit aswell asthel etter
of the sorcerer's commands.

Duration
¢ One turn
o Three turns
oo One scene
eeee One day
eosee One story
[XITT] ° Permanent (t))

Price of Failure

The price of fail ure should be self-evident for Summoning,
Binding and Warding. Those who meddle in the affairs of
demonseventually get what they deserve, A creaturemay arrive
and pretend to be under control; awarding circle might hedge
against thesorcerer; abinding may simply enrage the target and
even make the subject resistant to the sorcerer's spdlls.

Weather Control
(No Rituals)

Weather witches have aways been among the most revered
and feared members of the sorcerer community. In ancient time, a
witch could doom acommunity toadow death by withholding the
rains the crops needed... or could wreck it quickly by bringing on
storms that flood thefields, destroy homesand kill the unwary. On
the sees, thosewho could cdll thewindswere lifesaversintruth, for
abecamed vessd was one that would die.

Most cultures consider weatherworking to be a woman's art,
drawing on the ties between her fertility and the bounty of the land
and the elements, but this is far from universd; in some African
tribes, weather magicwasmen'smeagic, for exampl e. Technosorcerers
make no such digtinctions, of course, but then, their mastery of this
Path isthought by most to belimited at best. (Whether thisistrue
isaquestion of somedebate, however, asthereareafew who dways
seemtohavethewind at theirback, cloudy skiesand convenient fog
banks when they need them.)

Wesather magic can be terribly powerful but is dso usualy very
dow to takeeffect. Changesin the weather are usually messured in
hours or days; you can speed these processes up, but you cannot
summon tidal wavesout of nothing or tormsfrom clear skies. When
giventimetowork, however, weathercraft cancommandforcesthat
are truly awesome and terrifying to behold, but not without cod.
Even smple changes can leave a sorcerer drained; major workings
can demand terrible sacrifices or even the degth of the cagter.

System

Roll:
Codt:

Manipulation + Willpower
Weatherworking is expensive. An effect codts
one Willpower per 2 dots in Intensity, plus one



for every 3dotsof Duration, Speed and Scde (or
fraction thereof).

Modifiers:  none

Duration: e below

Note: Because of the nature of weathercraft, the sor-
cerer does not gain the benefit of Path dots as
freebie successes, almost all weathercraft casting
will be performed as extended task checks.

Aspects

Intensity

* You can make small changes in the environment: a
sudden cold breeze, a dlight drop in room temperature, a
softening of the light in a room, the sudden flaring of candles,

*« Minor changes to the environment are possible; you
cansummonupadensefog, ensurethat skiesarecloudy or create
favorablewinds.

ee» Therainsand winds are at your command. Rainshowers
come when you cal them, and strong winds blow where you
will. You can change the loca temperature by as much as 30
degreesin either direction and can calm strong sess or currents,

¢ s« Storms move and surge where you will; powerful
rains, galeforcewinds, heat wavesand cold snaps (changesof up
to40degreesin temperature), and powerful tidesand undercur-
rents are all at your command. You can aso take control of
existingweather patterns; anadditi onal M ani pul ation+ Occult
roll (difficulty7) allowsyoutodirect somephenomenon of the
storm (hailstones, powerful waves, lightning bolts, smashing
winds, etc.) at aspecifictarget. Theseattacksdo (4 health levels
+ thecaster'ssuccesses); anew rol | must bemadefor each attack.

Lightning bolts do lethal damage (aggravated if the subject
"botches' thesoak roll ), other attacksdo either lethal or bashing
damagedependingontheir exact effects.

eee e Your control over the thunderstorm is absolute.
Great waves surge and crash when you command, and no man
can stand when you send the winds againgt him. The blizzard
and the drought are your weapons. Elementa attacks sent
against othersdo 6 health level's + your successeson aMani pu-
lation + Occult roll.

ee e e e o You can SUmmon the most destructive of weather
paterns. tornadoes, hurricanes and monsoons, killing frosts, dust
storms, lethal heat wavesand ragingthunderstorms. Their elemen-
tal attackscankill eventhemost powerful of men; attacksdo abase
of 8 health levels + successesralled. Stormsof this magnitude will
disrupt locd weather patternsfor weeks or even mondis after the
storm itsdlf fades away; the faster the storm is summoned the more
extremetheaftermathand disruptions.

Speed
. The changes you request will happen... eventu-
ally. Depending on the severity of the change, it
might take anywhere from minutesto aweek or
more for the weather you summon to arrive.

i Minor manipulations of the loca weather occur
within afew secondsor minutesof your enacting
thechange. M gjor changesstill takelong periods
of time to take effect, depending on the severity
of the shift.

oo Small changestakeeffectwithinaminuteof your

calling them, and larger changes require only a

few hours to a day to take effect. The most

extreme of shiftsin weather, however, still take
several daysto st up.

Minor changes are amost instantaneous, larger

changes occur within a few hours, and extreme

changes happen in a day or two.

Minor changes occur when and how you ask

them to, larger changes happen in an hour or o,

and even extreme changes usually take place

within aday of you asking for them.

Even thelargest of ssormscomewithin an hour or

two of your calling diem. Summoning a storm

with thiskind of speed is guaranteed to mess up

loca weather patternsand will certainly attract

largeamountsof attentionfromthosewhowatch

the skies... not to mention weirding out every

meteorologist on the same continent as you are.
Duration

° A fewseconds nomore,andonlyforminorchanges.

i A minute or 0. Mgjor changes cannot last this

short a period of time.

A few minutes, maybe half an hour at most.

An hour a mogt

Severa hours, maybeaday.

Up to aweek.

50 square feet or so. Minor changes only.

.- Affectsabout ahalf-milearea.

A mileor two in size. Extreme changes cannot
take place in this small an area.

An arearoughly five miles in diameter. All but
the most extreme changes are possible.

An area 20 miles in diameter. Any kind of
changes are possible.

Anareanearly 100 milesin diameter.

Priceof Fallure

Even asmplefalureat Weather Control will result inweird
shiftsand changesin the local weether patterns; abotch can disrupt
the locd weather dmost beyond recognition (snow on the Sahara,
droughtsintherainforests, etc.) ormuck uptheweather patternsfor
an entire region to a lesser degree. A sorcerer could find himself
summoning up themother of all hurricaneswhen hewastryingfor
asmple thunderstorm or friedin her own thunderbolts.
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While some few people study for years to
unlock mystic potential, a few are born with

4 an innate sense of the strange — the vague

feeling that some deeper understanding lurks
in the mind or the body, avisceral avareness
of the intangible energies around them.
Whether psychic phenomena are some sort of
intuitive sorcery or an altogether different
plane of understanding, nobody knows. In-
deed, little isconclusively known about psychic

powers; few peoplebelievein them, and fewer still haveany
sort of talent with them. The mysteries of the psychic world,
it seems, will not fall readily to analysis.

Those who make a study of psychic powers, whether
through science or mysticism, notemany different realmsof
empathy, extrasensory perception, manipul ationand detec-
tion. What most psychic powers have in common is their
means of use: The majority of psychics find that concentra-
rion and visualization are themost important toolsfor their
abilities. While such tools are also necessary components of
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sorcery, few psychicsfeel aneed for outsideritualsor devices.
Many simply extend ahand or close their eyes and exert their
will, and something happens.

For most psychics, control remains rudimentary and
haphazard. Psychic phenomena remain far from reliable or
repeatable, in many cases. Under stress or test conditions
many powers seem to fade or fail, and even a practiced
psychic can rarely exert power with reliable precision. Some-
times, a power exceeds expectation; other times, it simply
won't seem to come to the fore.

Theories of psychic development abound, of course,
among those who make study of such things: Throwbacks to
Atlantean forbears; alien intervention; the next step in
human evolution; mutants; spiritual entities— the theories
are nearly as wild and diverse as the powers themselves. In
the meantime, the psychics hidden among the populace find
theirpowersa mixed blessing, perhaps an insight into a wider
and more maddening world.

PsychicsasSorcerers
of Chi Masters or
hat-Have-Y ou)

Whether psychics are truly distinct from sorcerers or are
simply aseparate brand of them remainsametter of dispute. The
very unreliability of psychic phenomena makes classification
difficult. These rules assume that psychics are something rela-
tively distinct, people whose mindsor spiritsgivethem accessto
unusual powersthat are not exactly magical butfarfromnormal.
If you prefer, though, you can use something resembling more
of a unified system: Just assume that a psychic is essentially
mani pul ating the same powers asasorcerer, but in adifferent
way— through focus and concentration alone, maybe with one
ortwosmall itemstofocusthewill butwithout elaboraterituals,
toolsor spiritual aides. Insuchacase, simply alowthefull range
of psychic and sorcerous abilities to overlap, and let characters
learn either—the only differenceisthat the psychic uses fierce
concentration (and lotsof Willpower), while the sorcerer relies
more upon tools. Conversaly, if you wish to maintain aseparate
"fed" between sorcery and psychic phenomena, assume the
separation between thesortsof powersand theideathat thetwo
are totally different disciplines.

Previous Works

Previously published works have listed asingle psychic
ability here and there, hidden kernels of psychic power
among other magical abilities. While this list is far from
complete (Hey, there's the ability to psychically turn eggs into
elephants?), it does attempt to cover the range of psychic
phenomena. Additionally, some of the abilitieslisted do not
match previously published versions. Players and Storytell-
ersshould work together to decide which version they prefer.

Animal Psychics
The guard dog snarled. Hot drool dripped from its muzze,
andKevincouldalmostcounttheteethintheRottweiler'smouth.
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But | WannaTeleporttoMars...

Playersfamiliar with the White Wolf game Trinity
will notice adifference between the powers and power
levelsavailable in thishandbook and those presented in
that game.

Good. Glad you were paying attention.

The World of Trinity and the World of Darkness
are two distinct places. The higher power levels of
Trinity fit that game world. Similarly, the eerie, some-
what unreliable psychic phenomena described here are
more suited to the World of Darkness.

With that caveat, players and Storytellers inter-
ested in psychic phenomena should check out Trinity,
especialy the freeform psi system described in the
Trinity Players Guide.

Oh, remember one thing, though: The World of
Darkness agame of modem horror in a world almost our
own. Really cinematic psychic powersdon't fit into the
feel of the game. Psychic phenomena should be myste-
rious and unreliable.

"Good dog," he whispered. The dog's expression changed imme-
diately. He sat down and let Kevin scratch him behind the ears.
"That's agood boy." Kevin wavedfor hiscompanions tojoin him.
Kevin chucked the dog under his chin. The formerly fierce
junkyard dog licked Kevin's palm. With his other hand, Kevin
reached in his pocket. "Got a treat for you."

While most psychic abilities affect other humans, some
psychics use their talents on the "lower" animals. The actual
method of communication may vary. Some psychics bark or
grow! a the animal. Othersuse dressage gestures, even ifthe
animal has never even seen a trainer before. A few simply
speak their native language (or even an imaginary one) and
hear theanimal speak it back to them. Animals may commu-
nicate with the psychic, though the information they relate
should be limited by their intelligence and perceptions.

Animal psychics may use their power on any mammal,
lizard or bird with no change in the difficulty. In feet, highly
intelligent animals (chimpanzees, dolphins, gorillas) or well-
trained anima's (dogs, horses, circus or show animals) are more
susceptible to Animal Psychic. At the Storyteller's discretion,
reduce thedifficulty by oneor two. Fish are harder to control;
increase the difficulty by two. Insect minds are too smple (or
perhaps too different) for the psychic to affect.

Roll; Charisma + Animal Ken

» Communication: The psychic may "spesk" with asingle
animal, alowing two-way communicationwith the beast. This
communication does not give the psychic control over the
anima , thoughmi sunderstandingsmay beexplainedaway. Roll
at difficulty 6.

¢ « Command: The psychic can command the animal to
perform for him. The animal will not endanger itself for the
psychic. However, it can do any trick the psychic can



adequately describe. Under certain circumstances, an animal will attack for
the psychic, though it would be under circumstances where the
animal had some proclivity toward attacking in thefirst place. A
police dog might bring someone to the ground, or ahungry tiger E (
might go after a hunter. Roll at difficulty 7, with modifiers §%
depending upon the complexity of the command (plus one for
a rather complex command or one to which the animal is
ambivalent; minus onefor something it would do anyway).

* » « Mass Communication: Thispower workslike the Commu-
nication power, though it now wotks on all animals within earshot.
Additionally, the psychic may communicatewith multipl etypesof animals
simultaneously. Roll at difficulty 6, plus one for each additional species of
animal in the area of communication.

eeee MindLink: Withthispower, the psychicjoinshismind with that
of a single animal. Once the link is established, the psychic's and the
animal's minds are linked until the psychic drops the connection. While
linked, the psychic can perceived whatever the animal perceives. She
can aso communicate with the animal, using any of the lesser Animal
Psychic powers, with thedifficulty reduced by one. Thedrawback to this
power is that if the animal is injured, the mental feedback injures the
psychic. For every lethal wound level the animal takes, the psychic takes
one bashingwound level (soakablenormally). Difficulty is8.

e« e Domination: Thisability gives the psychic total control
of an animal's mind. It will do whatever the psychic wishes, even at
thecost of itsown life. Roll at difficulty 8 and spend 1 Willpower.
The animal will explicitly follow one command. The command
may beconditional ("if somebody attacksme, thenkill him") but
can not be conjunctional ("follow the scent of this shirt and
attack him").

Anti-Psychic

Zippo looked around at the basement of the abandoned
building. This will burn nicely, he thought, very nicely. He
snapped hisfingers. His eyes widened, and he looked down at (!
hishand. Hesnapped againandwhispered, "burn." Hisvoice {
quavered, and he snapped a third time, "burn, damn you." #
A voice camefrom behind him. "Sorry, firebug. Can't let you
dothat."

Anti-psychicistherarest psychictalent yet observed. W
The psychics' very presence makes even reliable psychic \‘»?‘
talents weaken or fail. Sensitives, before their powersfail "~.:s_\
them, describe the anti-psychic as generating a "static” in the Nt
mental plane. An anti-psychic cannot purchase additional psy
chic powers. Due to the subtle nature of their powers, most
anti-psychics remain unaware of theit talent until approached or
even attacked by other psychics. Anti-Psychic is useful against all
psychic abilities, as well as the Mind Sphere (though it provides only a .
single level of defense against the lattet, tegardiess of the anti-psychic's ,\.". X<
power). I

The gronger the anti-psychic, the larger the radius affected. Anti-Psychic
isn't "activated" in the fashion of other powers; rather, it alwaysclouds those
around the anti-psychic, adding itslevel tothedifficulty of all psychic powers
in the area (As usual, pushing adifficulty past 9 generates a threshold for
successss) With aroll of Intelligence + Meditation (difficulty 7) an anti-
psychic may dampen thisauradownone level per successrolled; thisallows

AljE
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the anti-psychic some attempt at controlling the power. At the
Storyteller's discretion, the expenditure of apoint of Will power
may allow theanti-psychic to suppress hispower completely for
aturnor let him focus it against a single opponent insteed of a
large area. Of course, the anti-psychic must first learn of his
power, what it is, how to channel it and how to meditate upon
its use before any such attempts are even possible, but that's par
for the course with psychic phenomena.

- 5-yard radius.

et 10-yard radius.
i 15-yardradius.
® e 20-yardradius.

®eee* 25yard radius.

Astral Projection

In the backseat of the car, Karla's body twitched as her spirit
reunited with her body . She wiped her mouth and stretched. John
handed her a can of soda and quietly asked, "So, was the tip for
real?" Karla gulped hungrily for the liquid and nodded. "Yuppers.
Mister Vice- President for Marketing is doing more than dictation
with his secretary. Hiswife cancall her lawyers. The hotel receipts
should give us all the proof they need.”

The power of Astral Projection alows the psychic to
split his spirit off from his body. The discamate spirit can
travel very quickly inthisform. Thespiritintangibly travels
across planes of thought while still able to look in on the
physical world. While in astral form, the psychic cannot
physically affect the real world, though he may use other
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psychic abilities (the difficulty numbers for doing so are
increased by two). However, while away from his body, he
cannot perceive what is happening to it. Many out-of-body
travelers have nightmares about someone moving or harm-
ing their physical self while their spirit isroaming free.

Two astrally projecting characters may affect each other,
though for purposes of astral combat, they substitute their
Wits for Dexterity, their Intelligence for Strength and their
Perception for Stamina. Some astrally projecting psychics
could once perceive ghosts and certain spitits, but most such
spirits now appear as blurry forms, barely in the realm of
perception. In general, an astral spirit can see the material
world or other abstract spiritsin the realm of thought; ghosts
of the dead and the li ke usual ly remain imperceptibl e except
to those psychics who also have some mediumship abilities.

To release the astral form, the player spends one point
of Willpower and rolls for the power. Should the player
botch while attempting to have his characters step outside
hisbody, the psychicisunableto |eave hisbody for 24 hours.
Pyschics who frequent the astral plane whisper that other
entities sometimes intrude there, human or otherwise, and
on some occasions find their souls drawn to strange spirit
worlds far removed from the mortal plane, A few never find
their way back. Caution is the rule when exploring planes
unknown to humans.

Roll: Perception + Meditation (difficulty 8)

* With only rudimentary awareness of astral existence,
the psychic can shift her senses to feel the astral realm but



cannot quite enter it. The psychic sees the astral ream
overlaid upon the norma physical world. Some psychics
prefer to close their eyesand visualize the astral plane, while
others have no difficulty watching both. A psychic may view
the astral realm for so long as she maintains her concentra-
tion upon it.

* » The character can leave her body for one minute per
point of Stamina. Whileinastral form, she can only perceive
by sight. She isaso limited to traveling approximately one
mile away from her body.

see The character can leave her body for up to 10
minutes per point of Stamina. She gains the ability to hear
in astral form and can travel up to 100 milesfrom her body.

* » o« The psychic can now leave her body for up to an
hour per point of Staminaand travel up to 1,000 miles away.
Each additional hour out of her body after the first requires
the expenditure of a point of Willpower. If the player
succeeds on a Charisma + Occult roll (difficulty 8), the
psychic can manifest visually to observers as a translucent,
ghostly apparition, though the projector cannot communi-
cate verbally with observers.

s e s e The psychic may astraly travel anywhere in the
world, so long as her body remains healthy, and she may usedll
of her senses normally. The psychic's form (should she choose
to manifest, using the sameroll previously noted) gopearsasa
blurry and translucent version of her usual physical appearance,
somewhat idealized. While manifest, the projector can speak,
though only in a soft whisper. Like her visual appearance, her
gpeech does not appear on recordings.

Biocontrol

The dollar billspiled up on the bar. Five sorely drunken men,
one only acting somewhat tipsy, stood in a loose circle. "Last one
to drop it gets the kitty," confirmed the sober one. "One... two...
three!" Sx matches flickered to life, pinched between clenched
fingers. As the flame traveled down the cheap paper, one by one,
the matches dropped. At the last, one drunken man and one sober
one held flickering flames between their fingers. Gasping in pain,
the last drunk dropped his match.

"Sumbitchhurts!" Hiseyeswidened. "Howyoudoingthat, Phil ?"

The sober Phil watched the match flicker out between his
thumb and forefinger. "Practice."

Most psychics turn their paranormal abilities outward,
sendng things beyond normal perceptions or controlling
them with their wills. Other psychics turn their powers
inward. Psychics with Biocontrol regulate their autonomic
nervous systems with the ease that others tie their shoes.
Ptoper use of Biocontrol allowsa psychic to shut down pain,
regulate his internal organs or even direct the flow of blood
and glandular secretions at will. While some otherwise
normal people learn basic techniques of biofeedback, the
truly talented psychic can perform marvels beyond all but
the most dedicated meditative disciple.

Roll: Stamina + Meditation

 Sdf-Control: The psychic has power over his body to
abasic degree. By entering a self-induced hypnotic state, he
controls basc functions. He can stop a small cut from
bleeding, ignore small amounts of pain or hold his breath
longer than he would be able to under normal circumstances.
Roll atdifficulty 6fortheeffect tosucceed. Whileinthisself-
imposed trance, the psychic can do nothing else but focus on
his body. He remains peripherally aware of their surround-
ings but can bring himself out of the trance at will,

+« Self-Healing: By mai ntaininghisinternal focusover
a long period of time, the psychic accelerates the healing
process. Psychicswith self-healing recover at avastly accel-
erated rate, as their bodily controls allow them to more
efficiently reknit flesh and fight off infections. Roll at diffi-
culty 7, though the current wound penalty does apply to the
dice pool. Every success reduces the time for the wound to
heal by one stage on the healing chart (see page 247 of Mage:
The Ascension). The character must spend his time resting
comfortably (preferably under some sort of medical care) for
the power to work. For instance, if Raymond was Mauled, he
would roll his Stamina + Meditation minus two dice. If he
scored 3 successes, he would heal from Mauled to Wounded
in threedays. He could then roll again to heal from Wounded
to Injured.

