r=g R —— | s § - /o . e

-

TRAD @N BGBEBK

VERBENA

The Empres.

By STEVE KENS®N

l
vy 'J H f'-’f' V5 'lti'ffl .:IJ,"l f‘l’r‘. ',.,H ﬂ'l"“. '.u]'li'i" ill'll! '-1' l«g“i"l“ 1Fl '_
4 A o DE, A ‘:1"‘ L ¥ 1
l ' ' 1 I | 1‘ h zl _T I l‘ - ‘:- ..: ' l“ . l-. ll‘ J ; ’,.‘.! 'A -: i‘*] -:; ‘: a ' J l-l;ll I.'-II |‘ ‘I ll




ISR IRV R T ey o Gl

~ . aw = L | e = = [
4
: CREDITS
= | Author: Steve Kenson. World of Darkness created by CGBH-HNG SOON F@R mAGE:
Mark Rein®Hagen. : - |
b Storyteller game system designed by Mark Rein® Hagen
ATH Development: Kraig Blackwelder
P05 Editing: Carl Bowen
?: [ Art Direction: Aileen E. Miles
- Interior Art: Steve Eidson, David Hendee, Leif Jones,
S Christopher Kennedy
v & Cover Art: Christopher Shy
L/  Layout, Typesetting & Cover Design: Aileen E. Miles
P’ .
<
(ry
N
-
<
i!
g; -

504 LITTON DR.

b STONE MOUNTAIN, GA
30083

u Wioite WoLr| USA

rﬁ~ GAME STUDIO
|’1 i © 2003 White Wolf Publishing, Inc. All rights reserved. Reproduction without the written permission of the
‘'1B !  publisher is expressly forbidden, except for the purposes of reviews, and for blank character sheets, which may be

4 reproduced for personal use only. White Wolf, Vampire, Vampire the Masquerade, Vampire the Dark Ages, Mage
= the Ascension, Hunter the Reckoning, World of Darkness and Aberrant are registered trademarks of White Wolf
' Publishing, Inc. All rights reserved. Werewolf the Apocalypse, Wraith the Oblivion, Changeling the Dreaming,
o Werewolf the Wild West, Mage the Sorcerers Crusade, Wraith the Great War, Trinity, Tradition Book Verbena,

i-'_ & Guidetothe Traditions, Mind's Eye Theatre, Laws of the Hunt, Sorcerer Revised, Forged by Dragon’s Fire and
=M+ Dark Ages Mage are trademarks of White Wolf Publishing, Inc. All rights reserved. All characters, names, places
4! #  and text herein are copyrighted by White Wolf Publishing, Inc.

Frl - The mention of or reference to any company or product in these pages is not a challenge to the trademark
r oW orcopyright concerned.

",11 This book uses the supernatural for settings, characters and themes. All mystical and supernatural elements
W |, arefictionand intended for entertainment purposes only. This book contains mature content. Reader discretion
‘?.'._} [ i is advised.

(d For a free White Wolf catalog call 1-800-454-WOLF.

S '| o Check out White Wolf online at

e o htepy/fwww.white-wolf.com; alt.games.whitewolf and rec.games.frp.storyteller

PRINTED IN CANADA

g 2 \/EQENA

A 't (TIN5 al ST RT-I
.!ﬁ:‘ “ lhq”q p||- ri,w[q ']_ 1“”” ‘: ) {lt'.[JHJ -wlndqlu.rl _f'}l“i’i"'r' ‘N.”i ‘.’J" .'!.!l ir ,‘

['L‘w;",il,'s", by o ~;- #{fr:l ' '-‘p‘u. Bl ~'_;'_|:i_i 5_ "fEI'IiII‘._,,_. | ,f L VA “ --1 j'i-_';‘-w V8 !t 4



N 5,

alimt [ HRTENAL T >t 27— DR 1_;_~.w- /

™ e o

TRADITI®N B®O®K

VERBENA |

=

TR AL
' A 2

PROLOGUE: BELTANE EVE 4
[NTRODUCTI®ON: ROGTS ©F THE TREE 8 .
CHAPTER ©NE: A TIITIE ©F \X/ITCHES 12
CHAPTER T/ @: BLESSINGS ®F THE [TIo®N 36
CHAPTER THREE: CHILDREN ©F THE W/ YCK 72
EPILOGUE: CIRCLE UNBROKEN 99

CONTENTS 3 5

)

AR ,«vrt ", }1 TR f'm ;,,u g‘m n ;-,-n “m',*w DR TRIST \-,..,‘-4
:-: A L .':.". I o

Il TN S e AN O A Y e B e (M T i M






;;d&; ove in the open field out behind
hefarmstead by the light of the waxing moon
N and the'jglow of the twin balefires in the
B | distance. The earth was rich, black and cool, ,
% and the air was pleasantly warm, filled wn:h

the sm SF new grass, freshly turned earth}
the first flowers of springtime and the power-
ful musk of sweat and sex.

le. Sl hT[}e}i mo;e}cll siowlg ar first, tenﬁier ;md “You did,” she replied, “even if Deb did... intérvene a
p centle, alnfst shy although this was by no means their first it, Is your braver c Lcd."]cmschebt shnalcwith
€oupling. Then they mdved fogeherinimison, ﬂwlméﬁ#' J’)“ ickle. Shriekis I %ﬁga s tee, Deb had atracked Jon’s
BBl intensity bu'ﬁ@ng, uncll Y. used sotely °§‘-' Yopponent with a burﬁh“ -ﬂﬁlf’e — intervening a little more
Bure of the act. Q PERL) UPIE,  rthan “a big! ﬁthmtﬁg' on.

ng God B S TS ot msfﬂre past you're thinking about,” Kameria
ithe Earth thatﬁas her bOdYg‘ said, llftmghemélfup on one elbow to look him in the face.