» «+ Hysterical Strength: The psychic gains control of
hisadrenal glands, allowingbrief periodsof hysterical strength
and speed. Theplayerrollsatdifficulty 8. Every two successes
on the roll gives the character one additional point to
Strength, Dexterity or Stamina up, to a maximum of five
dots in any characteristic. The effect lasts one scene, after
whichtheplayermust roll againat difficulty 6 to"soak" these
UCccessES in bashing damage — as the psychic "comes down"
from the hysterical episode, his body responds to the exces-
sive stress and pain. (Some psychics see this more asaform
of channeled energy than as a scientific methodology and
might well have Hysterical Strength without any glandular
response. The results are the same.)

¢ ¢ o o |gnore Pain Response: The psychic hasthe ability
to shut off his paincentersforabrief period of time. Thisdoes
not heal any damage, though it does let him function while
injured. Roll against difficulty 7. Every success allows the
psychic to ignore one die of wound penalties for one scene.
At the end of the scene, the wound modifiers return, and the
character cannot deflect away the pain again until he has
healed at least one wound level.

e eeee Mind Over Matter: The character's control of
his body is complete. At will, he can stop his own heart,
suspend the need for oxygen, regulate digestive functions,
control the immune system and accelerate or suppress cell
growth, regeneration or processing. In effect, the psychic can
direct her body consciously to perform featsof biology al most
as if her cells responded individually to her mind. The
psychic can nullify mogt toxins with a difficulty 8 roll,
though sufficiently large doses (like a quart of mercury)
would overwhelm his system. He can fight offjust about any
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mundane disease, allergen or irritant and can even try to
counteract severe diseases like HIV or cancer (again, at
difficulty 8). With pain control (previous), he can flex and
contort his body into unnatural positions and slip out of
bondsor into tight spaces. He can hold his breath for minutes
at a time while remaining active and, if necessary, can
actively redirect toxins to other parts of the body — so he
might be able to keep his mind and hands working by
shunting the effects of poison gas al into his legs. The
psychic can, if he prepares his body against trauma, gain a
normal Stamina soak against any sort of damage, even
aggravated (difficulty 8; successes determine the maximum
number of dice that the psychic can use to soak letha or
aggravated damage for the scene, not counting armor or
other external modifiers).

Channeling

Mrs. Jefferson slomly walked from the grocery store to the
bus stop. The bags were heavy and, once again, the bag boys
pointedly didn't offer to help her carry them. "Kids today," she
thought. "Momma, you must be laughingat meupin Heaven, |
deserve it, | do." A screech of brakes and a wet, meaty thump
pulled her from her reverie. The SUV and the pedestrian met, and
the SUV won. On the street, a young boy bled from multiple
injuries. His skateboard lay in the bushes nearby. Mrs. Jefferson
prayedto herself, "Doctor West, that boy needs your help," She
felt Dr. West's hands move her arthriticfingers as she/he walked
purposefully toward the scene. She snatched the telephone from
the driver of SUV and hung up on his lawyer. Grimacing at the
pains shooting through her knees, she knelt down by the boy and
dialed 911. Withadeeper voice, she spokeinto the phone, "Hello.
I'm at the corner of Murphy and Highway 6, We have a
pedestrian versus auto. Trauma to the head, chest and left arm.
Pulse is weak. Stomach feels rigid. The EMTs should be ready
with a lavage kit. " Mrs. Jefferson let Dr. West help the boy,
though in the back of her head, she fretted about her groceries.

Some psychics have the ability to draw upon the know!-
edge of those who have passed on. Channelers tap the
knowledge and experience of the dead, briefly obtaining
skillsthat they personally lack. Some psychics have areper-
toire of spiritsthey can cal onfor help and assistance. Others
claim that they tap the collective unconscious.

While the source of knowledge varies, the effects re-
main the same. The player rolls the Channeling pool
(difficulty 7); every successgivesthecharacter onedot of the
Talent, Skill or Knowledge desired for the remainder of the
scene. On a botch, the channeler has opened herself up too
widely to the spirit planes; she may summon a malevolent
entity that tries to control her actions, lose some of her usual
Abilitiesas her personality islost intheinflux or simply find
herself unable to reach her usual channeling talentsfor aday,
sometimes more.

Note that only one personality may be channeled at a
time. Thus, a channeler cannot "stack" additional dots by
channeling multiple personalities at a time.

Roall: Perception + Awareness
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 The character can channel once per day. She has a
vague sense of other personalities floating about and of the
existence of some sort of consciousness beyond the body, but
that's about dll.

* « The character can channel two times per day. She
asocan, againstadifficulty equal tothe Gauntlet, see briefly
into the Shadowlands where ghosts live. She can communi-
cate with ghosts for one minute per success rolled,

e The character can channel three times per day.
She can dso see into the Shadowlands for an entire scene by
rolling against a difficulty of the Gauntlet,

eeee At thislevel and beyond there's no limit to how
often the character can channel, though the difficulty in-
creases by onefor each timeafter thethird until the character
sleeps. She also can let ghosts skilled in the arts of possession
(called"Puppetry" by wraiths) easily enter her body to useall
of her skills. The medium retains full awareness of the
wraith's actions. She can also gect a possessing wraith by
winning a contest of Willpower against the ghost in ques-
tion; each attempt costs one Willpower point and takes afull
turn of struggling.

* ¢ ¢ ¢ ¢« The psychic can channel two disparate person-
alitiesat once (and thus the player can roll Channeling twice
and add to determine Ability dotsgained). As before, there's
no effective limit to how often the character can channel at
thispoint, though successive attemptsbecome more difficult
until the psychic has afull deep cycle. When possessed by a
ghost, the channeler often gains some memories from the
ghost, beyond what the possessor might do or tell — while a
weaker channeler might hope that the ghost says or does
something significant, the master channeler can access some
of the ghost's own memories and passions (in game terms,
the channeler gains a sense of the ghost's Nature, Demeanor
and driving concerns).

Clairvoyance

"Sx... seven... hard to tell. Somethingjust on the edge,
there, can'tquitemakeitout...." Paul squeezed hisalready-shut
eyes harder, sweat beading on hisforehead. "The tall one... he's
there. He'smotioningwith something. Saving something. It's...
looks like money, but it's colored strangely... no, it's some kind
of diagram. A plan! A blueprint!"

Paul looked exhausted as he opened his eyes. "Valent's got
the plans. We have to move tonight!"

A clairvoyant has the ability to cast his senses away,
allowing him to perceive people, places or things at great
distances. Though technically Clairvoyance refers specifi-
cally to remote sight, some psychics can aso cast forth their
hearing or other senses aswell. Unlike astral projection, the
clairsentient does not separate his consciousness from his
body; he remains aware of what's going on around him
(though this can be very confusing if the psychic tries to
concentrate upon two locations at once). Similarly, the
clairvoyant doesnot travel through the intervening space-
he simply perceives whatever happens at the target site as if
he stood there.



The degree of familiarity the psychic has with the target
may raise or lower the difficulty (by plus or minus one or
two). Once the clairvoyant "locks on" to a target, he can
then "pan" his view around, allowing him to see just about
anything in the immediate area. The limits of their percep-
tions are the immediate area in question. If the character
wishes to see beyond that area, he must refocus, and the
player must make a new roll. For example, a character
looking into a room in another house could see anything in
that room. However, to switch perceptions into the hall
outside would require asecond roll. The clairvoyant cannot
perceive anything he could not perceive with his normal
senses. Thus, if the target area is completely datkened,
remote sight does no good.

Roll: Perception + Awareness (difficulty 8)

* The character can see things, though the images are
hazy and dreamlike. The character can extend hissenses into
just theimmediate area, approximately amilefrom his body.

* « The character can see clearly through remote sight
and can faintly hear. The range of perception is how any-
where in the immediate five to 10 miles, depending on the
number of successes (1 success = 5 miles, 2 successes = 6
miles, etc.).

see The character can see and hear clearly at a dis
tance. He can aso "touch” things at the remote site, though
his sense of touch is vague, as if he were wearing heavy
gloves. (He cannot move things, naturally.) The character's
range expands to 10 miles per success rolled.

¢ ¢ o+ The character can clearly see, hear and touch a
range. Additionally, he can detect strong odors. The range
is 100 miles per success.

¢ ¢ ¢ o o The character can use dl five senses clearly and can
perceive things up to 1,000 milesaway per successrolled.

Cyberkinesis

"Okay gentlemen, new perp to keep your eyes peeled for,
Someone's been hitting the ATM machines downtown. He's
clipped about $17,000 sofar. Nobody's seen anything, and the
internal recorders are blanking out. We're thinking he's dressed
as a repairman so nobody notices him cracking the things open.
Folks in robbery are looking into the bank services people to see if
one of them has a grudge, or some disgruntled employee.

"All right, that's it. Let's be careful out there."

A relatively new talent, Cyberkinesis is the ability to
control electronic machinery with one's mind. Paranormal
researchersbelievethat Cyberkinesisisaspecialized applica-
tion of telekinesis. The cyberkinetic generates small-scale
electromagnetic fields that ater the operating systems of
computers and other electronic equipment (stereo systems,
burglar alarms, etc.). However, while the psychic can con-
trol the machine, he cannot "read its mind." That is a
separate power: Cyberpathy. For al powers above Level
One, he must be able to see what he is doing, generally
through amonitor of display readout. In effect, acyberkinetic
can send information to a machine but must read it back
normally (or with Cyberpathy).

Roll: Manipulation + Computer

» Switch: The cyberkinetic possesses the ability to
switch computers or easily operated electronic equipment
off and on. Roll at difficulty 6 for machines switched by
electronicrelays, difficulty 8for switchesthat rely on physi-
cal telays.

+ « Link: The psychic may operate the electronic equip-
ment without touching it, asif by remote control. This does
not give himany override codesor passwords. He could enter
a password without typing it at the keyboard, but he could
not login to the machine without a valid password. Roll
against difficulty 4 or 5for simple actslike programming a
VCR or entering data into a word processor. Very complex
actions require higher difficulty numbers, such as 7 for
driving a car with power steering or 9 for a computer
controlled factory.

see Scramble: The character possesses the ability to
send microscale power surges through computers, giving
them the equivalent of an epileptic seizure. Computerslock
up. Video equipment displays snow, and recording equip-
ment picksup nothing but static. Thescrambling effect lasts
as long as the cyberkinetic concentrates upon it. When the
effect lgpses, the machines return to norma operation,
though some less robust operating systems will crash. Roll
against difficulty 7, though complex systemsmay requirean
8or9.

o « « » Password: The cyberkinetic overrides the operating
systemof computers, essentially giving himself any password or
code he desires. He can force the computer to do anything the
normal operatingsystemiscapabl eof performing. Hecould, for
ingtance, create administrator accessfor himself, erase dataor
forgee-mail from anyone with an account on the system. Roll
againstdifficulty 7for ordinary desktopmachines, difficulty 8or
9 for machines with high degrees of security or other intrusion
countermeasures,

eeeee Rin Hot: The psychic has such control of
electronicsthat he can effectively "reprogram" the computer
to exceed itsnormal abilities. A computer calculatesfaster,
a robot arm lifts more, a laser bums hotter. Roll against
difficulty 8. Every success gives the psychic an extra success
to apply to his next use of the machine. However, evety
success dso does one "health level" of damage to the ma-
chine. Apply the wound penaltiesto the device's subsequent
functions until it isrepaired.

Cyberpathy

"You're one of our best programmers, Sridhar, but your
work habits are inexcusable. You come in late. You sneer at the
dress codes. You don't follow the company style guides for your
code. You've been caught spending company time at that chat-
room. And you play your music too loud. What have you got to
say for yoursdf?"

"At least | don't spend company time e-mailing my mistress,
Wouldn't your wife like to know about Vanessa?"

"What? How did you—?"
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Sridhar shrugged. He leaned back in his chair and tacked his
feet up on his boss' desk, right on top of the laptop. "Let's talk
about my raise instead."

While a cyberkinetic possesses the ability to control
electronic equipment, the cyberpath can read the data
stored on the computer. Researchers believe that the method
for reading magnetic patterns in a computer's memory or on
ahard drive resembles the way telepaths read the el ectrical
impul ses of the human brain.

All uses of Cyberpathy require the psychic to bewithin
sight of the computer. Characters using Remote Access do
not have to be able to see the remote computers they are
linking to, but they must be able to see the machine they're
using as an entry point. In all cases, the difficulty depends
upon the system complexity: difficulty 6 for standard desktop
computerstodifficulty 9 for heavily encrypted systems. This
ability can also be usad to read the data stored on diskettes,
tapes or other digital media. Difficulty is 6 for ordinary
storage media, 8 for encrypted data. Generally spesking,
these powers take 10 to 15 minutes to use, though the
cyberpath can use successes from the roll to reduce the time
by a minute per success,

Roall: Perception + Computer

» Analyze Structure: At this level, the cyberpath pos-
seses the ability to examine the directory structure of the
computer. He can see what files are stored on the hard drive
but cannot access them. This can be useful to cyberpath
hackers looking for a specific piece of data.

*+ Read-Only Mode The cyberpath not only can
travel the directory structure but cart read the files. Simple
text and graphicsfilesare easy to comprehend. Additionally,
he can grasp the functions of executable programs. Un-
scrambling encrypted fiies remains beyond him at this level.

se«  Download: The psychic can "copy" a file from a
computer to hismind, writing the datain unused sectionsof his
brain. While he can read text fdes, observe graphics or sound
files and understand the nature of an executable program, he
cannot "run" the program in his brain. With the Level Two
Cyberkinesis power Link, the cyberpath can upload the data
back onto another computer. The cyberpath can download one
programor fileinto hismind for every dotin Mental Attributes
he possesses. (Example: Sridhar has Perception 3, Intelligence
4 and Wits 3. He can keep up to 10 files in his head.) The
Storyteller should decide how much data constitutes a single
file. Some large files such as operating system kernels, large
software packages or large movie files may take up more than
one "fil€" in the cyberpath's head.

+ ses Remote Access With this power, the cyberpath
connects to any computer that his loca computer connects
to. The cyberpath has no additional powers beyond the
ability to treat aremote computer as if it were sitting on his
desktop. For every "hop" between computers, the cyberpath
loses 1 die off his poals.

o ¢ ¢ ¢ ¢ Decrypt: The cyberpath’'s understanding of com-
puters progresses to the point where he can decrypt encrypted
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data. The data can be on a computer (either locally or one
connected to via Remote Access) or Downloaded into the
psychic's mind.

EctoplasmicGeneration

The teenagers ran out of the house, screaming for someone,
anyone, to help them. From her hiding place in the attic, Barbara
chuckled to herself. Her "Freaky Phantoms," as the skinny kid called
them, worked like a charm. She let her concentration lapse, and
throughout the house, fearsome creatures of smoke and shadow
dissolved, leaving only a thick, oily residue to show where they had
been. Barbara flipped open her cell phone. "Barb here. Yeah, those
meddling kids won't be coming back for some time."

Among the more freakish psychic phenomena, Ectoplas-
mic Generation coalesces the stuff of spirits— plasm — into a
tangibleform. Throughforceof will andpersonality,thepsychic
tugson ghostly energies and makes them solid. Most often, this
manifestsasamucusy gel, though skilled psychicscandisperse
it or concentrate it to make oddly glistening webs, sticky vapors
and the like. Such creations are rather disturbing and corre-
spond to noknown physical chemistry; indeed, ectoplasmtends
to "dissolve" into the nothingness of the Underworld after a
short time and defies scientific anaysis.

For wraiths, all ectoplasmic creations are solid. They
cannot pass through ectoplasmic mists. Psychics who attack
wraiths with ectoplasmic entities do full damage to the
ghosts, although they would need someway of perceiving the
dead in their "Shadowlands."

Roll: Charisma + Occult

» The Big Sneeze The psychic can summon up some
strands of snotty material. The ectoplasm created by this
power wells out of the psychic's orifices or follows in the
wake of her touch, leaving slimy, glistening trails. Each
success scored causes the psychic to leave aslime trail that
lasts for one turn. Thisgoo isdisturbing and nasty but has no
del eterious effects. Summoning up thisgoo only has adiffi-
culty of 5. The psychic can a so vaguely summon ectoplasmic
fog. Thethick white mist boilsout of the psychic's eyes, nose
and mouth. This cloud generated is vaguely sphetical and
hasadiameter of about fivefeet, plusonefoot indiameter per
successrolled in generating it. The cloud hangsin midair in
front of the psychic and does not move. The cloud slowly
dissolves, leaving oily, viscous goo behind. In still air, the
cloud laststwo turns, plusoneturn per successrolled. A stiff
wind will disperse the cloud in half the time. The difficulty
to raise such acloud isonly 6,

» « The Mists: The psychic's control of the ectoplasmic
cloud coalesces and the cloud begins to obey the commands
of the summoner. The cloud no longer dispersesin wind and
lasts as long as the summoner concentrates on it. If kept in
asphete, thefogwould havearadiusoffivefeet, plusonefoot
per successrolled in generating it. However, the psychic has
rudimentary control over the shape of the fog, though it is
merely basic control. No complex shapes can beformed, yet.
The cloud initially appears in front of the psychic, though



the cloud can move five feet per round, if the summoner
desires. Once the psychic's concentration lapses, the cloud
dissolvesinfiverounds. Difficulty is 7,

e+« "A Fog SoThick...": By investing agreater portion
of her will in the ectoplasmic cloud, it becomes solid to the
touch. The cloud itself feels like cotton candy and requires
a Strength roll (difficulty 6) to pass through. If the roll
succeeds, the character travels at one-quarter of normal
speed. Attacking the fog wirh normal weapons rarely does
any good. Bullets, blades and fists may shift the solid ecto-
plasm, but cannot break it down. To generate the fog, the
player rollsagainstdifficulty 8. Thefogappearsinfrontofthe
summoner and does not move. The psychic shapes the
ectoplasmic wall at the time of creation, though the total
volume of ectoplasm would be a sphere with aradius of five
feet plus one foot for every two successes rolled. The cloud
remains solid so long as the psychic concentrates upon it.
When concentration lapses, the cloud remains (though no
longer solid) for three rounds.

e+« Dream Shaper: The psychic's greater control of
her ectoplasm allows her to mold it into complex shapes.
The ectoplasmic creation may look like anything the psy-
chic wishes, though the ectoplasm remains a dull white
color. The summoner creates the shape near her. Roll
against difficulty 8. Once created, the shape moves a 10
yards per turn. During creation, the psychic gets one point
for every success rolled to divide among the creation's
physical characteristics.

(Example: Matthew gets 4 uccesses to generate the ecto-
plasmic creature. He has four points to divide among the three
physical characteristics. Because he wants the creation to pick
up and carry hisgroceries, he gives it two points of Strength and
two of Dexterity. It has a Stamina of zero, so any damage, even
bashing damage, causes the creation to dissipate.)

Thedense ectoplasm takes bashing damagefrom bullets
and cutting weapons and lethal damage from impacts and
fire (or other environmental effects). Its bashing soak is
determined by its Stamina, and it has no lethal soak. It has
three bashing health levels. If the creation takes any lethal
damage(includinglethal damagefrombashingoverflow), it
disappears. The creation is a puppet, controlled by the will
of the psychic. It cannot travel outside of the psychic's
perceptions or perceive anything the psychic does not per-
ceive. If the psychic's concentration lapses, the creation
vanishes in a puff of smoke.

eeeees Tulpa: By a powerful investment of mental
energy, the psychic creates an ectoplasmic extension of his
will. Unlike the Dream Shape, the Tul pa possesses rudimen-
tary intelligence. The psychic spends a point of Willpower
and rollsCharisma+ Meditation (difficulty 7). The psychic
can spend additional points of Willpower and create the
Tulpa as an extended action. Every success generates 3
points. The points can be spent as.
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Dot of Physical Attribute 1 point
Dot of Mental Attribute 2 points
(cannot exceed the creator's

Mental Attributes)

Health level 1 point
Extra senses 1 point
(the creation gets one sene

at credtion if given any Mental
characteristics)

Extra movement 1 point / yard
(the creation flies as fast as

a person can run, based

on its Dexterity without an

investment of points)

PsychicHypnosis

"Look into my eyes, Mr. Reed. Now relax. And... deep.”
Jane looked at her watch, glad that Mr. Reed was the last client
oftheday. "Youdon't want to smoke anymore. Smoking is bad
for you. When you think of smoking, you will fel ill." Jane picked
up her book and let her client sit there, till ina trance. The clients
didn't believe she had done anything ifshe tookfive minutes to help
them, no matter what the results were. She started to read her
novel but looked up after only a paragraph. "Oh, and Mr. Reed.
Pay your bill on time."

Many hypnotists promise results. Some even produce
them. Psychics with hypnotic powers dwarf the abilities of
the best carnival hucksters. Though their abilities lack the
speed of a vampite's mental commands or the effects of the
Mind Sphere, hypnotic psychics achieve many of the same
results, with enough time and effort.

Roll: Manipulation + Expression

* Trance State: Thehypnotist can place awillingsubject into
a hypnotic trance. While in the trance, the subject's memories
becomeclearer. Hemay d soexhibit greater control of hisphysiol-
ogy. Though thehypnotist cannot commandthesubject, theperson
in thetranceautomaticaly becomesrelaxed and restful. Hemay (at
the Storyteller'sdiscretion) regainonepoint of Will power for every
two succeses the hypnotist achieves. The psychic may, if she
chooses, hypnotize hersdlf. Roll againg difficulty 6 in either case
Pacingthesubjectinatrancetakesfiveturns. Thesubjectwill come
out of the trance if shaken or disturbed.

« « Sideshow Suggestion: After placing the subject ina
deep trance (which takes the usual five turns), the hypnotist
may command the subject to perform actions while in the
trance state, each command taking a round. In the trance
state, the subject will perform any action he would not be
opposed to doing. Additionally, the entranced subject has
far greater control of his autonomic responses. A hypnotized
person could walk on hot coas, require less oxygen to
breathe or even ignore wound penalties. The hypnotist
could also cause the subject to forget previous actions that
happened in the trance state. Roll difficulty 6 for simple
commands, difficulty 7 for embarrassing commands and to
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forget actions that happen while hypnotised, difficulty 8 for
controlling pain response. The subject will not come out of
the trance until the hypnotist commands.

eee Delayed Action: The subject of the hypnotist's
powers now performs actions commanded once the trance
has been broken. The psychic implants any command or
improved memory recall from the lower levels of hypnosis,
but this time, it is programmed to happen at a certain time.
The commands are implanted aswith Sideshow Suggestion,
but the difficulty israised by one. Every success on the roll
gives the hypnotist one command to implanr. Each extra
condition requires a success as well. It takes five turns to
hypnotize the subject, plus one turn per command to pro-
gram them. The hypnotist can make one of the commands
to beto instantly fall into a trance state at a later time.

Example: The Amazing Steve hypnotizes Denise, a
member of the audience. He rolls three successes on his
attempt to hypnotize Denise. He then orders her that, when
someone says the word "rabbit," she will jump on one foot
(thefirst success), say the word "duck" (the second one) and
then fall back into a trance (the third one). He could aso
have told her to jump on one foot when someone says
"rabbit" (the initial success) and then when someone says
the word "carrot" (a second condition, requiring a success)
to spin in place (the third success).

eeee [ast Trance: At this stage, the hypnotist has
become so adept at inducing trances, that he, by a powerful
act of will, may do so with a glance. This costs one Will-
power, and the player must make the normal roll at a
difficulty of the subject's Willpower. If the effect succeeds,
the subject is entranced for one round per success, While the
target is in a trance, the hypnotist can then use any of the
other lesser hypnotic powers on the subject.

e eeee Manchurian Candidate: With this ability, the
psychic can perform major amounts of brainwashing on the
target. Withthislevel of deep programming, thesubject will do
anything the hypnotist commands, even to the point of death.
The target must be placed in a trance, which takes 10 minutes
(and may not he done with a Fast Trance). After that, the
hypnotist spends an hour per command implanted program-
ming the subject. Spend two Willpower and roll Manipulation
+ Leadership (difficulty 7 for commandsthat aresimply against
the target's mords, difficulty 9 for commands that lead to the
subject'sdeath). Asin the Delayed Action power, the number
of commands and the number of conditions attached to them
depend on the number of successss

MindShields

In the dark alley, the pale man leaned over, looked Grace in
the eyes and said, "Don'tresist.”

With glassy eyes she returned his gaze. "I don't think so," she
answered, the slack look disappearing from her face. The pale
man's eyes widened for just an instant, thenfroze in horror. With
ameaty "slurp" thestake dlid into his chest. Grace snickered at the
transfixed vampire. "Haven't you heard? It's 'Take Back The
Night' night." With one finger, she poked the vampire, who

toppled over. She reached into her pocket far a lighter. "Wait 'til
you see my candle.

Some psychics possess shields that protect their minds
from mental attacks, be they psychic assaults, vampiric Domi-
nation, magic spells or other ensorcelment. The discipline of
the psychic's mind, die confusion of his thoughts or just some
innate talent makes him resistant to outside influence.

This resistance only affects assaults on the psychic's
mind. It would not, for instance, keep a telekinetic from
lifting her or a pyrokinetic from burning her. The psychic
can lower thesedefenses, though openingthemtoafriendly
psychic leaves her just as open to a simultaneous mental
attack. At Level Three and above, the psychic may differen-
tiate between "friendly" and "hogtile" contacts and use the
shields against some while allowing others to penetrate.

When someone mentally attacks a psychic with Mind
Shields, thetarget getsto roll anumber of dice (difficulty 6)
asacounter-roll. These successessubtract from the effect. If
the defender gets more successes than the attacker, the
attack fails. If apsychicassault normally getsadefenseroll
(such as attacks using the Mind Sphere), the psychic adds
the dice in Mind Shields to her defense pool instead.

Leve Versus Psychic Powers VeaasOtherMentd Attacks
© 2 dice 1die

bl 4 dice 2dice

oo 6 dice 3 dice

®e*= 8dice 4 dice

eee**= 10dice 5 dice

Precognition

In an opulent comer office, the Vice-President for Acquisitions
spoke on the speakerphetne with his broker. "You must be mad,
Chase. Magadan's climbing like King Kong. We can't sell now."

The tired voice on the speaker answered, "And the bubble is
going to burst, Mr. Vice-President. Late today, early tomorrow
at the latest. You're going to take a bath on this. I'm trying to tell
you, but you're not going to listen.”

The Vice-President smiled, "Chase, you and the folks at
Insight always steered me straight, but | have an MBA from
Harvard Business School, | know what I'm doing. I'll talk to you
tomorrow." He hung up the phone.

In his Insight Investments office, Chase sighed again. "I
knew he was going to say that."

Oneofthe rarer psychic talentsisthat of precognition, and
only the singular talent approaches the clarity of vision for
accurate prediction. Seeing thefutureisdifficult, asthe prob-
abilitiesshiftwitheachaction. Thebest psychicstravel themost
accurate probability tracks, but no seer (except for the fabled
Cassandra) has seen the future with 100 percent accuracy.

Roall: Perception + Awareness

* Intuition: The psychic hasyet to develop aclear view
of future events. However, his perception of what isyet to
come begins to take shape. Generally speaking, the power
gives him abit more luck than the average person, making
him a good guesser. Predictions for random events (lotto
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numbers, roulette numbers) can be quite accurate. Addi-
tionally, guesses in other situations can be equally accurate.
He could choose the shortest route to a place or know that
one person is "right" for another. Roll Perception + Aware-
ness (difficulty 7). The more successes, the better hisguesses
will be. Predictionswill rarely be 100 percent accurate, even
with five or more successes on the roll,

* « Insight: The psychic possesses the ability to induce
precognitive dreamlike visions. These visions are never
literal interpretations of the future but metaphoric impres-
sions of what is to come. An enemy might be revealed asa
black knight or an evil gunslinger. A new friend might
appear as a guide dog. The form of the dream generally
depends on the mindset of the psychic. A New Age crystal
reader's visions would differ from those of a Wall Street
financier. Thedetail of the vision depends on the number of
aucceses the player rolls on a Perception + Awareness
(difficulty 7) roll. The more successes rolled, the more
accurate the vision is, though it remains a metaphor.

Example: Chase, a financial counselor for Insight Invest-
ments attempts to see ifa certain tech stock is going to do well in
the upcoming quarter. He rolls 3 successes on his Perception +
Awareness roll. That's a "complete success' so the vision should
be accurate. The Storyteller decides to tell him that he sees arobot
with the company logo climbing a silicon mountain. The robot
losesitsgrip at one point but then continues up the mountain. The
stock is going to dip in value in the future but will rally back and
continue to increase in value.

e+« Danger Sense: The psychic's perceptions of the
future give her a psychic early warning system. This mani-
festsasraised hackles, tingling sensations, flashesof violence
or some other system, but it'susually consistent for agiven
psychic— onemight haveflasheswhileanother hascramps,
but they both always have the same sign.

This ability remains up all the time, though Anti-
Psychic (or certain Time and Mind magics) can suppress or
subvert the talent. If the character isabout to be in danger
(perhapssomeoneislayinginambushoraweak link holding
an overhead chandelier is about to snap), the Storyteller
rolls Perception + Alertness (difficulty 6) and consults the
table below.

Number of Sucoesses Effect

Botch The character remains unaware of the
danger and is distracted by a hunch or
feeling that places the character in an
inconvenient situation — perhaps hesi-
tatingright intheperfectlineoffireforan
ambusher or the like.

The character's danger sense simply fails.
No specid intuition warns the character
this time.

The character knows she is in danger, but
none of the details of the specific danger.
The character knows she is in danger and
what she should do to avoid it. (Duck,

None

One

Two
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divefor cover, etc.) Thisallowsthe char-
acter a dodge even against an ambush.

The character knowsshe isindanger, how
to avoidit and the exact source of the
danger. This allows a dodge with a one-
point bonuson the difficulty and givesthe
psychic a "feeling" of the direction of the
trap or attacker for a moment.

The character knows the details of the
danger and has an extra turn of warning.
In effect, the danger actually happensone
turn later. Thisgives the psychic aturn to
act, prepare, fall back, whatever,

The character aso gets a psychic impres-
sion of the person responsible for the
danger, if any. She would recognize the
person should she see him.

eeee Show Me the Cards: Though accurate predic-
tions of the far future remain out of the character'sgrasp, she
does have an amost perfect view of the immediate future.
Roll the usual Precognitive ability (difficulty 8), every suc-
cess allows her to see one turn into the future. All other
players and the Storyteller must announce their general
future plans and goasfor as many turns asthe precog rolled.
If, by knowing thefuture, the precog changesher plans, then
thefutureis changed, and thus, the character would haveto
try again to seewhat new planswould be made. For instance,
in the middle of afirefight, the precog ducks behind cover,
no longer making herself atarget to a sniper. The sniper had
announced his intent to shoot at the psychic, but since she
is no longer a target, the sniper does not have to keep
shooting at an impossible target — the future diverges to a
different possibility due to the psychic's interference.

e eeee Clear Vision: Few precognitives progress this
far in their ability to see the future. With Clear Vision, the
psychic can accurately predict the most probable one. The
player rolls Perception + Awareness (difficulty 8). The
future asseen islikely to happen but can be changed by the
actions of the precog. The character can elect to see her own
future, the future of the immediate surroundings or the future
of a person or object touched. The distance into the future

Three

Four

Five

perceived is

Successes Time span

One The next 12 hours

Two The next day

Three The next week

Four The next month

Five The next year

Six+ One additional year per success

Obvioudly, giving concrete information about the fu-
ture can be difficult for the Storyteller. Instead of giving
vague information about the story, it may work better if the
precog's player instead gains some additional chances to
rerolt tasks— one rerotl for the story for each success scored
on the Precognition roll. This represents the psychic foresee-



ing the future and preparing appropriately. Naturaly, this
power is usable only once per story.

PsychicHealing

The trauma room echoed with shouting. A seven-car pileup
on the expressway proved an inevitable law of physics. Cars
versus people: People lose. In the midst of the chaos, Sanitary
Engineer Irma Perez, invisiblein her tan uniform, wiped the brow
of a crying six-year-old. "Sera toda la adecuada, pequega
muchacha." She looked around and, since nobody was paying
attention, laid her hand on the girl's brow and prayed to the
Blessed Virgin. The girl's raspy breathing eased. "Vayaadormir."
The little girl smiled and fell into a healing deep. County
General's ER had a remarkable recovery rate, though only one
person knew the reason why.

Psychic hedlers are arare breed, even among the gifted.
The ability to heal isboth ablessing and a curse. These powers
can become aproblem for the psychic, though, as she becomes
atarget to peopleseeking her miraculousaid or becomes hunted
by the medical establishment for practicing medicine without
alicense. Still, psychichealingdoesaccomplishincrediblefeats;
with contact, the psychic banishes pain and directsthe body to
spead its natural recovery or even to fight off infections or
diseases with intelligent direction.

Many psychics with this talent have a great deal of
medical skill, though rarely viaformal training. Most also
have a strong empathy with other humans and a tendency to
feel the pain and suffering of others.

Should the player botch while the psychic heals some-
one, the character may heal the wound improperly (fusing
bones out of alignment, requiring that they be re-broken) or
may inadvertently transfer the injury or disease to himself.
The victim might even suffer aworse condition brought on
by the psychic misdirecting the body's healing properties
and causing cancerous or poisonous results.

Roll: Perception + Empathy

» Diagnoss Though unable to heal at this talent,
psychics with this power possess the ability to instantly
diagnose disease and injury in aperson. This ability to sense
what is wrong does not give him the ability to cure the
problem, but it does allow psychics with medical training
(formal or otherwise) to suggest the most efficient cures. A
psychic healer without medical training finds it difficult to
explain to doctots what the problem is, for instance, he
might see AIDS as "the body does not want to fight the
sickness anymore." Roll Perception + Empathy (difficulty
6). The number of successes determines the accuracy of the
diagnosis. Ifthe psychic hasmedical training, the player may
add any Diagnosis successes to the dice pool of a subsequent
Medical roll.

* « A Good Night's Sleep: The psychic has the ability
to accelerate the body's natural healing processes with a
touch. This takes approximately a minute, and the psychic
generally lays hands on the subject, "aligning chakras' or
simply massaging the injured area. At the end of the minute,




the player rolls Perception + Empathy (difficulty 7). If the
player succeeds, the subject isconsidered to be treated by a
"highly skilled physician (4 + dots in Medicine)" for the
purposes of healing times, (see page 247, Mage Revised). If
the player scores more than 3 successes, the subject aso
recovers a point of Willpower.

¢+ ¢ BasicHealing: Thepsychic'sability toknit wounds
and cure disease has expanded. The healer can heal bashing
damage and curesimple diseases or poisonings (Level Three
toxinsor less see page 248, Mage Revised). Roll Perception
+ Medicine(difficulty 7). Each success cures one level of
bashing damage. Every two successes reduce the effects of a
toxin by one level. It takes a turn per wound level for the
healing to take effect.

e+ Triage: At thislevel, the psychiccan knit broken
bones, close serious wounds and cure potent diseases. Roll
Perception + Medicine (difficulty 7) and spend 1 point of
Willpower. Thisis spent before theroll. Each success heals
one lethal wound level or reduces any disease or poison of
toxin rating4 or lessby one level. This takes 10 minutes per
wound level; such recovery isnoticeably swift and unusual,
though in the case of a seriously injured patient, it might
simply stabilizeacritical wound and prevent death.

eeeee Pgychic Surgery: The psychic empathically
reaches his handsinto the body of a person, allowing him to
remove cancersor infectionsfrom the body. The psychic can
cure diseases up to toxin rating 6. Roll Perception + Medi-
cine (difficulty 8). The process takes 10 minutes times the
toxinrating of the disease. The healer can also use thistalent
toharm aswell asheal. Thispower cannot be used in combat
as it takes too long, but the psychic can reach into a healthy
body and remove heal thy tissue. Roll Perception + Medicine
(difficulty7). Each success causes a level of unsoakable
aggravated damage. The psychic simply places his hands
against the subject's flesh and concentrates; in some cases,
blood may well out of theflesh or the psychic's fingers may
appear to dig into the body itself. At theend, the psychicis
typicaly left with a handful of bloody tissue.
Psychiclnvisibility

"Let meget this straight, Fred, and remember that we have
it all on tape. This guy, dressed in a ski mask and trench coat,
walks in, goesright past the security desk, comes back with over
10,000 dollars in company property, sticks you the finger and
walks out the door, and you didn't see a thing?"

"I swear to God, chief, | didn't set him."

"Right, Fred. Comeon. What'syour partner'sname? Give
him up, and things will go easier for you."

"I don'tknowhim. | didn't seeanyonethat night. | swear."

Psychic Invisibility could be considered aform of mass
hypnosis. The psychic broadcasts to everyone nearby the
simple subconscious command "don't notice me." This ef-
feet does not apply to electronic or other recording media,
though people in the area but observing through electronic
means(likeaTV cameraman lookingthroughtheviewfinder
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of the camera or someone wearing night-vision goggles) will
not see the invisible psychic.

Thisisnottrueinvisibility.faninvisiblepsychicstands
in front of something, people inthe areawill not be able to
se what is behind the psychic. Those who expect to see
something in a specific area but discover that they can't
might start to notice that something is wrong — or their
minds may give up completely and change their attention to
a different subject!

Animals, whose minds work on a different level than
humans, are unaffected by the invisibility effect unlessthe
character dso has Animal Psychics. Beings with heightened
perceptions actively searching for the psychic may attempt
a contested roll to perceive the psychic with their talents.

Typicaly, theplayer'sroll for thistalent determinesthe
strength of the concealment. With only one success, the
character is still noticeable but people tend to avert their
eyes or have trouble focusing on him. With three or more
successes, the psychic is completely unnoticed by most
onlookers. Note that Mind Shields do protect against this
very specific form of mental control.

Roll: Wits + Stealth

* Hide: The psychic's "don't notice me" broadcast keeps
him from being seen so long as he remainscompl etely still.
Under normal circumstances, noroll isrequired. However,
if someone is searching the areawhere the psychic ishiding,
he rolls Perception + Stealth (difficulty 6). If he succeeds
and the target has no specia senses, the psychic remains
invisible. If the psychic moves, speaks or doesanything to
give away his position, the effect isbroken.

¢ Sow Movement: The psychic has enough control of his
growing talent to attempt to move while maintaining the
invisibilityeffect. Maintainingtheeffectcountsasanactionin
termsof splitting dice pools (see page 215, Mage Revised). He
aso cannot do things that woul d draw attention to himwithout
losing the effectsof the power. The psychic could walk acrossa
room, but he couldn't punch someone. The act of interacting
with therest of theworldcancelstheeffect. Toavoid thenotice
of people searching the area, the psychic's player rolls a con-
tested roll Wits + Stedth (difficulty 6) versus the targets
Perception + Alertness(difficulty 6). Ties go in favor of the
invisiblepsychic. If thetargetsaccumul ate more successesthan
thepsychic'splayer, they know vaguely wherethepsychicisby
noticing the absence of perception in that area ("something's
funny in that corner"), but they still cannot directly see the
psychic.

see |nvisibility: At this level, the psychic's ability to
walk about unnoticed is such that he can walk around and
behave normally. He can even perform actions that would
normally draw attention to him. The only limitation to the
power is that he cannot vanish from view while being
observed. However, he could create some sort of distraction
that would draw another's eyes away momentarily, giving
him that split second needed to vanish. People with mun-
dane perceptions searching for the invisible psychic must



roll Perception + Alertness (difficulty 9), opposed by aWits
+ Stealth (difficulty 6) roll on behalf of the psychic. Those
with supernatural perceptions (the Auxpex Discipline, the
Heightened Senses Gift, etc.) can attempt to use them,
though the power is again resisted by a Wits + Stedlth
(difficulty 8) roll.

» « ¢ ¢ Selective Invisibility: The psychic now hasenough
control of his talent to allow select others to see him while
invisible. The character isinvisible as in the previous level
of the power. However, if the player succeeds on a Wits +
Empathy roll (difficulty 7), the psychic canselectively allow
one person per success rolled to perceive him while the rest
of the world ignores his presence.

eesee Forget You Ever Saw Me: The psychic's talent
for going unnoticed is powerful enough to not only "vanish"
while in plain sight, but those who did see him forget the
psychic was there in the first place. The psychic rolls Wits +
Stealth (difficulty 7) opposed by the highest Perception +
Alertness (difficulty 7) total in the group, A tie goesto the
observers, who continue to see the psychic. If the psychic
scores a single net success, he vanishes from view. (This
should certainly unnerve the observers.) If he scores 3 or
more successes, he vanishes from view, and people who had
seen him forget his presence for one previous turn for every
two successes scored, in effect losing track of the psychic's
location completely.

Example: Bruce is surprised by a security guard while
exploring a secure Magadon complex. He immediately attempts
to disappear and scores 4 net successes on his opposed roll with the
guard. Since this was more than 3 net successes, he not only
vanishes from, sight but the guard forgets the past two turns of
Bruce'spresence. SinceBrucehadjustmet him, theguar dforgets
the whole encounter.

PsychicVampirism

Carol sat in the staff meeting, counting the seconds as they
craMed hy. Shelooked down at her coffee cup despondently. Nothing
was left in the mug. She bit down a yawn, let the air hissthrough her
noseand haped nobody elsenoticed. Lookingaround the table, shefet
a briefsurge of satisfaction knowing that everyone else looked as bad
asshefelt. Maybeit'soneof thosebugsthat goesaround theoffice
and hitseveryone, shethought. Everyone except for Tommy, the
"efficiency expert” who clicked the remote control and went to the
next page of his interminable presentation. He smiled a plastic smile
and continued. God, thought Caral, it'slike hesuckstheliferight
out of you.