Jepths, dancinfithe ancien :

oy -'--‘_ls u?",._; 1
renewed aft@iiBhe long cold offyinter. 1] |
amM&hem efiby, bur they pat“no hee@
nothing more ¢l eﬁwo of them Snoving

e, they were chélsi, of all thmgsf '
theimpission to the  sky, and it was ¢ .
ey lay togethe jome time afre wiirs] ‘Death.”
®her héad upon hétliisband’s chest, fe _'1 ¢ Klefﬂver weht d@fwn Kameria’
l6wly with his bréil her body curled aginst his ~ ©ooled in the night aip e,
nth and ¢ldkeness. armenctrcledh and 4 e “The death of the Old Ways,” Jon said

peaceful, but she diffilsense the same trafiuil-  death of magxc The lanid is smothering,

vds a tepsion his body and in thé¥a da
5 : ' : lt 1ettm§»hqq‘un throu h hi

didi’t win the challenge on my

 J 0,” he sa ld 's not.”
7 “What do qu ee’”

‘f:eshly turng i
and alongh “I can m the eaMam," he whis
mell it in the aif. | see-itin- t‘h&smrs [hé War is over.”

"It’'s not over,” she said, grasping h' s arm. He turned to
:at her with a desolate expression.
is,” he said. “You've heard the same news, the same
and rumors that [ have: Horizon has fallen. The
e either dead or totallyicur off in the depths of the
. - g S 8 ihe Fae Folk are at war, and the Sleepers don't .
‘OI’ cdﬁse," she said. “HoWuld | forgetit? You were  know aiiillon’t care about afly of it. The Technocracy has 1
my champion, flghtmg toclaimPiie for your own.” Kameria  finally’g8#8n what they wanted, an end to magic.”

remembered how she felt chen, h@crippled boc‘thing _
-\ - .
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“No!” Kameria whispered harshly, trying not todisturb “What in the world...” Kameria began.

any of the other réyelers. 'The arestill so manl\iol;nantngs,. Jon appeared mesmenzed He approached the creature
Jon. Look at all that we’ve accom, We?ﬁé ished here! Look dt this ™ slowlygready to spri g back. He wasn't afraid of it. On the
land! Look at the godd people we'vie drawnito the land." She contrary, he felt drawh to the beast. Its need, its despair was
took in the fields and'armstead with a sweepof her hand. almost palpable, but he wasn'’t sure what it needed from

“The Old Ways are alive as long as we keep I:'heh alive — {him. When he was certaifi that the beast wasn’t dangerous,
and what about this Rogue Council? I've heard—ﬂ‘ on crouched down by th&animal.
"They re just clinging “It’s a cu sith,” Teague said, roll'mg the Gaelic perfectly
this war.” _ _ . around his tongue, so that itlgame out “coo-shee” with a
anclutched Kameqi% figar § 1 rerseentjon’ foreign lilt. “A faerie hound )
like this before. He was alwaysthe ' ull “What's it doing here!' Jon '-'-,._;.. d: entlv stmking the
of hope and ldcas It fnghtened '_-_ g sechir '; ving ir thound’s matl:ed green fur. “It lo !

Takmg hls l'\and in B
it to her breast. “It's not

i tt. but we weren’t vew bUCCeSSﬁil \'ﬁe thmk it <::mle e,
behef" ,»,he said m'!um .

o ' el lookmg for shelter.” Y"‘
 a'shado ,)- ﬁgure '1h0uetted “It'sdying,” Jonsaid, his eyes closingashe extended his
against the light of the balef res catght their attention, other senses around the faerie hound.

striding across the field toward them. Jottand Kameria rose “Yes ™ Takoda said. “But its wounds'don't seem that

as Teague, one of their circle-mates, approached. He was  serjous, ancl I don't sense poison or infection. Witlfiall of us
wearing only a plaid kilt and a pair ofbandals and hls lon ds? Bring it bac®? [ can ru

brown hair hung loose afgtind) hf.&’wﬁhﬁ

been playing all during the Bell:_ané da | )
24N

but now his ever- present harp was s cons _ “It necdl e askec#

b fur.