Most psychic talents are tools. They can be used for the
benefit of others or to harm, depending on the moral char-
acter of the psychic. Psychic vampirism is the exception to
the rule. Whether the talent shapes the psychic or the
psychic shapes the talent isthe subject of many alate-night
discussion among the gifted, but psychic vampirism tendsto
bring out the worst in people. In addition to the debilitating
effects it has on the target, it produces a euphoria in the
psychic, a mental rush that nothing else compares to. The

psychic literally drains away emotion from his victims, or in
some casss, actual living energies, converting them into
energy for himself. The psychic vampire often becomes
addicted to the sensation — feeling a rush from the draw and
desiring the extra energy, vibrance and emotion granted.

Roll: Manipulation + Empathy

 Rush: The psychic vampire feeds off strong emotion,
The emotions can be positive (joy, happiness, love) or
negative (fear, hatred, greed), though the vampire tends to
find it easier to generate negative emotions. The vampire
rollsManipulation + Empathy (difficulty 6) to"feed" offihe
emotions. This provides no concrete benefit to the vampire,
though it provides a rush of power. Depending on the Nature
of the character, this may allow him to recover logt Will-
power, though it is recommended that the player score at
least 3 successss on the roll for that to occur. The psychic
must be close to the target (within 10 yards) and able to sense
her to feed. The target may feel unsettied by the process, as
the effect tends to mute her emotions. However, it does not
remove the emotion itself and could not be used, for in-
stance, to calm down an angry person. The vampire can use
this ability to monitor the emotions of the subject, though he
doesn't have an accurate gauge of the subject's emotions
until he starts the drain.

* » Sgpping the Will: The drain effect sharpens here. The
vampire'sleeching of life energy sgpsthewill of thetarget while
invigorating his own will. The psychic rolls Manipulation +
Empathy (difficulty isthetarget'scurrent Willpower), and the
target rolls a reflexive Willpower roll (difficulty 6). If the
psychic succeeds, he drains one point of temporary Willpower
from the target and adds it to his own store of temporary
Willpower. The extra Willpower can exceed the psychic's
normal maximum Willpower (upto 10 total temporary Will-
power). Whilethe character has more than normal Willpower,
hefeelsinvigorated, akin to adrug high. The excessWill power
fades at one point per hour. This talent can be used a arange
of up to 10 yards.

ees Energy Transference: The vampire's ability to
leech lifeenergy now allowshim to invigorate himselfand to
heal minor injuries with stolen lifeforce. Thisrequires the
vampire to touch the subject for aturn. The psychic's player
then rolls Manipulation + Empathy (difficulty 7). Each
success causes a level of bashing damage to the target and
heals a level of bashing damage that the psychic has taken.
If the psychic is fully healed when this occurs, each bashing
level absorbed restores 2 points of Willpower. The subject
does get a soak roll, and soaked levels of damage do not
benefit the psychic,

seee | ife Leech: This dangerous talent allows the
psychic to leech away vital life energies from the target,
healing any damage the psychic may have taken and giving
an emotional high without compare. The psychic must
maintain physical contact with the target for one turn per
damagelevel absorbed and thenrollsManipulation + Empa-
thy (difficulty 8). Each success does one level of lethal
damage to the subject. This will heal one level of damage
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Vampiresvs.Vampires

Psychicvampiresfind actual vampires(the blood-
sucking creatures of the night) tasty treats. The strong
emotions and hungers of the vampire provide a sharp,
amost hallucinatory experience. The difficulty to use
any Psychic Vampirism effect on an actual vampireis
reduced by two. However, vampires are a dangerous
form of prey, and only the most powerful (or foolish)
psychic vampireshunt theblood-drinkers. Many vam-
pireshavetheir own supernatural awarenessand won't
hesitate tofeed very literally on someone who assaults
them psychically.

(bashing or lethal) or turn one level of aggravated damage
into lethal damage. If the character isfully healed when he
leeches life energy, each damage level aosorbed provides the
character with 3 points of Willpower.

eeeee Emotional Vortex: The psychic's ability to
absorb energy has progressed to the point where he can affect
multiple targets at once. The psychic must have used one of
the lesser powers (or aform of Empathy or Telepathy) on the
target once to make the link to the target's emotional
template. After that, the psychic can use the Level One or
Level Two powers on the target at will. The range at which
the psychic can drain the target depends on number of
successes the player scores on the power roll (see below).

Successes Range

One Line of sight

Two A one block radius, and the psychic does
not have to see the target

Three In the immediate neighborhood

Four Anywhere in the city

Five Anywhere in the county

Psychokinesis

Dannyranintothehome, tear sstreamingdawn hischeeks.
His mother stooped over and scooped up her child, "What's the
matter, honey?"

"The other kids hate me," he wailed,

"They don't hate you," she replied soothingly.

"Yes they do! They say | don't play X-men the way they do.”

"Ok, now that'sjust silly. It's okay, sweetie" Danny's
mother continued to soothe her crying son. Danny just didn't
understand why they wanted to move the super-hero toys with
their hands. How was Archangel supposed to fly if you were
holding him?

Psychokineses (also called "telekinesis') is a powerful
and potent psychic ability. The ability to move things
without touching them has endless possible uses. Though
few psychokinetics possess the strength to do more than
manipulate small objects, a skilled psychic can remotely
exert terrific force or delicately perform various operations.



(Unskilled psychics, like those with certain Flaws, may not
be so lucky...).

If she has sufficient strength to lift a living creature, the
target can (if it'saware of the psychic'sintent to lift it) hold
onto something sturdy to anchor itself and then roll Strength
versus mental strength. If the target has nothing to grab, it
cannot resist.

A psychokinetic must be able to see the object she
wishes to manipulate and must use a modicum of concentra-
tion to manipulate an object. However, she can split her
attention and lift multiple objects, so long as she dedicates
an action for each object lifted (see multiple-action penal-
ties on page 215 of Mage Revised). The total weight lifted
cannot exceed the psychic's usual lifting capacity.

If the psychokinetic attempts to wrest an object from
someone's grasp, make acontested roll pitting psychokinetic
Strength versus the target's physical Strength (difficulty 6).
On atie, both hold onto the object but neither has control
enough to wrest it away from the other. If the psychic
attemptsto manipulate theobjectinaspecificway, use Wits
for purposes of accuracy or fine manipulation. Thus, a
psychokinetic who remotely firesagun usesWits + Empathy
to pick up and manipulate the gun, then Wits + Firearms to
fire it.

Roall: Wits + Empathy

* The psychic has an effective mental Strength of 0. She
can lift only afew pounds. She can move the object 5 + Wits
yards/round,

* « The psychic's mental Strength is now 1, and she can
move the object at a velocity of 7+ Wits yards/round.

ee¢ The psychic has a mental Strength of 2, and she can
move objects at avelocity of 9 + Wits yards/round

eeee The psychic's mental Strength is 3, and she can
move alevitated object at 11 + Witsyards/round. At thislevel,
the psychic can levitateherself, regardiessof weight. Due to the
concentration required tofly in thisfashion, she may only move
at walking speed (7 yards/round).

e ¢ oo ¢ The psychic has a mental Strength of 4 and can
moveobjectsat 13 + Witsyards/round. At thislevel, sheaso
gains a free "extra" object that she can move without
splitting her concentration,

Psychometry

Ashley picked up the case file and flipped through the pages.
Ariel Handler, age 8. MissingsinceJuly 17th oflast year. Jacket
found three days later, wadded up in a nearby field. In the box at
her feet was thejacket, sealed in aplastic bag. Ashley pulled more
than a few strings to borrow the case file and the jacket from the
evidence locker, Mrs. Handler's church was picking up the tab,
since a single mother working two waitress jobs couldn't afford the
psychic. The case file told her what she already knew. No leads.
No suspects. No real hope, Ashley looked down at the jacket in
the evidence bag. This was the part of her gift she hated. She
opened the bag and rubbed her hands on the fabric. The images
flowed into her.

Sobbing, Ashley put thejacket back into the bag. At least she
had aface. And the man with that face was going to pay.

Psychometry istheability to pick up psychicresiduelefton
objects, places or people. Things exposed to strong emotional
signatures hold flashes of information that a psychometric can
"read" by touch. Particularly strong or violent emotions, like
murder, may evencausesympatheticreactionsinthepsychic—
a feeling of rage, dread or other emotion imposed by the
incredibly strong psychic Resonance.

When using Psychometry, the player's successes indi-
cate the level of detail achieved. With many successes, a
character will have longer, more vivid impressions and
emotions. Onabotch, apsychic may become lost inadream-
like reverie or even become overwhelmed by emotional
Resonance, sufferinginjury ortemporarily losing her person-
ality and repeating the actions surrounding the object or
place touched.

Rall; Perception + Empathy

* The character gets vague, dreamlike impressions of
recent activities involving the object or moredistant activi-
ties that involved strong emotions. In many cases, the
reading gives just the feelings involved with the incident,
instead of actual imagery. When imagery does appear (gen-
erallywith3ormoresuccesses),itisfigurativeanddreamlike.

s |n addition to the previous information gathered,
the psychic gets an accurate mental image of the person most
closely associated with the object.

* «+ The psychic receives impressions of the strongest
emotional incident involving that object. With 3 successes,
shereceivesadreamlike imageoftheincident, includingthe
number of people involved and a description of the area. If
concentrating on the object's owner, she can determine the
person's approximate age, emotional state, hints of person-
ality, and exactly what the individual felt at the time.

eeee The psychic can clearly visualize the event in
question, as well as gathering general impressions of what
happened to the object's owner during the day the incident
occurred. As an alternative, the psychic can simply replay
the past day of the object, even if there were no strong
emotional events concerning the object that day.

eeeee |n addition to aclear picture of the event, the
psychic receivesclear emotional impressions of theother people
at theevent, and gainsinsight into what they werefeeling. She
receives clear images of the people present. She dso can usethe
object asapsychic link to owner, allowing her to gain ageneral
impression of where the owner is currently.

Psychoportation

Jack smirked as he looked at the display case. A hundred and
one sensors, sound detectors and more lasers than the new Star
Wars movie. "It's impossible to get into the case" the security
consultant said. "The royal jewelry of Pharach Khufu is safe," he
said. Jack smashed the glass with a hammer. The alarm noises
would have deafened him, except for the earplugs he wore. He
reached in, grabbed the headpiece of the Saff of Khufu and
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vanished. The security company was going to have a hard time
explaining this one.

Note: Psychoportation is an extremely potent psychic
power. While there are certainly examples of teleporting
psychicsinfiction, it may be moresuited toacinematicgame
over amore low-key World of Darkness horror game. Story-
tellers should consider all of the implications of having a
teleporting character in the troupe before allowing this
power into their games.

Psychoportation is the ability to teleport oneself and
one's immediate possessions over short distances without
physically crossing the intervening space. The psychic sim-
ply "disappears’ from one place and "reappears’ in another.
Whether the psychic disassembles and reassembles, warps
space, travels astrally or finds some other form of motion,
nobody knows — but here one moment, gone the next, the
psychic can often leap without a care for the laws of physics.

The teleporter can carry himself and a small amount of
personal possessions. No psychic has yet been able to jump
with more than about 100 pounds of carried material —
those trying to carry more tend to suffer some sort of psychic
feedback (as a genera rule, inflict six levels of bashing
damage and go from there).

A botch during teleportation means that the psychic
has landed inside a solid object. This does 8 dice of aggra-
vated damage to the psychic and the object he accidentally
teleported into. Alternately, the psychic may poof away into
a more dangerous|ocation, somewhere completely unknown
or even without his clothes!

Roll: Perception + Alertness

 Short Hop: The teleporter can teleport 12 + Intelli-
gence yards in a turn. He must be able to see (with hisown
eyes or mystical senses) the destination.

s Simple Jump: The psychic's range for teleportation
increases to 20 + (3 x Intelligence) yards.

e+ Long Jump: The teleporter can "jump" 40 + (6 X
Intelligence) yardsin aturn. He can double thisdistance by
spending the previous turn concentrating and succeeding on
aPerception + Meditation roll, difficulty 7.

o oo Vey Long Jump: The teleported range has
increased to 80 + (12 x Intelligence) yards. He can double
this distance by spending the previous turn in concentra-
tion, asdescribed previously,

o « eee Blind Jump: Though the jumper's distance does
not increase at this level, he no longer needs to see the
destination. He can teleport to a place he'sfamiliar with. To
memorize a location, the teleporter spends one scene in the
place, and the player expends a point of Willpower. The
location must be a stationary one. One cannot memorize a
location in moving train, for instance.

Pyrokinesis
The young man sat in the cold room. He looked at the wall-
length mirror, knowing there were people on the other side of it.
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Watching. Waiting. "Screw you. | ain't doin' squat for you until
| see a lawyer."

A tiny voice answered him. "You don't get a lawyer. You
don't get your mommy. You don't get anything." The voice
paused. "Not until we get what we want, 'Zippo." The block, if
you please." The temperature in the room dropped again, to echo
thepoint.

Zippo scowled. "Fine." He snapped hisfingers, and a spark
jumped between them. Over on the other side of the room, a
wooden block started to smolder. The spark he always felt when
something burned danced in his stomach, and he forgot about the
cold and imprisonment. He smiled for thefirst time since they had
brought him in.

On the other side of the mirror, a man spoke into a cellular
phone. "Yes, hell be perfect. With the right controller, that is.
Tell Marsh to start the ball rolling on this one."

Pyrokinesisis, quitesimply, theability tostart fireswith
one's mind. The talent may well be an extension of psy-
chokinesis—someability tofinely accel erate huge massesof
molecules — or perhaps some sort of energy-transfer power,
The pyrokinetic simply concentrates, and the temperature
goes up... and up... and up... until the object meltsor bursts
into flames.

Pyrokinetics are not immune to their own flames and
bum aseasily as anyone else. Botcheswith Pyrokinesis tend
tobesingularly spectacular, asthe psychic self-immolatesor
sends flame shooting wildly about.

Rall: Manipulation + Meditation

» Matches: The psychic can produce tiny sparks of
flame, generallyonly enoughtolighthighly flammabl eitems
(paper, dry wood, gasoline, etc,). These sparks of flame tend
to come from the psychic's fingers, though some pyros create
the sparks in different manners. The sparks light anything
the psychic could physically teach, though the psychic does
not have to actually touch the flammable material. The
sparks are not hot enough to seriously burn people, though
having a spark of flame appear can startle people. If a
pyrokinetic wishes to startle someone with a spark, the
player rolls Dexterity + Athletics (difficulty 6) to fling the
sparks at the target. The target must be in hand-to-hand
combat range. This effect can be dodged by a Dexterity *
Dodge (difficulty 6) roll. If the pyro hits the target, the
target's player rolls Willpower (difficulty 6) or else the
victim loses his next action from the surprise. The target can
spend a Willpower point to avoid this reflexive aversion to
being burned.

s« |gnite: By concentrating, the pyrokinetic causes
flammable matettals to burst into flame. The psychic can
affect anything within a short range (less than 10 yards),
though some materials are easier to ignite than others. The
difficulty is:

4 Very easily lit materials (paper, gasoline, vampires)
6 Flammable objects that normally require minor
assstance to light (wood, charcoal)



8 Objects that do burn with the aid of accelerents
(clothing)
9 Materials that doburn, eventually (people)

Onceignited, items continue to burn naturally. Thefire
created isas big asatorch, though it could easily spread with
the proper materials around. See page 249 of Mage Revised
for fire damage and the difficulty of soaking fires. If the
psychic tries to light a person on fire, the target may dodge
the effect by rolling Dexterity + Dodge (difficulty 6).

* « « Fireworks: The pyrokinetic's control of flames has
expanded. Now he can create small bursts of flame out of
thin air. Psychic researchers believe that these bursts are
made up of super-excited air molecules. Tiny amountsof the
air molecules become plasma, which will ignite just about
anything that can bum, and create bonfire-sized fires. The
psychic can create these plasma bursts at a range up to
Willpower x 10 yards away. To create the plasma, roll
Manipulation + Meditation (difficulty 8). Targetsroll Dex-
terity + Dodge (difficulty 7) to dodge the fire bursts. The
bursts do two health levels of aggravated damage per turn
(difficulty 8tosoak, for those with somesort of supernatural
resilience). To extinguish himself, the target must first roll
Willpower (difficulty 5) to avoid panic and then Dexterity
+ Athletics(difficulty 5) to put himself out. Highly-trained
operatives or supernatural creatures can usually avoid pan-
ickingautomatically (barring afear of fire— Rotschreck, for
instance), at the Storyteller's discretion.

=<« Pyrotechnics: At thislevel, the pyrokinetic can
not only generate fire, but can control the path and shape of
the fire. The difficulty depends on the size of the flame (4 for
atorch, 6 for a bonfire, 8 for an inferno), modified by the
complexity of the action attempted (0 to shift the direction,
+1 to create gapsin thefireor to spread an existing fire, +3
to diminish the flames). Roll Manipulation + Meditation.
Thiscanalso beusedto createshapesin theflames (difficulty
5 for simple forms, up to 9 for very complex shapes),

eeeee |nferno: The pyrokinetic has immense and
exacting control over all forms of flame. He can create large
fires at a distance. The fires appear up to Willpower x 15
yards away. The player rolls Manipulation + Meditation
(difficulty 8). With one success he createsasmall fireinthe
target area. With two successes, the fire is the size of a
bonfire, and with three successes, the fire fills up a large
room. Everything in the area must soak the damage. People
on the edge of the effect can dive out of the fire. Roll
Dexterity + Athletics (difficulty 6) to escapetheflames. The
firestarrsout ashot asa"Bunsen Burner" (seepageX X, Mage
Revised), though every additional success after the third
increases the heat of the fire by one category. The Inferno
spreads rapidly, consuming as much as it can before being
extinguished,

Synergy

The four people sat in a circle on comfortable pillows. The
blond woman inhaled deeply and slowly exhaled. "Okay, let's do
this." Thefour took each other s hands and followed the woman's

example. In the center of the four rested an unlit candle. "One"
she whispered, To her right, shefelt her brother's will surge, and
the candle flickered into life. "Two." Acrossfrom her, the burly
man levitated the candle. It started toflutter with his unpracticed
mental grasp, but her husband felt the candle dlip and caught it
with his mind. "Three," she continued. They combined their
with. The four started to rise off the floor. The candle remained
in place as the four slowly circled it. Then, as gently as they
started, they lowered to the ground. The blond woman smiled.
"We did it." Her husband replied, "That was fantastic."

One of the rarest psychic abilities isthe talent of psychic
Synergy. Two or more psychics combine their abilities,
giving the combined psychic gestalt more power than the
psychics using their talentsindividually. The synergist can
link together twice as many psychicsinamental metaconcert
as he has dots in Synergy. The combined psychics must be
touching each other to form the link.

Successes on a Synergy roll determine how many addi-
tional people may be linked in a psychic task. Botches tend
to cause psychic feedback — headaches, capillary bursting
and thelike. Sometimes psychic powers may activate uncon-
trollably in such situations (imagine a reflexive blast of
Pyrokinesis as the psychic's subconscious defends against a
botched Synergy!).

Roll: Perception + Awareness

* Psychic Sense The psychic has the ability to sense
other psychics. This sense triggers automatically when the
psychic touches another psychic, or she can concentrate and
use it to sense other psychics in her line of sight. Roll
Perception ++ Awareness (difficulty 6). With more than 3
successes, the psychic also has a sense of the strength of the
psychic and the natural of his powers. This does not detect
mages with the Mind Sphere or other supernatural creatures
who possess mental powers.

e« Share Will: At thislevel, the psychic can form basic
psychiclinks. By acting together, agroup can use any psychic
power of any participant. The player with the Synergy
psychic character rolls the other psychic ability as normal.
However, the other members of the gestalt can each spend
a point of their Willpower to boog the effectiveness of the
talent. The gestalt can only generate one shared effect at a
time. If the gestalt is using some sensory power (Telepathy,
Clairvoyance, etc.), the entire group receives the results of
the power.

* « « Group Effect: The psychic network hasgrown such
that, in addition to sharing Willpower, they can more
effectively combine their wills, so that when the effect is
rolled, the highest Attribute and Ability are used, even ifthe
contributingmember lacksthepower itself. Additionally, as
before, each member can contributea point of Willpower to
add extra successes.

Example: Bruce (who has Precognition 2, Perception 3 and
Awareness 2), Deirdre (who has Telepathy 3, Perception 2 and
Awareness 3) and Andrew (who has Synergy 4, Perception 4 and
Awareness 2) combine their abilities to use Bruce's precognitive
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ahilities. The group will use Bruce's Precognition. Deirdre's Aware-
ness and Andrew's Perception. Oneofthegroup rolls the 7 dice. and
each of them may contribute Willpower/or extra successes.

* » » » Share Powers: The psychic gestalt now allowsthe
group mind to use multiple powers at once. Each member of
the group can donate any two of thefollowing to the effects:
A power, an Attribute and Ability. Each member of the
group can spend one point of Willpower for an extrasuccess,
though they can only spend one point of Will power a round.

Example: Andrew (from the previous example, who also has
Meditation 4) is traveling with Michael (who has Meditation 3
and Mind Shields 4) and Mira (who has Psychokinesis 3 and Wits
4). They are attacked by a vampire who attempts to entrance the
group. Andrew forms the gestalt. Michael donates his Mind
Shields to the group. Mira donates her Psychokinesis ability and
her Wits. Andrew adds his Meditation to the group. Now all of
them have the Mind Shields of 4 protecting themand can resist the
vampire with a Wits + Meditation pool of 8 dice.

e seee Power Gestalt: Not only may the group use
multiple powers at once, they can combine powers. Each
member combines powers as before, but they can now
combine two or more powersinto asingle, shared power. For
example, a clairvoyant and telepath could conjoin their
powers, allowing them to view aperson by clairvoyance and
read the subject's mind at the same time.

Telepathy

Hanzo sat in the bar, sipping his drink. He wasn't too
handsome or too well dressed. He didn't have a lot of money,
either. The guysfrom, work always wondered what his secret was.
He sat at the bar for a while, looking over the noisy happy-hour
crowd. Eventually, he'd get up and start talking to some beautiful
woman. He knewwhat to sayto make her laugh or howto cheer
her up. The guys called him "the magic man" because once he
started talking, the woman always went home with him.

"It's simple," he once confided in a friend. "You have to
know what she wants and give it to her. Sameas sales. | sell to the
people who are going to buy and leave the window shoppers to the
other guys."

"But how do you know?" asked his friend.

Hanzojust smiled and said, "Call it a knack."

In simplest form, Telepathy isthe ability to read minds.
The telepath must be able to sense the target to read the
target's mind. The power israrely so simple as reading text
from abook, though — rather, a telepath sensesimpressions
and, with experience, learns to pick out subtexts, streams of
consciousness, motives and eventually the sort of inner
monologue or impulse that often drives a subject.

Some skilled telepaths can not only read minds, but can
plant suggestions or speak with a"mental voice" in the mind
of a target.

Successes scored on Telepathy generally determine the
duration and accuracy. With one success, a psychic might
grab afew wordsor impressions that relate in some way to an
interesting topic. With three successes, the character can
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easily read agood several turns of useful information, and at
five or more successes, the character could cast about for
specific thoughtsor memoties. Thedifficulty typically equals
the subject's Willpower, and Mind Shields offer defense, as
one might expect. A victim can generally spend a point of
Willpower to resist a telepathic compulsion,

Roall: Intelligence + Empathy

* At thislevel the telegraph can feel basic emotionsand
sense the current mood of the target. The telepath may be
able to send asimple impulse or rudimentary thought to the
target. A target could be induced to twitch or make asimple
or habitual gesture.

* » The character can now read the surface thoughts of
people, generally what they're thinking about at that mo-
ment. The telepath can ptoject a single word or simple idea
to a person or cause the subject to make one short motion.

« esThe character can read recent memories or plansfor
the near future from people€'s minds. At thislevel, die telepath

TelepathicControl,
ProjectionandSensing

For most World of Darkness games, Telepathy's
powers may seem too broadly applicable. In such acase,
the Storyteller should divide the power into multiple
caegories and have psychics buy each category sepa
rately. The power is simply listed as a unified one for
convenience. In practice, it'soften best to divide Telepa
thy up asfollows...

Telepathic 'Sensing: The basic ability to sense emo-
tionsor thoughts. (Y ou could split this between Empathic
and Telepathic Sensing, if you like, to divide sensss of
emotions versus snsss of thoughts.)

Teepathic Projection: The power to send idesas,
emotions or thoughts into another person's mind. (You
could aso split this between Empathic and Telepathic
Projection, ifyoulike.)

Telepathic Control: Directly taking control of a
subject'smind andforcing him toperformanaction. (You
could split this into Telepathic Control, alowing the
character to dominate a victim's physical actions, versus
Sensory Control, allowing the psychic to totally falsify the
sensory input of the victim.)

Notethat for somegames, youmightwant toalow some
of these powers, but not all. Experiment with combinations!
Forinstance, youmight decidein your chroniclethat charac-
ters smply take Telepathy as one power, and receive the
abilitiesof Telepathic Sensng and Telepathic Projection, but
that there is no Teepathic Contral. Or you might have a
game with Telepathic Control as a sparate power and
Teepathic Sensing as well, but no Teepathic Projection
ability.Y oucandsohavesomefunby all owingsomesorcerers
to study variant Pathsbased on this aPath of Command, for
ingtance, that duplicates Telepathic Control. Customize to
your heart's concent.



can send full sentences, strong, complex emotions or even
streamsof memory; with enough successes a telepath might be
able to implant false memory. The subject might be forced to
believefalse input from his sensesor caused to take one unusual
action in a turn (like dropping aweapon or ducking for cover
instead of running away).

o« ¢« The character can read deep droughts and distant
future plans. Theamount of information he gets depends on the
number of succeses Similarly, the psychic can send severd

Psychic

Unlikesorceroussocieties, whichoften stem
from some mystic impulse or drive to create a
unified understanding of magica principles,
: psychicsrarely gather into groups. Without any

i unifying practices, they have little need to share
their techniques— there are few "rituals' that a
psychic could teach or study, few tomesof erudi te
knowledge and few scientists or financiers who
would bother. As aresult, psychic organisations
often lack the signature tools, styles or hierar-
chies of sorcerous groups. Rather, they tend to focus upon a
specificpsychic phenomenon, asmall group of acquaintancesor
asingle authority figure who promotes study.

TheFriendsof Foster

Statemagician Randy "TheFabulous' Fogter iswell known
for hissideline habit: debunking sideshow psychics and expos:
ing frauds. A sdlect group know him as something ese, a friend
to the real psychics. Seven years ago, Foster went to L afayette,
LA to invedtigate claims of a young boy, Richard Herbert
(pronounced "hey-bare") who could see the future. The boy
seemed troubled and withdrawn, but hispowersappeared to pass
the standard tests Fogter used to expose charlatans. He was on
the verge of giving the boy's parents the $250,000 check he
carried for the first "real" psychic he met. Then he discovered
the boy's parents were not just pushing him to use hisgift more
than he was physically able to, but that they abused Richard
when he "let them down."

Foster went to the police and made sure the parents were
put away for along time. He adopted Richard, and the two of
them began looking for more red psychics, ones in trouble.
Ones they could help. In the years that followed, Randy and
Richard have put together an "Underground Railroad" for
psychicsin trouble. Randy has publicly given up his search for
real psychics, claiming he had spent enough time with frauds
and con men and wanted to get back into show business,
Richard now gppearsin the act as Randy's assistant. The two of
them do an excellent mind-reading act. It isan act, as Randy
wants to protect Richard from people would exploit his gift.

Insightl nvestments

Insight Investments is a fast-growing investment house
in Chicago. Investors seeking higher risk and higher reward

sentencesofinformation, implant memories, cover upa memory
or even temporarily seize control of the subject's body for aturn.

o o+« o ¢ The character can discover the degpest secrets of
people, even things unknown to the target or repressed by him.
So long as the telepath can somehow sense the target, he can
snd his thoughts with complete clarity. With enough suc-
o5 the telepath can seize control of the victim, completely
dominating his sensss or hisphysical actions, rewriting memo-
ries, altering personality and the tike.

Organizations

in the stock market flock to Insight. The Wall Street Journal
once referred to their ability to pay high-yield stocks "as
something akin to magic,” President Chase Nixon keeps the
articleframed on hisdesk. People would be surprised at how
closetothe truth the article is. Nixon possesses pre cognitive
abilities, which he uses on the stock market. After encoun-
tering Jacob Anderson, a clairvoyant investor, the two
decided to pool their powers and resources to make even
more money together. The firm's success came to the atten-
tion of the Securities and Exchange Commission, which led
to it adopting a policy of losing money every once in awhile
just tolower itsprofile. Thefirm still makesobscene amounts
of profits. Anderson now spends his time recruiting new
psychic talents for the firm instead of acquiring insider
information, A brush with the IRS convinced the firm to
scale back its illegal activities, though it still occasionally
bends the rules. There are no laws against seeing the future,
after all. There are now six "gifted" members of Insight.

TheMarshinstitute

Telepath and financier Howard Jennings Marsh made
his millions in rea estate in the 1920s. A competitor of his
(and precognitive) William Jefferson Smith came to him in
1928 with dire news. He had foreseen the impending stock
market crash and needed assistance moving his millions into
protected stocks. The two pooled their powersaswell astheir
mundane talents. As time progressed, other psychics who
used their powers to further their economic and political
goalsjoined the cabal. After Marsh'sdeath in 1959, his (also-
psychic) heirsestablishedtheMarsh I nstitute, aconservative
think-tank. Officially, the Institute is aresearch organiza-
tion dedicated to studying social, medical and economic
problems and marketing the results to Congress, the news
media and key policy advisors. In truth, the Institute's
research offerings serve the interests of "the cabal," the aging
group of psychicswho use the I nstituteto further their needs.
The medical branch of the Marsh Institute, in addition to
searching for cures for cancer, searches for other psychics.
They recruit the psychicstowork for thecabal, doingitsdirty
work. Psychic agents of the Marsh Institute receive large
paychecks, incredible benefits and the protection of a pow-
erful patron. Agents dso tend to be incredibly loyal, either
out of greed, blackmail or outright psychic coercion,
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Chapter SX:

Storytelling

TheSorcerousChronicle

Running an all-sorcerer chronicle is a little
different than your average World of Darkness
chronicle. Most notable is the fact that the

reasonably available. Sorcererswork hard for
what powers they do have, and their powers
4 tend to be much less earth shattering than
those of vampires, werewolves and mages.

This requires something of a change in perspective on
the Storyteller's part. Even if you're accustomed to running
World of Darkness games, you'll want to put some thought
into your first Sorcerer game. Your Storyteller characters
shouldn't be as powerful as they would be in aregular Mage
game. Your plots shouldn't require access to high-level
magical abilitiesinorder to besolved. Y ou'll need tofocuson

the human much more — on the use of Taents, Skills,
Knowledges, Backgroundsandplayerabilitiestosolvethings,
rather than Spheres and Disciplines.

Making your Storyteller characters less powerful takes
more than the erasure of afew dots on asheet. Y ou may wish
to use more humans and not-quite-humans as foils for the
cabal, rather than ancient vampires and archmages. On a
simplistic level, you can substitute kinfolk for werebeasts,
acolytes and other sorcerers for mages, ghouls for vampires
and humans with changeling blood (called kinain) for actual
changelings. Or perhaps not — maybe your group would fit
inwith somefledgling vampireswho aren't yet morehuman
than human or some changelings who've just recognized
their potential.

You may find that personal plots take more of a front
seat, and epic plots become occasional high points rather
than the focus of things. The power level has been ratcheted
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down a notch or two, but this isn't a bad thing. The World
of Darkness can be made once again amazing and new to
playerswho may have becomejaded to itswonders. Y ouhave
the chanceto reveal thingsslowly, to make even the lowliest
newly Awakened mage awonder to behold. The trick isin
the revelation: Never show everything at once. When women
used towear only thelongest of skirts, the briefest glimpse of
an ankle was considered incredibly sexy. Conceal the won-
dersof yourworldsimilarly, occasionally showinganankl e,
and they will become correspondingly amazing.

TheCharacters

Y ou should consider what sort of characters you wish to
work with. Are your players characters a group of random
sorcerers who've come together through chance and circum-
stance? Are they a cabal that hasworked together for years?
Arethey amentor and her students?Talk with your players.
Any of thesemay bemadetowork, but they requiredifferent
approaches. Random sorcerers need outside reasons to work
together — does the plot force them together? Do some of
them have background tiesto each other, perhaps childhood
friendships or mutual acquaintances? Will their styles of
magic clash and cause a problem, or can they draw interest-
ing persona conflict fromtheir differences?Ifthey'reasingle
cabal, they need to agree on a magical style, and there's
probably a heavy overlap in magica skills. If they are a
mentor and her students, then one player isgoing to play top
dog — is it someone who can handle that without irritating
other players? How will the other players handle being the
lessers to another player's character?

One of the merits of a Sorcerer chronicle can be the
inherently lower power level. You might take advantage of
thisto allow a player to play the not-quite-human he'sbeen
wantingtoplay —afterall, aghoul, acolyteor kinfol k won't
be nearly soout-of-place in the powergamesnow. Y ou might
even allow apurely human character without any sorcery at
all to be played (although he should have some useful
abilities to allow him to keep up). A Sorcerer chronicle
allowsyoutoexplorethelesspowerful and, thus, lesspower-
centric creatures that populate the World of Darkness.

Try to draw on the specific characteristics of Sorcerer
foryour chronicle, those thingsthat make it special: thesdow
search for knowledge; the sheer mystery, magic and enchant-
ment of the World of Darkness; the sorcerer's unique vantage
point smack in the middle of the food-chain. Allow your
chronicle to be a true Sorcerer chronicle, not just another
World of Darkness run.

TheM oodof Sorcery

The mood of a Sorcerer chronicle may feel like any-
thing you want it to feel like. Some of the moods you may
find yourself returning to over and over, however, are terror
and excitement. Excitement is the mood often engendered
by the search for knowledge and the discovery of magic. Fear
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and horror emerge when the sorcerer discovers the other
things that live in the shadows of the World of Darkness or
perhaps finds his own powers growing beyond what he
expected.

Remember to alter the mood of your chronicle some-
times, Unrelentinghorror istiresomeand losesitseffect after
awhile. Thesame istrue of unrelenting angst or unrelenting
anything. Even thedarkest tragedies have moments of beauty
and characters that makejokes. By bringing in amoment of
an "opposite" mood, you make the prevailing one seem all
the stronger, and you make it more effective.

You might choose a new mood for each story, or you
might change the mood depending on the scene. You might
decide "tonight's game is going to be horrific," or you might
say, "thisstory isall about loss and sadness.” It's often agood
idea to consider the mood before the night of roleplaying
begins, so that you can be consistent about it. It also helps
you to think of waysto increase the mood. Most of the things
you do to hold amood should happen in game, but there are
afew out-of-game thingsyou can do. If you've chosen horror,
you might decide to light the room you're playing in by
candlelight to keep it dark and throw shadows on the walls.
If sadness, you might keep the score from asad movie playing
quietly in the background.

If you aren't sure how to hold a certain mood, pick a
movie that exemplifies that mood, and watch it. Examine
wherein the horror movieyou feet fear, and figure out why.
Note which scenes in the sad movie make you tear up, and
again, figure out why. Then use that. You can do the same
thing with books, television and anything else that causes
you tofeel adistinct emotion. Different thingsaffect people
differently; make listsof thetricksthat moviesand books use
and dlip them one-by-one into your gamesuntil you find the
ones that work on your players. Then try something dse —
if you overuse atrick, it may lose its effectiveness.

A strongmoodiswhat getsplayers heartspumpingand makes
their handsswest. It'swhat gripsthemand causesan entirenight of
roleplayingtogoby intheblink of aneye. A strongmood canmake
the difference between afun story and one that captivates your
players and makes them clamor for more.

Theme

Mood isoftenapart of theme, but athemeislarger thanjust
amood. A themeisusually captured inafew words, aphraseor
a sentence. It might be "love at the cogt of life" or "conflict
destroys happiness." If you're having trouble grasping the con-
cept of atheme, then think of it as "the moral of the story" --
except that it doesn't have to be a shiny-happy moralistic
message. Y ou might concentrate on asingle theme for a story,
or you might weave themes together just as you might allow
variousplotstogoonsideby side. Certainly, achronicleor story
does not have to have atheme; some arejust damn good stories
withnomessage. And sometimesyour playerswon't noticeyour
themes. Thisisjust fine; don't get tempted to hit them over the



head with the message. Themes are gtill useful to you, whether
or not your players notice them. They help you to come up with
new types of plots. They help you to relate plots to each other
in unusual ways. They help you to keep a handle on mood and
tone. And they also help you to teach the characters, to help
them grow as "people.”

Dangerous knowledge is one strong Sorcerer theme.
Sorcerers, by their nature, seek knowledge — it's exceed-
ingly rare to find a sorcerer whose ability is entirely thrust
upon him and who has no desire whatsoever to develop it.
But magical knowledge may be dangerous. The cabal may
learnanew ritual, only tofind that thisritual's power comes
from adark entity that wants something fromthe characters.
Or in their desire for new and greater power, they may
deliberately contact some foul creature. Or someone who
seemsgenuinely helpful, perhapsan ol der sorcerer, turnsout
to be leading them down the wrong path.

Self-discovery is another major theme in Sorcerer,
Sorcerers may believe they study magic alone, but they may
aso learn agreat deal about themselves along the way. When
someone threatens the people they care about, they may
discover they have the stuff of heroes, or they may discover
that they are cowards who would rather save their own skins.
Y ou might set up astory in which each sorcerer, through his
magic, is lead to realize something important which he did
not know about himself. When the ritual a sorcerer learns
requires her to do something she finds repugnant, she may
discover the strength of will to do it anyway — or the
strength of will to say no. A ritual may require asorcerer to
face hisgreatest feat and overcome it.

Protection of the innocent is a possible theme. Sorcer-
ers aren't particularly powerful at low levels, but they're
much more than normal mortals. They may choose to
protect those mortals around them. Do they protect people
physically? Do they protect innocence itself — trying to
keep mortals unaware of the dangers that lie around them?
Do they protect humans from the supernatural or from other
humans? Do they protect people from the simple ravages of
lifeand luck? If they're protecting humansfrom each other,
then how do they decide who isin the right? If they protect
people from the bad parts of life, then what do they do when
their actions indirectly cause someone else harm? And if
they're trying to make everyone happy, they should swiftly
realize that they don't have the time or energy to help
everyone. With a little subtlety, you could lead your party
down that path by having people ask them for help now and
then, until they find that's all they spend their time doing.
How do they choose which people they should help and
which they shouldn't?

The danger and the value of religion are both valid
themes and may even be mixed in the same story. Religious
zealotsaredangerousand may do terrible thingswith the best
of intentions. And yet, other religious zealots may truly help
people. How do you choose? How do you determine which

religions and their followers are dangerous and which are
not? Especially when the good and the bad follow the same
god?Religion and sorcerousmagic are, in someways, similar
topics—you might use this theme to show the sorcerersthat,
inacertainway, they are zealotsaswell, following their own
persond religion.

Revenge is another theme. Someone wants revenge
against a person who hurt her, and a sorcerer is forced to
decide to protect the offender. Why? The offender isa nice
man and didn't intend to hurt anyone. Bring up this plot at
the same time that the sorcerer seeks revenge against some-
one who hurt him, who did not do so intentionally, and let
the sorcerer see the parallels.

Curiosity and meddling make up another common set of
Sorcerer themes. Most sorcerers are by nature curiousfolks,
or they wouldn't have gotten mixed up in all of this magical
stuff. Let their curiosity involve them in all sorts of plots.
There are innumerable variations on the curiosity theme.
Curiosity is dangerous; curiosity leads to adventure and
excitement; meddling can get people killed; if you don't
meddle, then you're asguilty asthe criminalsyou didn't stop
from murdering someone; and so on.

There are other themes to play with as well: the touch
of magic; the vastness of the universe; the results of peer
pressure (for good or ill); conflict with others, conflict with
the sdlf, conflict with authority (and so on); the feeling of
belonging; recruitment; responsibility; etc. I'm sure you can
come up with many more.

There is one thing you should think about, however,
with each theme you entertain. No matter what the theme,
you are teaching your characters a lesson. If they learn that
lesson, will they still be viable characters? If you put a
character through a harrowing experience designed to show
him that meddling in other peopl€e's business can be deadly,
then you may end up with a character so traumatized that
hell never meddle again. Thiscan bea problem if one of the
waysyour characters get into plots isby meddling. Now, you
and your players may decidethat an experienceisinteresting
or entertai ning enough for a character to go through that it's
worth removing the character fromthe game and bringing in
anew one. But thisis still something that you must consider,
and it may well be something you should cleat with the
player first. After all, you'rein thisto havefun— and so are

your players.
A Few Characters

The types of characters that may appear in a Sorcerer
chronicle, as players characters or as Storyteller characters,
are many and varied. As with other games, almost any
character concept may be made to work with alittle effort.

Before the first sesson of your chronicle, you should sit

downwithyour players. If they haven't already found away
to link their characters together and ifyou haven't doneiit for

Chapter  Sx.  Soytdling 113



them (by specifying, for example, that they must all be
members of the same cabal ), then you need to make sure that
the characters will work together. It's frustrating when the
characters discover partway into the chronicle that they
really have no reason to be hanging out together.

To a certain extent, you can solve this by Storyteller
fiat. Point out that it'sagameand that you're all hereto have
fun. You're not asking them to do things their characters
wouldn't do, but you are asking them to dant their actions.
This simply means that when they have a choice between
actions (or non-actions), where one action allows them to
involve the others and another doesn't, and neither action
particularly violates their character concepts, they take the
one that will involve the group. For example, if they have a
choice between taking the others with them to meet with
someone and going off aone, if they have no strong reason
why they should go aone, then they take the others.

Y ou shouldn't rely on thistoo heavily though, or even-
tually, you will ask someone to do something his character
justwouldn't do, and some playershaveahard timewith that
(why come up with acharacter, after all, if you aren't going
to stick to it?). So, you need to talk to the players ahead of
time and make surethat their characters have reason to work
together. Did someone's mentor tell him to show someone
else around and treat him as one of the cabal ? Was one cabal
member a good friend of yet another member in childhood,
so that now they can renew that friendship? Does the plot
itself force the party together, by insuring that they all need
to be involved in order to solve it? Do multiple members of
the cabal have common interests that will bring them
together? Or perhaps personalities that will mesh well?

If you do thisand you still run into problems, you can
solve some of them in-game. This is where themes come in
handy. If someone refuses to share information with the
othersand always keeps it to himself, then play with a theme
in which the lack of information dissemination becomes
clearly bad. In other words, teach him a lesson. Worst case,
if that doesn't work, you may need to speak to the player. If
you had the talk ahead of time about how the characters need
to work together, then the player can't claim that he didn't
know it would be a problem.

Thisisn't to say that all conflict between players' char-
acters is bad. Indeed, it can make for very interesting plots
sometimes. But you need a cohesive enough group to be able
to run a game for them.

Here are some rough suggestions for Sorcerer charac-
ters, enough for you to get ahandle on, with notes about how
they might be played with to encourage cohesive play. They
may be used as Storyteller characters or as the basis for
players' characters. They are not meant to be whole-cloth
characters, ready to go from the box, but they will hopefully
provide you with plenty of ideas. Some should be relatively
obvious; hopefully others will be more surprising. After all,
sorcerers can be anything.
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TheSeekerof ForbiddenK nowledge

This sorcerer has a thirst for knowledge that cannot be
staked. She wasn't satisfied with hours of copying arcane
symbols under the tutelage of her mentor. Her mentor said
she'd learn more later, that she needed patience, but she had
none to spare. Whenever her mentor went out of town, she'd
sneak into his library and read the really old books, the ones
with tattered leather covers and writing that looked suspi-
ciously crusty and reddish-brown. When she supposedly
went on vacation with her family, she really took trips to
archaeological digs in arcane places or to secret libraries
she'd discovered the location of.

Most of her magic is low level, but she has one or two
Path ratings that would surprise her mentor if he knew of
them. She keeps her studiessecret from him, and he's enough
of an academic, with sight only for studies and collegiate
discourse, that it never occurs to him that she might have
gone beyond his curriculum.

She's learned some shadier magic, probably involving
the summoning and binding of spirits. After all, isn't that the
quick way to get new knowledge — to find spirits to impart
it toyou ?Too bad it'salso the quick way to get hurt or killed.
Some day her quest for knowledge will destroy her or maybe
those around her. She may summon something she can't
abjure, awaken and free something long bound and asleep or
go mad at the sheer influx of forbidden knowledge.

Obviously this character is not destined to be long-
lived. She is best suited to a short chronicle or an
end-of-the-world plot — something where the characters
are not expected to live long. She stands a good chance of
getting her compatriots killed as well, which is another
reason to only allow her where the death rate is not expected
to be low. As a Storyteller character, she would make a
fantastic plot device. She might set free an ancient enemy
that the players' characters must put to test. She might work
with them for a time, only to betray them to gain some
knowledge that she wants. She might use them to uncover
some old tomb or ancient library. She might aso be their
competition — they must get to the treasurefirst, before she
takes it and unleashes its horrors.

TheProtectorofthel nnocent

This sorcerer feels an obligation to protect the innocent
and the helpless — normally, this means ordinary mortals
who have no magic with which to combat life'stragedies. He
does everything he can without actually revealing to people
what he can do; secrecy is paramount in his line of work. He
uses hisstatusas anon-supernatural to get close to people, to
find out what troubles them, what their problems are; he'sa
good listener after all. In particular, he likes to figure out
when a person's troubles are actually the result of the
supernatural and put a stop to them. He finds the interfer-
ence of the supernatural in the lives of mortals a terrible
thing and fights it all the way.



The innocence of those mortals deserves protecting as
much astheir lives, however, so he does hisbest to make sure
they never realize what it is that haunts them. He uses his
status as a learned member of the community, perhaps a
teacher or scientist, to debunk their fears of witches and
ghosts, white going behind the citizens backs to stop those
same witches and ghosts.

This character can make for fantastic fun— he could be
pulled into almost any plot as long as the saf ety or innocence
of a mortal was a stake. Under the influence of other
characters, he might even be convinced to widen the scope
of his concerns. As a "learned member of the community,"
he would have useful skills other than his magic, which is
always important to a well-rounded character. This kind of
character is often a loner, however, so he would need to be
tied in well with the other characters — are they his cabal ?
Do they all work as a team? He might work well with a
member of the police who is aware of the supernatural or
with other academicsthat believe it is their duty to do more
than watch and learn. He might also work well with agroup
of his students, whom he instructs in both magic and the art
of caring about their fellow man.

He wouldn't make nearly as good a Storyteller charac-
ter, unlesshewas only around for ashort time. Y ou probably
don't want your group to have competition for solving their
problems, at |east not often. Ifyou made him a mortal instead
of asorcerer, however, he might find problemsfor theplayers
to solve. Or you might turn him into a bit of amadman, who
believes he is helping people but, actually, causes more
problems than he solves.

The Self-Made  Sorcerer

This sorcerer never had a cabal or mentor to explain
things to her. She learned everything the old-fashioned way
— through intuition, study and hard work. Maybe she got
some of her sources from unlikely or even misleading places,
such asNew Age bookshops and the local publiclibrary, but
somehow, she's distilled some real knowledge out of it all.
Her keen intuition allows her to discern the thread of truth
behind the hyperboleandto make it work for her. Her rituals
are homemade, with symbolstaken from pamphlets on home
witchcraft and phrases cobbled together out of Latin-to-
Englishdictionaries (the grammar isatrocious). But it works.
She always knew there was something out there, that magic
had to be real, and eventually, she proved herself right.

Again, this is another character who is traditionally a
loner, but it's very easy to work her into a group. Give her
what she's always wanted — the chance to learn "real"
magic, from people who won't laugh at her. Perhaps the rest
of the group isacabal, and they just recruited her pre-game.
Her style may clash with theirsfor awhile, but she's eager to
learn and hard working, and eventually, shelll fit in. She
certainly never fit in anywhere else, so she's probably a bit
starved for approval and affection, and hopefully, she'll find
both with the cabal.

As a Storyteller character, she could be amost any-
thing: a possible recruit for either side or a student for one of
the players' sorcerers to pick up and then, perhaps, lose when
a powerful enemy kills her. She might follow the cabal and
blackmail them into teaching her. She could, in her despera-
tiontolearn, turn todark magics. Or in her studies, shemight
have learned exactly what the cabal needsto know in order
to solve their plot, and they need to convince her to help.

TheHelpful Waiter

Thissorcerer knowsafew littlecharmsdesigned to help
peopleour. He might cure someone'sillnessor fashionalove
charm for some nice lonely soul. He's never sought to use his
power for personal gain butonly to help othersin littleways.
He'sawaiter at acheap local restaurant where the lost and
the lonely always seem to hang out; he's good enough to get
a job somewhere better, but there wouldn't be as many
people to help there. Here, he can help in all sorts of little
ways. Sometimes, he slipsherbal mixturesinto people'sfood
— the food here is bad enough that the herbs probably
improve the taste.

The trick for this character would be to get him to take
on awider worldview. Hewould need some tiesto the group,
so he'd have reason to listen when they tried to convincehim
to do something greater with his life. Perhaps they can
convince him that he could do even more good with their
help. Certainly, he has the basic wish to help people, which
can get him into all sorts of plots. Maybe one of his regular
customers has been killed by something, and the other
characters want his help to investigate the murder. She was
asweet woman who wouldn't have hurt afly, and he feelsa
need to find out who would have done such a thing to her.

He would dso make an interesting Storyteller character,
especialy if the characters have a tendency to sit around and
chat in restaurants. They might suddenly find little good things
happening for them and, eventually, discover that it'sthework
of thelowly waiter who'salwaysso happy totaketheir orders. He
could be alow-level helper for the characters, alwaysready to
makeahealingpotionintheir servicebutunwillingtoleavehis
beloved customers in order to do more.

TheTourGuide

She works the tourist stops, showing people the sitesfor
afee. Sometimes she runstours at local universities. During
the summer, she's been known to drive a trolley around the
streets. She watches people and uses her post as a tour guide
as an excuse to go to all sorts of places. She covers up her
agenda by being brash and loud, as obnoxious as the tourists
she guides. Thus, few ever suspect that she's anything other
than the pest she appears to be.

Infact, she isasorcerer. She usesher jobto go into places
and spy, to gather information on people and places. She
ferrets out suspicious activities and passes them on to her
friends, who do something about it. Because she never
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actually shows up at the confrontation, sabotage or shoot
out, she is never associated with these events.

If the tour guide is a player's character, she might pass
her information on to other sorcerers— namely the rest of
the group. She might get involved in the action after all, but
in disguise or with her shape changed, so that no one will
suspect her. As a Storyteller character, she might work for
the cabal or for their opponents in one plot or another. Or
she might work for agroup of hunters, who could gradually
introduce the caba to some of the other supernaturalsin the
World of Darkness. She might even be a mortal, with no
sorcerous abilities whatsoever,

TheChemistry Student

This character loved chemistry so much that he con-
vinced one of hisprofessors to hire him for aresearch project,
and eventually, he became an accepted part of her research
group. Because of this, he received access to her labs and
equipment. Hecameinand playedwith thingsinhisofftime
and became quite adept at creating whatever drugs he
wanted to. He started out making recreational drugs — he
found it got him invitations to al of the best campus parties,
especially the private ones— but eventually, he moved on.
Working from a textbook he found in his ptofessor's desk
(he'd never heard of the author before, but he was sure she
wouldn't have the book if it weren't good), he put together
apowder that put him out for anight and aday with visions.
Hethought itwasjust apowerful hallucinogen until some of
the things he'd seen in the vision came true.

Then the professor confronted him about his use of the
book. He thought he'd put it back exactly the way it had
been, but she knew anyway. He thought shewas going to fire
him, but instead, she initiated him into her little cabal.
Suddenly, some of the odd comments he'd heard around the
lab made a lot more sense. It turned out that the research
group was into a lot more than simple chemistry «— they
worked with magical alchemy.

The entire collegiate research group might make for an
interesting group of characters, but you'd need to find ways
to drag them out of die laboratory. Alternatively, the stu-
dent himself could be made a character. Perhaps the professor
asked him to help the group because one of them asked her
for ahand. Or she might have noticed that he had an affinity
for some other sort of magic and decided that he needed
someone ese to teach him the things that she couldn't.

As a Storyteller character, the student would be quite
versatile — the possibilities are almost endless. What if his
teacher is in search of some dangerous (or at least abusable)
elixir— an anti-aging drug, a drug to put people under her
power or some other such thing? Her student might eventu-
ally feel it necessary to betray her in order to protect people,
or he might be used against her even if he won't betray her.
Alternatively, he could stand steadfastly by his teacher,
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forcing the cabal to go through an innocent student in order
to stop the professor.

TheBartender

The character tends bar in a good part of town, one
where yuppies come to look cool. She aimost got fired once
for telling a patron not to use his cell phone in the bar. She
hates her customers, but she learned along time ago to keep
her mouth shut and smile. She's had to endure all sorts of
sexual advancesfrom people who thought that their money
and their status would make her swoon. Here she learned to
look down on the wealthy and the successful. She seestheir
lives as empty and meaningless.

She uses her psychic abilities to hel p some of the people
her customers have hurt. She listens closely for stories of
layoffs and bad business deals. She uses her charm and her
pretty face to get the beautiful people to tell her ail about
their latest triumphs, most of which involve hurting other
people. When helping the yuppies victims means hurting
the bastards, she's even happier about it. She has some skill

at mind-reading, which helps her to divine which business
deals will do the most damage and to find those who most
need her help.

She's basically anice person, but she's seen too much of
the bad sde of the idle rich. She doesn't even see them as
human any mote. Asaplayer's character, she might use the
bat to find problemsand plotsfor the charactersto solve. She
can certainly use it to get close to people the cabal needsto
talk to. She might drug people's drinks when necessary,
although that's adangerous path to take. Of course, a night
job for a character could stand in the way of a number of
plots. Perhaps she takes care of the lunchtime and just post-
work crowd, giving her plenty of timetowork with thecabal .

Asa Storyteller character, she could help the characters
to get information they need, only to get killed by a patron
who figures out what she'sup to. Her mind-reading abilities
could allow her to warn the cabal of someonewho intends to
harm them. She could accidentally learn something through
her mind-reading abilities that someone would kill her for
and might require the protection of the cabal.

Sorcerers in the World of Darkness

— —

NS

B Although sorcerers often do not know much
Ny going on around them, neither do they live in
: o =99 | avacuum. While humans are probably more
" 8 ers, simply because they do not have other
._,\ powers to fall back on, they are not the only
B sorcerers out there. Neither ate they the only
r- 4 oneswithpsychic powers. And whilethey will
of Darkness with, it does sometimes happen. Some sorcerers
even work hand-in-hand with other supernaturals.
dealingwith the many waysinwhich sorcerersand psychicsmay
interact with the World of Darkness. Y ou might wish to allow
Y ou might wish to use such creatures as helpers, antagonistsor
plot twists in your Sorcerer chronicle. Or you might allow
There are advantages and disadvantages to all of these
plans. Hopefully, theinformation that followswill helpyou
What are the stakes in a Sorcerer chronicle? Sorcerers
surround them. Y ou cannot expect to send them directly up
against vampires, werewolves, mages, etc, and have them

about the mysterious and dangerous things
;‘:' ;_1.1 i~
. 388 likely than other creatures to become sorcer-
only rarely get agood look at the things they share the World
This section will give you some ideas and guidelines for
vampires, werewolves or other creatures to use sorcery as well.
sorcerers to fight sde-by-side with mages or changelings.
to choose your path and to make that path work for you.
are not as powerful as the other supernatural creatures that
survivefor very long. To thisend, here areafew suggestions.

Combat should not be a commonplace occurrence —
especially combat with supernaturals. Don't send your sor-
cerers up againgt a whole sept of werewolves if you want to
keep the cabal around for any length of time. If there is
combat, it should usually be against normal humans or
almost-humans. The cabal might occasionally run directly
up against the heavy-duty supernatural, but this should be
limited to brief moments of terror and confusion.

Instead, acabal of sorcerers needs other ways to solve its
problems, and death should not be the only consequence of
afailed mission. Sorcery is obviously one resource, but you
can't solve every problem with awell-placed ritual. Besides,
it would get boring. Politicsare useful, as are other types of
relationships and manipulation. Research isalwaysfun, as
well as investigation of mysteries and puzzles. Sorcerers,
more so than other supernaturals, need to have more in the
way of abilitiesother thanjust their sorcery. Y ou never know
what will prove useful in solving a plot. Try to play to the
characters (and players) strengths. And if you're accus-
tomed to playing World of Darkness games, just remember
that sorcerers are squishier than the things you're used to
Storytelling about.

KeepitLow-Key

There's another reason to be careful in your use of the
supernatural around sorcerers. One of the major themes of
Sorcerer is the mystery and wonder of the supernatural
world. If your sorcerers learn to categorize and recognize on
sight all the types of vampires, werewolvesand mages, then
these creatures lose their wonder,
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Bring the big guns in only rarely, instead, let the
supernatural manipulate things behind the scenes, giving
only hints to the cabal about what's really going on around
them. Tease the cabal with glimpses of the supernatural
rather than putting it right out in front of them. Y ou might
bring a vampire or a mage in once in a long while for the
climax of aplot, or you might bring in characters that seem
almost normal but are secretly werewolves or changelings,
but don't do it al the time. You might find it necessary to
trimyour usual notionsof acity'ssupernatural popul ation—
too many vampires and it becomesdifficult tojustify why the
cabal never notices them,

If your players are familiar with the workings of the
World of Darkness, then turn itall upside-down. If you want
to do thisin small ways then you might alter the way afew
powerswork here and there. It will confuse people and help
to cut down on instancesof "oh, that'sa Toreador," when the
characters shouldn't even recognize a vampire in the first
place. If you're serious about confusing the cabal and you
have a little time, you might turn everything upside down.
Vampires never deep, even if they can't go out in sunlight.
There are only four clans, and there's a third faction along
with the Sabbat and Camarilla, Theclan namesareunfamil-
iar, and the Disciplines they wield don't match any known
configuration. Or just shuck the entire system of Disciplines
and clans out the window — who says that vampires in your
Sorcerer game have to have any but the most passing
resemblance to vampires in some other game?The sorcerers
are the center of attention here!

You can do similar things with werewolves, perhaps
changing a few details of the tribe structure. Or you could go
so far asto add extra forms they can take or to declare that,
when in lupus, awolf has trouble remembering anything of
its human life and, thus, may not recognize foes or allies.
Perhaps werewolves really do only change during the full
moon, or maybe the new moon, just to confuse things.

Y ou don't have to color within the lines. If you want to
bring the mystery back into the World of Darkness for
playerswho've been involved in it for too long, then change
the very world itself.

Sooay Vs..

You'll need to take into account how sorcery and psy-
chic abilities will affect supernaturals. For instance, are
alchemical poisons, tranquiltiers and anesthetics effective
against vampires? After alt, alchemical substances don't
work the way medications do; they work mystically (espe-
cialy for sorcerers with particularly mystical paradigms).
Therefore, they might work against someone whose body no
longer functionsinthennormal way. But doyouwant alL evel
One Alchemy preparation to be able to sedate a vampire?
This might be too powerful. You could allow the vampire
some sort of resisted roll against the number of successes the
sorcerer achieved on the effect. Perhaps a Willpower roll at
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adifficulty of three plus the sorcerer's Path or ability rating
would do. Y ouwould then determine the success of the effect
by counting the number of net successes the sorcerer achieved.
Instead of a resisted roll, you might simply increase the
sorcerer'sdifficulty level.

Y ou might choose a different roll, if that seems more
appropriate to you. For example, consider the following.
How do psychic powers and Auspex (the vampiric Disci-
pline that involves use of "psychic" abilities) interact? Can
a psychic block a vampire's attempt to establish telepathic
contact? Instead of using Willpower, you might allow a
vampirewith the Auspex Telepathy Discipline to attempt to
block a human telepath directly, or vice versa. The two
characters could make contested rolls— the human psychic
uses his Telepathy roll, and the vampire uses the roll for
Auspex Telepathy: Perception + Empathy. Again, the char-
acter attemptingto performthe original actionwould succeed
or fail based on his net successes.

An alchemical potion of weakness might "counteract”
Potence-born Strength. A preparation that strengthens the
mind or the will might help to counteract Dominate. A
preparation to grant "clear sight" might be used against
Obfuscate. Again, these are things you should decide upon
ahead of time. Just how effective isasorcerer'swork against
a vampire's abilities? In other words, do you want the
supernaturals in your game to be rare, powerful, nigh-un-
stoppable creatures that the cabal has to out-think, or are
you planning on more direct confrontations? If the latter,
you'll want to give your sorcerers an edge.

Y ou might decide that asorcerer's Paths aren't effective
when used directly against supernaturals until the sorcerer
reaches Level Two, or even Level Three, in the Path he
wishesto use. Y ou could instead increase thedifficul ty of any
roll involving effects upon supernatural beings. Or you
might go effect by effect, deciding on an individual basis
what sounds reasonable and right. The Path of Shadows
might allow minor insight into the workings of
Obtenebration. Fascination might allow insight into Pres-
ence. (As aways, study and research are de rigueur.)

But vampires aren't the only supernaturals sorcerers
stand a chance of encountering. What about the truly dead?
You might decide that only the spiritual may counteract
spirits, and thus, in order for a sorcerer to protect against
wraiths, she must have some understanding of Ephemera. It
isunlikelythat abilitiessuch as Tel epathy would work onthe
dead, but you might alow it anyway. The Path of Fortune
might or might not work on wraiths. Again, you might
require the sorcerer to have a certain rating in the Path, or
you might increase the difficulty of theroll. Y ou might rule
that certain preparations or a mystical Talisman are neces-
sary before sorcery that wasn't designed to operate on wraiths
may do so.

How do Paths and psychic abilities interact with the Gifts
and Rites of werewolves? Garou Rites and Gifts are highly



individualized; they don't come in convenient categories the
way vampiric Disciplinesdo. Thiswilt requireahigher level of
judgment onthefly. Y ou can still make somedecisions ahead of
time, however. First, you might say that the only protection
sorcerers have againgt Gifts and Rites are Path effects that
obviously and directly counter the effect of a Gift or Rite. For
example, there is a Level Two Gift called Halt the Coward's
Flight that dows the werewolf's opponents as they flee. How-
ever, the whole point of the Path of Conveyance is swift
movement, so you might allow the sorcerer to use it to counter
theeffect of theGift. Again, though, thisisjust specul ative—

your werewolves might not use Giftsat all; see if your players
gather a new respect for them should the werewolves rum out
to beberserk, davering monstershungering to rend the sorcerers
l[imbfromlimb, all magic and spirituality be damned!

Oryou might useaslightly morefluid way of looking at
things — by area of relevance rather than direct effect. You
might allow a sorcerer to use the Path of Ephemera to
attempt to interfere with a Gift or Rite that has to do with
spirits. This is hardly a perfect solution; it requires much
more judgment on the fly and makes sorcerers more powerful
than they should be. You might, however, allow a sorcerer
with aPath that isrelated to aGift or Rite (again, thereisthe
above example of spirit-related magic) to spend time re-
searching a ritual to counteract said Gift or Rite, The
sorcerer should have afairly detailed knowledge of the Gift
or Rite, or at least its effects, before she can research a way
to oppose it. You might temper

thisruling by requiring a great deal of research, making the
resulting ritual very difficult, increasing the difficulty of the
roll or only all owing thiswhen the sorcerer hasahigh rating
in the relevant Path,

Mages, by nature, can do anything a sorcerer can do,
provided they have the relevant Sphere levels. Some of them
don't even need all of the ritualistic trappings in order to do
it. Again, specific effectsmay counter specific effects. If you
wish, as stated before, you might allow sorcerers to research
ways to counteract magical effects that they otherwise have
no protections against. Also again, this requires research,
experience with the effect and/or a high Path rating or a
higher difficulty. It should certainly be moredifficult fora
sorcerer to learn to countermagic than it is for a mage to.
After all, Spheres are more flexible than Paths.

The Path of Conveyance and the Sphere of Correspon-
dence might easily be used against one another. The Sphere of
Time could be used to ward against the Path of Fortune,
Alchemy might be used to mimic, undo or counter Matter
effects. Alchemy, Shapechanging and Healing might counter
or mimic Lifeeffects. Entropy and Fortunemight be used against
one another. Asaways, the sorcerer will have aharder time of
it than the mage will, but she certainly isnot powerless.

Changelings — or kithain — are, by nature, tricky and
elusive creatures. The effects that they work may be subtle
and difficult to counter. Sorcery should easily affect the
human shell that the changeling wears. But the changeling
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herself? That is another matter. An enchanted sorcerer
should be able to work sorcery against changelings and
chimerical creaturesthat she sees, just astheenchanted may
physically interact with such things. Perhapsa sorcerer must
be enchanted in order to affect the changeling herself. It's
entirely possible that the sorcery of an enchanted person
might take on something of a Life of its own, having effects
the sorcerer did not expect. Kithain and the enchanted
might seevisual effectsaccompanying sorcery, at the least.

Sorcery that clears the mind might work against Chica-
nery; perhaps psychic abilities may be used to block the
effects as well. Healing may be used to repair the effects of
Holly Strike upon a person. Use common sense. As always,
you might require a higher difficulty to affect changelings
with sorcery. Changelings are the embodiment of the unex-
pected, however -- rules are antithetical to their very
nature. So try to be spontaneous; try to surprise. Y ou might
evenroll adie to seeif the effect works on the changeling —
even, it does, odd, it doesn't.

SorceryAmong
TheSupernatural

Almost anyone can study sorcery— in theory. After all,
why not?Sorceryisgenerallyalearnedskill ,andwerewolvesare
just as capable of study ashumansare. Or at least, some of them
must be. What about vampires, who have centuriesinwhich to
study odd things? Surely some of them have picked up the arts
of sorcery. And changelings, who reflect the dreams of man —
many humans dream of mystica power, so why shouldn't that
be reflected in the fair folk? And what about mages? Perhaps
sorcery doesn't seem strictly necessary for them, since Sphere
magic should be able to duplicate any sorcerous effect. But it's
entirely possible that someonewho doesn't know any Life magic
somehow picked up some Shapechanging from a sorcerer. Even
some ghosts might well be able to wield the arts of sorcery,
althoughsomeritual itemsmightbedifficultforthemtoobtain
in their state.

What about psychic powers? It probably depends on
how you justify them. If they're odd mystical powers that
some peoplejust happen to have and othersdon't, then why
shouldn't supernatural have them? If a psychic is Embraced
byavampire, isthereany good reasonwhy that ability should
die?1f he goes through Chrysalis and becomes a changeling,
why should he lose his telepathy?

Actually, there are plenty of potential reasons if you
decide that giving supernaturals psychic abilities would
make them too powerful . Perhaps the shock of the changeis
enough to destroy the fragile ability. Maybe the physical
alterations that go with such a change render the psychic
abilities usdess. Death is probably the most damaging of
changes with respect to psychic abilities — unless these
abilitiesaremystical in nature, thenthey probably died with
the brain.
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But that'sthe point. Whether such creatures are capable of
sorcery or other unusual abilities is entirely up to you as the
Storyteller. The question at hand is not whether it's reasonable
for supernatural sto be able to do sorcery or use psychic powers.
It'swhether that's what you want in your game.

TheM easureof Power

Full supematurals — Changelings, werewolves, vam-
pires, mages and wraiths — are powerful. They have Arts,
Giftsand Rites, Disciplines, Spheres and Arcanoi. Aswith
many other things, you should think carefully before allow-
ing them even more power. Y ou might decide to allow them
to use sorcery and such thingsjust like anyone else — after
all, points Spent on sorcery aren't spent on Disciplines or
other powets, so hopefully, they'll balance. Y ou might give
them penalties—perhaps sorcery has ahigher cost infreebie
and experience points. You could evenjustify this by saying
that these creatures have other, more innate abilities to
concentrate on, so sorcery doesn't come naturally. Or you
could say that these creatures simply can't learn sorcery —
perhaps it's an inherently mortal and human thing, by
mystical fiat.

If you alow supernatural to use sorcery or to have
psychic ability, you'll need to think about how sorcery will
interact with acharacter'sother abilities. Can awerewolfuse
the Level One Gift Speed of Thought to double his land
speed and then add in a Conveyance effect to boogt his speed
even more, or are these abilities entirely separate? May a
wraith use both the Fatalism Arcanos and the Path of
Divination together to get an even more powerful effect
than she could do with either one separately?

There are three basic ways of approaching it. One, Paths
are entirely separate from other supernatural abilities and
may not be used in conjunction with them. This does not
include cases where the éffects of magics would interact, as
opposed to the magics themselves. For example, a sorcerer-
mage uses a Conjuration effect (magic) to move a bomb
toward anenemy and a Forceseffect (magic) tosetitoff. This
doesn't involve the effect of one ability directly upon an-
other; it issimply the use of two different abilities, one right
after the other. However, the Speed of Thought Gift and the
Conveyance effect wouldn't allow the werewolf-sorcerer to
go faster than he could go using either the Gift or the Path
alone, because they would need to interact directly.

Two, specific effects may act together to allow the
sorcerer to do thingshe normally could not do by using either
effect alone. This would alow the example above of the
Spead of Thought Gift and the Conveyance effect to work.

Three, effects may mix in even stranger ways; the
sorcerer isn't limited to the obvious, direct interactions.
Perhaps a sorcerer-mage could work a little Forces magic
while making an alchemical preparation in order to obtain
an explosive substance (or a substance that gives off or
magnifies heat) that he couldn't have made with hislevel of



Alchemy alone. This is the most permissive of the ways of
handling ability interaction and, as such, involves the most
quick-witted judgment and advance thought. Don't do it
unlessyou feel very comfortable with your players and very
confident of your ability to keep them in check and make
snap judgments.

Halfway There

Although the addition of sorcery might make mages,
vampiresand werewolvesoverly powerful, it could makethe
perfect finishing touch to a kinfolk, kinain, ghoul, acolyte,
medium or other mortal character. Certainly, it could make
such characters more likely to live through a chronicle in
which other players are playing full vampires, werewolves,
mages or changelings. This is perhaps where sorcery shines
best — when it is in the hands of the less powerful denizens
of the World of Darkness. It can go a long way toward
leveling the playing field.

Asalways, makeyour decisionsbased onwhat isright for
yourchronicle. But keep in mind theissuesinvolved, soyour

Excuses, Excuses

What's that, you say? Y ou're going to stack a little
sorcery on top of your already uber-twinked-out charac-
ter?Well, sure, solongasyour Storyteller saysit'skosher.
But for thecompletist Storyteller, thereareplenty of ways
out of the bag.

With vampires, werewolves, wraiths and change-
lings, these charactersjust aren't human. They don't tap
into mystic energy the same way. They have their own
power sources, Everything a vampire does is fueled with
blood, forexample. Thus, if they wanttodosorcerous-like
effects, they must learnversionsthat cater totheir srengths.
Vampires in their game have Thaumaturgy, after all.

Asformages.,, that'sabit tougher. Weknow that
Order of Hermes mages often undergo an apprentice-
shipstudyingsorcery; they don'tjust mystically "forget"
it when they Awaken. Sowhat gives?Well, you could
rulethat, since the Awakening, the Avatar stirsto all
of the mage's mystical ties. When the mage tugs on
mythic threads (read: uses magic), the Avatar inter-
venes and reshapes the Tapestry, What was once
sorcery is now an Effect of the Spheres,

Or maybe not. Y ou could let your mages use sorcery.
Why not? It's not inherently any more potent than
Sphere magic. Sometimes it's even more useful. And
besides, as pointed out before, a mage spending pointson.
soreery isn't spending points on Spheres and Arete. It's a
static path, one that doesn't lead to enlightenment.

So go wild. Put in the stuff you want to use to
flavor your chronicle.

decisions will make for a good time for all, rather than
frustration and confusion.

Crossover Chronicles

Crosover chroniclesaretricky things. They can be very
rewarding when done well and very frustrating when done
poorly. It takes agreat deal of advance thought and careful
judgment to handle a crossover chronicle, especially when
mortal sorcerers are involved; it isn't recommended for the
new Storyteller.

First of all, sorcerers are usually much more easily
damaged than most other World of Darkness critters. What
endangersawerewolf may destroy asorcerer in seconds; what
terrifiesasorcererislittlemorethanafleatoawerewolf. This
means rhat group combars are almost entirely out. It'svirtu-
ally impossible to run acombat in which everyoneisafraid
for hislifeand yet everyone has areasonabl e chance to come
out of it alive.

Besuretorefer tothe earlier section on adjusting the
stakes in a Sorcerer chronicle. You'll need to bring in
hurdles other than combat. Politics, investigation, puzzles,
contests and personal plots are just some of the substitu-
tions you might make. You might aso initiate combat
when the group has been split up. Or you might work on
combats in which it's possible for the "weaker" members
of the group to hang back out of the worst of the danger
but still have an impact on things. Long range weapons
and offensive sorcery can be marvelous equalizers, but try
not to let the concept of combat-Sorcery get out of hand.
If your sorcerers are all thinking about which Paths let
them kill things fastest, then they're missing a lot of the
more amazing aspects of playing a sorcerer.

Involve everyone in eech other's plots. This is one of the
largest problemsin acrossover chronicle. Unlessyou're working
with very high epic plots in which the group is dragged into
something much larger than they are, you need to make sure
they all have reasons to work with each other. Make sure they
have need of each other'sabilities. Give them background ties.
If possible, make sure the characters care about one another.

You might address the issue of relative power mechani-
caly. Oneway for sorcerersto be useful inacrossover chronicle
is for them to have Skills, Taents, Knowledges and Back-
grounds that are needed for the plot. Make sure that not all of
your plots may be solved by the application of supernatural
ability; takenormal abilitiesinto account. Thenyou could give
sorcerers a few extra freebies to start with, perhaps on the
condition that they be used for non-supernatural resources. If
their lack of supernatural power turnsout to beaprobleminyour
chronicle, fix it one (or both) of two ways: Adjust thewaysin
which your plots may be solved, or lower die cost of sorcery and
Numinafor sorcerers,
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You might dso indst that any sorcerers in your crossover
chroniclebequasi-supernatural. Thisshould givethemanextra
edge, aswell astiesamong more powerful supernaturals. Itdso
garts them out with more knowledge about some aspect of the
World of Darkn&a which ma)gi them to hold their own.

anceandthelL imitationsof \

#3281 | Inwhichyou will begivenways to expand or

L [imit sorcery, suggestions for the creation of
new Paths, an exampl eof the creation of anew
Path between player and Storyteller and sug-
gestionsfor keeping playersfrom abusing the

creation of Paths.

TheLimitationsof
Numina

So you've read the chapters on how sorcery works, and
maybe you have concerns. Y ou think the characterswill be
too powerful for the plotsyou have planned. Or maybe you
wanted to run a high-epic adventure and worry that the
characters won't be powerful enough. Luckily, Sorcerer is
easy to customize for the power level you desire. Here you
will find afew suggestionsfor changesyou might make, one
way or theother.
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Crossover chronicles can bewonderful, but you do need to
take the relative power-level of the characters into account
when you plan things. It'smore work than you may beused to,
but it may aso be well worth it.

In the "default" setting, a sorcerer who tries to cause
anything to happen that results in disbelief sees his spell
fizzle. This keeps the sorcerer human — he may be able to
sway reality tohisside, but hecan't makeit do cartwheelsthe
way Awakened mages can. Of course, he also doesn't suffer
the Paradox that mages suffer.

Toning Down the Power Leve

First, let'sassumethat youwant your players' characters
to belesspowerful than the average Sorcerer character. You
might require a ritual for every single effect. Keep in mind
that this means sorcerers aren't going to be knocking off
spells during combat or other such tense situations. Either
the characters must be built to handl e these without sorcery,
oryou'll have to resist the urge to send anything too danger-
ous directly after them.

You could introduce a price tag for use of sorcery or
psychic powers. Perhapspsychicpowersresultindebilitating



headaches, especially for anything too strenuous, sorcery
might cost extra Willpower or require both Willpower and
something else in order to cast — magica energy, perhaps,
Maybe the casting of sorcery tires the sorcerer out for the
next few hours. It could also harm the sorcerer in some way,

Or perhaps sorcery causes similar, uncontrollable events
to happen nearby — a sort of synchronicity. As an example,
a sorcerer might start a small fire, and somewhere nearby
another fire might start — in someone's home. Or instead,
anearby furnace, stove or fireplace would be extinguished.
Summoning a spirit of one kind might cause other spirits—
either similar ones or ones in opposition to the spirit called
— tobedrawn to the same area. Enchanting an object might
cause other objects within a mile or two to temporarily take
on similar or opposing effects. If a sorcerer enchants ajacket
to stop bullets, then perhaps a police officer's bulletproof
vest develops a temporary flaw. The use of sorcery would
have echoes and unpredictable consequences.

Sorcery might also leave adistinctive "smell”" (or auraor
anything ese you wish — a residue of some kind) upon the
sorcerer for aday or three. Thus, other supernaturals may realize
that the sorcerer is more than just an ordinary mortal or has at
least in some way been involved with the supernatural recently.
It may attract the attention of things the sorcerer doesn't want
to ded with —mages, vampires or the Inquisition. Or perhaps
the use of sorcery isvery noticeable and irritatingto any animals
nearby, who bark repeatedly, scratch or bite people or act even
more strangely (such asa puppy that runs around and around
in its bed without stopping).

Sorcerers and psychics might bepreternaturally sens-
tive to odd things. Perhaps telepaths get dizzy for aday before
an earthquake. One sorcerer's workings might vary in pre-
dictability with the weather — when it's warm and sunny,
his effects are right on track; the closer the weather is to
storm weather, the stranger the results (or vice versa). If a
sorcerer summons a spirit in a place where someone was
murdered, the spirit he summons may be darker than the one
he sought.

There are a number of traditional costsfrom moviesand
literature for the use of psychic powers, A telepath might
pick up thoughts he didn't intend to listen in on. This can
result in all sorts of unfortunate situations. Someone might
notice and go after the telepath, believing that he knows
something he shouldn't. The telepath might overhear some-
thing out of context and jump to a conclusion chat is
incorrect. A telekinetic might try to lift an object, only to
have other objects nearby be affected by his power (they
might move as well or crumple or heat up or be attracted or
repelled by the objects he actually intended to afreet).
Someone who opens herself up to impressions from objects
(Psychometry) might pick up pieces of impressions from
other things nearby (the chair that she sits on, the necklace
that she wears) that cloud the issue.

The default setting for sorcerous powers is that disbelief
causesmagictofizzle. If acharacter attemptsto throw energy
boltsinamall during shoppinghours, itjustwon't work. Y ou
might, however, be even more restrictive. Perhapsthrowing
energy bolts even in wild areas with no one around for miles
won't work. This is one of those things you should think
carefully about before implementing—does thiscastrate too
many of the sorcerous Paths?Y our players won't be happy if
they base their characters' abilities on what they read of the
Paths, only tofind out that half of those abilitieswon't work.

Mechanically, you might attach a higher experience or
freebie point cogt to sorcerous abilitiesand psychic powers. Or
you could cut the number of starting freebie points, or hand out
experience points at aslower rate. Y ou could make new rituals
very difficult to learn, requiring experienced teachers large
amountsof research time, a boon from a powerful spirit or other
supernatural or even aquest. Thismay even beasource of plots,
sending your characters to archaeologica digs, spiritual planes
or ancient and forgotten libraries.

Y ou might restrict what a sorcerer can do with each level
of each Path she has. For example, thefirst level of Shapeshifting
gives a character the ability to change one minor physical
feature of her choice — eye color, skin color, hair length, etc.
You might instead say that it gives the sorcerer the ability to
change only one physical feature, which must be chosen in
advance— say, just eye color. The sorcerer would need to learn
severa features, spending an extra experience point or two for
each beyond the first, before she could generalize this to the
normal Level One effect. Beware, however, for thisroad may
result in an inordinate amount of gameplay being spent on the
learning and acquisition of sorcery, which could get tiresome
afterawhile. Youcould, if youwantto, restrict sorcerousability
at first but allow the characters to become more powerful later;
only follow thisroute for the Level One abilities of each Path.

You might make the scope of the Paths narrower.
Instead of "the Path of Shapeshifting," you might have "the
Path of Feline Form." At Level One, changingsmall features
would only work if they were changed in catlike ways —
dlitted eyes, for example, of one of the colors found in cats
(primarilyyellow, but sometimesblue, green, etc.). (Seea so
the Telepathy psychic phenomenon, on p, 108 for an
exampl e of making Paths narrower.)

If you decide to make sorcery less powerful, you should
probably choose only one or two of the methods delineated
above. Otherwise, sorcery may become entirely unwieldy.

Making Sorcery More Powerful
Then there are ways to make sorcerers more powerful
instead of less. You might allow more effects to be cast
quickly, without theuseofrituals. Y oumight allowritual sto
be cast in advance and then triggered at the correct time.
Perhaps sorcerers push the envelope of redlity in your game;
they might beabletodipsmal impossibilitiesunder reglity'snose.
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Y ou'll need to decide ahead of timejust how far they can push it,
however; thislinecan bedifficulttojudgeand even moredifficult
to explainadequately toplayerssothat they understand what they
can and cannot do. Perhapsnature-related spellswork in"natural”
aress, even if they are vulgar. Or perhaps death- and destruction-
related spells work in places where people live without hope.
Device-related sorcery might havetheedgeinaphysicslaborright
after a major science-fiction movie arives in theaters. In other
words, reality might bealittlemorefl exibleaslongasthesorcerer's
magicismatched upwith hissurroundingsand theimaginationsof
thepeoplearound him. Thus, theimeginationsof individual s, or at

things as you go along. If you're into high-epic plots you
could even work the changing effects into the story line.
Something might happen in game to make reality more or
less malleable. Or a supernatural catastrophe might leave
echoes that affect how sorcery works. A justification can be
created for almost anything, and a change that occurs as part
of aplot islikely to be quite memorable. Don't be afraid to
change thingsif you think it would make the game more fun
for you and your players.

The Creation Of

least small groupsof people, hasan effect onreality, rather thanthe A NaN Path

usud defaultinwhichredity listensonly to the massesasawhole.

Alternatively, you could allow witnessed violations in
places where they don't match the setting, provided the
sorcerer goes through certain preparationsor wields acertain
Talisman. Be very careful before you allow this— it is an
extremely powerful thing. Y oushoul d probably set thingsup
such that you can remove the meansto violate reality from
the game should it ever prove too powerful.

Y ou might expand the scope of the Paths. For instance,
Conjuration might allow some small chance of achieving
Conveyance as well. The problem with this route is that
Paths come to resemble Spheres, and then the uniqueness of
sorcery islost. Perhaps the best way toimplement thismight
besomething likethefollowing: A sorcerer with knowledge
of Conjuration might be able to attempt feats of Conveyance
at a Path level of three less than his Path level in Conjura-
tion, a a higher-than-normal difficulty. The same might
work between other seemingly related Paths.

Y ou might start with mechanics again. Y ou could reduce
the cogt of Paths in ether experience or freebie points. You
could award a higher starting podl of freebie points or agreater
number of experience points per session. You could ater the
Path effects themselves so that greater abilities rest at lower
levels, (PerhapsLevelsOneand Twowould become Level One;
Level Three would become Level Two, and so on.)

Ritual smight be essier to learn or to devel op on one'sown.
Perhapsritualsmust simply beintuited, rather than researched,
andthus, any ritual that "feels' right standsachanceof working.
This sort of play requiresa Storyteller who knows her players
wdl and players who can be trusted. Otherwise, it may be too
easily abused, even unintentionally.

Atany rate, whether you want your sorcerersto be more
or less powerful, you would do well to fine-tune the number
of experience points you hand out as you go along, rather
than following someone else's guidelines. Anything from
one to five points a session can be made to work, depending
onyour styleof play. Ifcharactersoutstripyour plotsin power
levels, cut the number of points you hand out. If they
advancetoo slowly, increaseit. Y ou cando the samewith all
of the above suggestions.

While you don't want to change the rules all the time—
it tends to confuse players — you can certainly fine tune
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Thecreation of anew Path isnot asmall matter. Sorcerers
have a tendency to follow well-documented lines of magic —
hence the name "Paths' — and they do not often strike out
entirely ontheir own. The crestion of anew Path issomething
ordinarily done by very experienced sorcerers, after decades of
research (probably finishing up oneven more research by their
cabal). Saidresearchisusuallyfollowedupwithevenmoreyears
of experimentation before any real "fidld work" is permitted.
However, you may occasionaly wish to allow your playersto
createnew Paths, or youmay wishtodosoyourself. Afterall, it's
just possiblethat there are interesting magical possibilities not
s forth in this book, and that should hardly keep you from
playing with them.

Ordinarily, you should consider the following guide-
lines when allowing the creation of a new Path;

*  The sorcerer must have one Path rating of at least
five before he may design new Paths.

* Theinitial dot in the newly created path costs 10
experience points; each level thereafter costs (new level x
five).

* The sorcerer must do a great deal of research,
experimentation and practice in order to create anew Path.
It does not just appear full-fledged in his head. The creation
of aPath may well take years of game time before consistent
results may be achieved.

» All Pathelementsmust, obviously, betiedtoacertain
theme. Thisiswhy there is "the Path of Shapeshifting” instead
of "the Path of Doing Sorcerous Things." First, the sorcerer must
restrict her researches to a common area before she can even
begin to sift through the information out there and make sense
of it. Again, sorcerers have Paths, mages have Spheres— allow
a Path to become too broad and the distinction between
Awakened magic and linear magic islog.

» Sorcery issubtle and dow. No new Path will alow a
sorcerer to blow up buildings with awink and a nod or turn
people into toxic dudge by spraying black paint in their faces.

Obviously, all of this is subject to what you believe is
best. You may, as in the example below, allow someone to
start out with anew Path. Y ou could even allow acharacter
to develop a Path intuitively rather than by research — at
least at first. The only two rules that you should think very



carefully before breaking— infact, that you really shouldn't
break unless you're running a Monty Haul game — are the
last two. The narrow scope and purview of a Path are what
makes it a Path and not a Sphere. The subtlety of a Path is
what makes it sorcery and not Awakened magic. If you take
thoseaway, youmight aswell play regular Mage and tossout
the sorcery altogether.

If you do not have much experience as a Storyteller or
with Sorcerer or with your players, do not start out by
breaking the rules. Get a feel for the game and what you'll be
unbalancing (or not) before you change things. In particu-
lar, get afeel for your players before you let them do things
for which youmay not know all of the ramifications. If you
feel comfortable giving them freerein, that'swonderful. If
you have any reservations, however, consider things care-
fully beforeallowingyour playerstocreate new Paths. Ifyou
have reservations, don't break the above set of rules.

TheArgumentatHand

"It's called the Path of Manifest Nature."

"Thewhat?" Andrew leaned over theliving room table
and stared at the scribbled notes.

Steven pointed at the pad of paper. "The Path of —"

"l heard you. What does it mean?"

"Joshua — my character — uses it to bring people's
natureto the surface and affect them physically. It'scolored
by hisperceptionsof them, though. Sohecanuseit to punish
someone who screws hi m over and reward someone who does
something nice for him."

"L et me guess. He doesn't have enough physical dotsto
get back at them that way, and heisn't particularly powerful
in a temporal sense, so...."

"Right!" Steven grinned.

"Why doesn't hejust use HdlIfire?' Andrew looked skepticdl.

"It doesn't let him reward nice people.”

"Fortune?"'

"1t doesn't suit his paradigm. He doesn't see it as some-
thing he does to them — it comes from within,"

"Herbalism? Y ou can do some nice physical things to
people with that."

"HethinksHerbalism isfor housewivesand midwives."

"What about dealing with spirits?"

"He doesn't think they exist."

Andrew sighed. "Okay, okay. I'll let you make the Path
of ManifestNature. There'salot of nitty-gritty detail towork
out, though. For instance, what does each level do?'

Steven'sface brightened. "1 haveit all drawn out! See, at
lower levels it just gives little hints; someone who's basically
nice might find that their asthmagetsalittle better for ashort
time. Someone who's an asshole gets hives or something.”

"Hives?Atlower leves?Y ou'venever had hives, haveyou?'

"Well, no, but—"

"We'll get back to that when we detail the levels. So, at
higher levels it does... what?"

"Uh, well, it lasts longer, for one."

"l kind of guessed.”

"And of course there are bigger effects. Things that
might even affect Attributes or things that take serious
medication or even surgery,"

Andrew nodded, "Okay. | can livewith that. Thisisn't
going to be an instant Smite Thy Enemy and Make Thy
Teammates Spiffy Path, you know. Those are bad. Those
unbalance games in big ways."

"Oh, | know! Honestly, it's more of a character thing
than something that's supposed to have ahuge effect onplots
or anything."

Andrew actually smiled." Okay, nowwe'regettingsome-
where. Character things, | like. They're less likely to be
abused, too. And sinceit'syou, | know you actually mean it
when you say 'it's more of a character thing'; | wouldn't let
Evandothisfor thelife of me. | still want to seethe level-by-
level breakdown, though. Convince me."

Steven flipped to the next page of the pad. "Well,
there's Level One. It'sfor things that last no morethan three
or four days, at most. Sometimes, they last onty one or two,
It could beaneasement of allergy symptoms, likesneezing or
runny nose, for good people. Someone nasty might get arash
on their arm or something. Minor annoyances."

"Got it. That sounds reasonable. Two?"

"Two lasts no more than two weeks. See? It's easy to
remember. Two, two weeks."

"l got it, | got it."

"At two, mild acne might give way to perfectly smooth
skin. Handsget dlight tendonitispains. And, uh, thereshives..."

"You redly haven't had hives, have you? Anything
systemic that requires prescription medication and has the
potential to affect Attributes does not go at Level Two!"

"Attributes?How?"

"You ever seen someone with hives all over their face
and hands?'

"Oh. No. But prescription medication? | mean, it just
itches, right?"

"ltches. Burns.I'd say it makesyour skinsting, but that makes
it sound nice. And that'sjust thestart. Antihistamines, corticoster-
oid creams, maybeadrenaineshotsif your throat startsto doseof f
andyou'relucky enough to bedosetoahospital.”

Steven just stared at Andrew,

Andrew continued, "So, Level Three"

"Yeah, three. Duration would be no more than one
month. Arthritispain eases. And, uh, how about mild hives?
No, listen. | wasthinking that at thislevel you get stuff that
requires prescription medication, but doesn't affect At-
tributes. So you could give someone mild hivesthat aren't on
the face and hands."

Sx:
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"Oh, okay. Fine. You can have your hives. What is it
with you and giving people hives anyway? Never mind, |
don't want to know. Level four?"

"Duration no more than six months. Uh, that isn't too
long, isit?"

Andrew looked thoughtful, "I think | see the curve
you're taking, so no, it isn't. Go on."

"Here come things that potentially affect Attributes.
So, systemic hives that show up on the face and hands go
here. Full-blown tendonitis in both arms, because that cuts
Strength and Dexterity. On the good side, intensive clumsi-
ness might give way to grace; birth marks on the face could
fade away."

"1'll think about the tendonitis; | might move that to
Level Five. And if the hives are going to close off someone's
throat and kill them, then it gets moved up to six. The rest
isfine. Next?"

"Level Five hasaduration of no more than one year. A
beautiful face might get acne-scarred. Near-sightedness be-
comes 20/20 vision. The sorts of things you might affect by
surgery, perhaps."

"Oh, what | wouldn't give for a little supernatural
LASIK. Less chance of side effects. Go on: six?'

"Six isfor permanent effects, sometimesaffectingtermi-
nal conditions. A morbidly obese man finds his weight
slowly dropping to doctor-prescribed perfection. Someone
gets cancer of the mouth or skin or finds his leukemia
mysteriously cured. Really cool 'miracles like that."

"Hmm. Permanent, eh?"

"Uh, five years then?"

Andrew sighed. "No, permanent's reasonable at Level
Six. After al, who's to say Joshua will live long enough to
reach Level Six?" He snickered.

Steven paled. "Were doomed! Again! And the game
hasn't even started yet!"

"Y ou're always doomed. But right now we need to talk
about method."

"I thought about that too!"

"Good. Now tell me your thoughts."

"Well, it seemslikehe'sjust facilitating areaction within
someone else. So | was thinking Empathy would be involved."

Andrew nodded approvingly. "I'd buy that. I'd probably
pair it with Charisma— No, wait. That makes sense for
people you're helping, but not in the case of people you're
harming. So Charisma + Empathy for people you like, and
Manipulation + Empathy for people you hate. When youdo
it to get revenge for something you'll have to spend Will-
power, because presumably the reaction isn't happening
with the cooperation of any part of the person. Umm, that
isn't amagical explanationfor why, just something that sort
of makes sense to me — it should be harder to do bad things
to someone than to do good things."
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"I can livewith that. So | was thinking that Joshua does it
by going home and doing atarot spread for the person. Not some
dinky, five-minute, ten-card thing, but this all-out, severa-
hour, 35-card thing | found in some book. It involvesincense,
meditation, low lighting, cleansing the ritual space, you know
— getting into the mood, the right frameof mind. If anything
happens to disrupt the mood he has to do it all over.”

"Ooh, | like that. It has style, and it's easy to screw up."

Steven's eyes widened, but Andrew continued without
even noticing. "So isthe spread just a vehicle?"

"Pretty much. See, | gave him alittle Divination, so |
think he sort of pairsthe Paths, It helpshimgain insight into
what the person is like when he sees where the right cards
fal. Then he chooses the cards that fall for the future, cards
he thinks reflect that person's nature and how it would
manifest physically."

Andrew frowned. "Hmm. That's more specific and
detailed than the effects seem to suggest. How about he does
the spread more asameditation and ritual inand of itself? If
hehasenough Divination, hemight also beabletofigureout
what it means about the person's life, but mostly, it'sjust a
focus for directing the effect at the person,”

Steven sat back for a moment. "Okay, | think that's
close enough to what | wanted. | can see that."

"I don't see him as choosing what effect happens to the
person. | see him sort of asacatalyst for the manifestation of
aperson's nature, more like what you described earlier.”

"I guessthat's a bit less powerful than what | wanted.”

"Well, I think it would betoo powerful for youtojust be
able to do a tarot spread and choose to negate any bad
physical stuff that's happened to your cabal, don't you?"

"Oh. | hadn't thought of it that way."

"So what level of the Path of Manifest Nature does
Joshuastart with?"

"Just Level One for now. | think it's something he
picked up recently."

"How did he learn it?"

"W, since the effects are so small at Level One and
could possibly go unnoticed, | think he sort of just picked it
up. | think hedoesn't evenreally realize what it ishe'sdoing,
infact. Hejust doesthese tarot spreadsfor people he likes or
got pissed at to s=e if they're likely to get what's coming to
them, and wonder of wonders, they do. Maybe hethinksthat
just focusing his anger or gratitude could have some effect,
but I'm not sure he realizes what he's doing beyond that."

"That's okay for Level One, but I'd say that, in order to
progress any further, he'll have to get areal teacher. Or he'll
have to do some serious research, at least. But we can worry
aboutthat when he startsto realizewhat it ishe'sdoing. Okay?"

"Okay. That sounds reasonable."

"Wedll, that's it for now, | guess" Andrew ripped the
pages of notes out of the notebook, folded them and put them



on top of apile of books. "I'll seeyou on Sunday for the game,
I'll write up the Path as| see it and e-mail it on toyou. If |
think of anything else, I'll let you know."

"Okay." Steven, looking mildly crestfallen, grabbed his
coat and headed out onto the porch,

Andrew didn't even notice as he scribbled more notes.
Joshua only had the first level, after all. He didn't have
enough experience with the Path yet to have noticed what
Andrew had planned for it. It wasway too black-and-white
tojust say that someone was"good" or "bad" and give him a
nice or nasty effect to go with. It would be much more
interesting if the effect was tied in with what the person was
like, on a more complex level. Yeah, that was the ticket. It
would requite alittl e judgment on the fly; he couldn't just
write up in advance what effects would be appropriate for
what sorts of people. But it would be worth the time and
effort. Just wait till Steven figured it out; the revelation
would be fantastic!

Itwouldalsorestorealittleof thespiffinessthat Andrew
had taken out of the Path by giving the cabal achanceto get
alittleinformation about someone based on what happened
aftet the ritual was performed. But it would do it without
makingthePatharbitrarily powerful andwithout givingthe
caba any totally clear answers, Andrew had always been a
fan of confusion,

RestrictingNewPaths

The lesson to take away from this example is the
following: The creation of a new Path is a cooperative
venture between player and Storyteller. The Storyteller
should take into account what aplayer istrying to achieve,
and it helps to ask about the background behind the choices
the player hasmade. Inthisway, evenif youfeel it necessary
to make changes due to power level issues, you may be able
to work some of the perks back into the Path in less destruc-
tiveways.

In some cases, you may be better off telling your players
and working the further details out with them, especially if
they're feeling unhappy because you've had to curtail the
scope of the Path in other ways. In other cases, you may
decide to save the details as a surprise.

Y oushouldtry tokeep thewishesof theplayersinmind —
afterall, they'rehereto havefun. Thisshouldn't keepyoufrom
overriding things when necessary, however. Y ou need to keep
thebalanceofthegame in mind. Y ou need to make sure thatone
character doesn't become too powerful just because he created
hisownPath. Afterall—all of your playersareheretohavefun,
not just one of them, and you don't want to give one histoy to
the detriment of everyone else. Ask as many questions asyou
can: How does the Path work; under what circumstances will
thecharacter useit?Whatritual sdoesthe character perform; are
there any fast effects; how hasthecharacter used the Path inthe
past? Who or where did he learned the Path from; how much
doesthat person know; what has that person done with the Path

in the past?
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If you're concerned about the viability of a Path, you
might approach a solution on any of several levels. One,
what does the character do to activate the ability? If a Path
seems too powerful, this is one place you might restrict it.
Perhaps ritual s take hours to perform or must be performed
in special places that can be hard to gain accessto. Or maybe
they require unusual and hard-to-obtain items— the blood
of a vampite, for example, should be a rare, precious and
dangerous thing. Perhaps they depend upon an uncertain
ability — for example, the ritual depends upon absolute
meditation and concentration and, thus, upon an additional
Meditation roll, which has apossibility of failing or botch-
ing. Also, the character might need to learn separate rituals
for multiple effects from the same level of the Path, thus
slowing down the acquisition of power.

Two, what are the effects of the Path at each level? You
might shift effectsup the scdle if the Path istoo powerful at low
levels. It hepsto categorize and put qualifierson thelevels. For
example, inthe Path of Manifest Nature, thequalifier on Level
Three is "things that require prescription medicine." So any-
thing below Level Three really shouldn't be severe enough to
require prescription medicine (they might bethingsyou would
choose to use prescription medicine for— it just isn't particu-
larly necessary). AtLevel Four, thequalifieris"thingsthat affect
Attributes." That doesn't limit Level Fout to things that affect
Attributes, but it does specify that anything below Level Four
will not affect an Attribute.

TheLevel Fivequalifier is"thingsthatrequiresurgery.”
Again, qualifiersdo not needto beused toartificially restrict
the number of thingsyou can do at alevel. Y ou might cause
an effect at Level Fivethat doesn't have anything todowith
surgery. However, it does mean that your characterswon't be
doing anything like that at lower levels. The qualifier for
Level Six is "terminal conditions." This is an easy way to
keep anyone from trying to slip a cure for leukemia in at
Level Four.

You don't need to use these qualifiers, and you might
easily decide that they're too permissive or too restrictivefor
your game. But they're a good example of how you might
restrict the power of a Path without necessarily having to
think of everything a Path is capable of ahead of time. If you
think in categories, you shouldn't have to think of every
individual case. This doesn't mean you shouldn't ask all the
questions, though — nothing heads off problems ahead of
time like a good grilling.
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Three, how does the character learn the various levels
of the Path? You might restrict his source. Perhaps his
mentor isn't as powerful as the character thought. Or his
mentor only knows rituals for very specific effects at each
level, and it will require significant research to learn more.
Iftheplayer insistson findingwaysto abusethe Path during
game play and refusesto stopwhenyou ask him to, you might
take away hismentor or hissource of research material or at
least curtail it (perhaps afire destroys several key books).

Four, how narrow is the scope of the Path? If it's too
broad, you might narrow it. The Path of Manifest Nature is
a relatively nartow one. If someone suggests the Path of
Doing Things to People's Bodies (or something like that),
you might want to suggest breaking it down into the Path of
Healing, the Path of Shapechanging and the Path of Sick-
ness and Injury.

Five, isthe Path inherently too powerful ? No one, but
no one, should be alowed to create the Path of Nuclear
Weaponry unlessyou intend to blow up the caba in thefirst
five minutes of gameplay and start over. Yes, it'sa properly
narrow Path, but that just doesn't help in this case. And
there simply isn't a good way to muck with the individual
levels to bring the powers down to size. The Path of Adhe-
sives, on the other hand, with glue sticks at the bottom and
epoxy at thetop, would probably befine, if alittleridicul ous.

Six, will the Path break the mood of your game? Some-
thinglikethe Path of Adhesivesfrom the previous paragraph
is likely to cause gales of laughter whenever it gets used,
which might well break the tension of any creepy and
frightening plot you have going.

Seven, is the Path necessary? The Path of Adhesives is
not only silly but could be easily taken care of within the
scope of the Path of Alchemy. You'd probably be better off
giving the character the Path of Alchemy and saying that his
tutoring wasalittle narrow than allowing him to create his
own Path.

But the point is that there are as many ways to muck
with a Path as there are to muck with sorcery and psychic
powers in general. Put a little thought into the mood, feel
and power level your game should have, and let issues such
as Path cteation and game balance flow from that. Hope-
fully, the issues, suggestions and questions above will give
you aplaceto start from — but they'refar fromthe be-all and
end-all of sorcery. Remember: it's your game, and anything
can happen — if you alow it.



SmALL TTIRACLES

Hedge wizards and minor magicians — condemned to the limited
powers of rigid Paths and subtle phenomena. Without Awakening,
they cannot grasp the true potential of magic — but they’re far from
weaklings. With careful study and strong will, they unlock power
without risk of Paradox. Now that the Ru.lmmng has come, even
sorcerers are needed in the Traditions. Whether wizards, visionaries
or psychics, these crafty humans are more than mere mortals.

GREAT POTENTIAL

Revised and updated, this volume elaborates on the powers of subtle
sorcery in the new Mage Revised Edition line. Here you'll find rules
for the various Paths of study, sorcerous Rituals and the Merits and
Flaws of visionaries, mediums and sensitives. Plus, techno-sorcery,

exceptional science, psychic phenomena, magical heritage and more,
all under one cover at last and suited for those who are a little more
than human but still careful enough to escape the scourge of Paradox.
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