i ﬁnﬁérq throughgthe creature’s sofh
g d then

; ‘body d bleedi
"nudlty, but we've got a pmblem ]on and ! ! tf-nﬂlﬁﬂ ﬁlb.:;rfmacﬁo t}?:bej.a:tsm
FERR) 'age@he found #ere were jumb onfuseds He J
: iR sofso ividly brightag orful plage, but Ny
He¢ ‘, .'mffer wprlof explanatzo and theykwalkcd ; . " ’P fefeﬁ?qla j ;

jileng “:'.-t h only the sound ofthen g Wpsectsandb:r :
Kameéria fels the spnngalrgruwabtﬁ’chil[andhugged her
! hm rébe around her.
l.!%[ withif the stand of trees thﬁy s_@ied a Famt, silvers
. they approached, they could see the other
membes of the circle standing there in their rohes
Deborah'and Aileer, contrasting dark a.n,d light, cmuchrl
ing close I:othe_ akoda, lfel&dtﬁnwed l profoundly’,.
A en ground |

“ity streets and hallw, em;
#c once — and stil '
aiire didn’t know
48 come looking forg
found. Anywhere. Tk
bt from the beast w

il of being complete
i

leaves béneath the t rees , the faint and Fading 1i_ghts
mdes laboriously and irreg
i twhlmper that made

look on I the eyes. Youre
gnember now, as your great change
b what happens next. Go where love,

vmanage(f"'lﬂ"t its he
slipping away. You must 1
you can cho

ok for al he world hk
had dyed green for St. Patrick's day except fory
like tail chat lay limp on the ground and,

intelligence that gleamed in its dark eyes.
' -
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strength and magic are the strongest. And please forgive me for  to the earth,” he said. “Aileen, can you get what we'll need
not making this place what it needs to be. Something passed _fram  the house quietly?” § .-looked from the dead
hound lay igs

between them for a moment, then the

‘Takodasrepped fawazdand
sith's neck and chest. He rurned
streaming down his cheeks. £

“She’ 'sdead,"he. told h :": '
plamd a geﬂtle bghd on the :

denly, the melénd . I

lcavmg rhe conﬁd " "they all knew in its. pﬁte
ook his head. “Just us.”

,.' that way 'Theres no pomt_ in
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Life is a banquet and most poor bastards are starving to death!
—Rosalind Russell in Auntie Mame

Pagansand witches, dancing naked around
a fire by the light of the moon, spilling
blood to nourish the dry soil — that's what
most folks think of when they consider the
Verbena, followers of ancient, outdared
ways rendered barbaric by the standards of
modern society. They're either atavisms
clinging to a mythic past they can never
recapture or Renaissance Faire wannabes
wearing cloaks and waving crystals around. That's all
most outsiders ever really see of the Verbena and their
ancient Craft.

The Verbena are the proud inheritors of a mystic
lineage thart stretches back to the dawn of rime, when
they mingled blood with the gods themselves. They're
keepers of ancient wisdom, which so many people in
the modern world have chosen to ignore because it
doesn't fit easily or comfortably into their chosen way
of life. They champion the cause of life and of living,
seeking to plant the seeds of a new consciousness and
become midwives to a new, healthier and saner world.
They're idealists, healers and questors after truth.
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They cannot, however, be pigeonholed as mere
“tree huggers.” The Verbena take their cues from na-
ture and follow a common sense code of morality. They
are not squeamish abour facts of life. They recognize
and revere the power of sex. They do not fear death,
because they recognize that death is simply a part of a
great cycle. In comparison to the uptight prevailing
Judeo-Christian standards, the Verbena appear wholly
amoral (though they are not). That troubles them not
a whit. Nature herself is amoral. There are days when
she is cruel and days when she is beneficent. The
Verbena see that as their right as well. That’s not to say
that they screw over their neighbors and get away with
what they can, though. On the contrary, community
means a great deal to the witches. While a Verbena
mage does not feel bound by old, outmoded laws, she
still realizes that she does not have the right to further
her own ends at her neighbors” expense. The holistic
view espoused by the Verbena asserts that while you're
free to act in any way you see fit, you are not acting in
a vacuum. Any act you take will have repercussions,
and the witch should be ready to accept responsibility
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for the consequences of her deeds (or spells, for that
matter). In that way, the Verbena remain in balance
with their neighbors as well as the world around them.

Are they barbarians? Oh, yes, in many ways. They
scoff at the squeamishness of a modermn society that can’t
bear to get its hands dirty, that does its killing by remote
control, that splashes sex across TV screens and bill-
boards, but that can’t have an honest conversation about
it. The Verbenaare barbarians in many ways, and they're
proud of it. They say they would much rather be barbar-
ians who dig in the dirt, cut the throats of sacrificial rams
and couple in the newly sown fields than “civilized” folk
who tear down the forests, poison the Earth and make
war on distant nations they've never seen.

The Verbena shelter the flickering flame of the Old
Ways, but it remains to be seen if they will fan that
flame into a light to guide the world into a new age, or
if they are deluding themselves as their own fire begins
to die out. Do the Old Ways still have a place in the
world? The Verbena hope and pray and believe that
they do.

THEME: LIVING LIFE T® THE FULLEST

The Verbena concern themselves with life in all its
many facets and dimensions, not just life in a biological
sense, but the act of living. For the Verbena, life is the
greatest gift and the greatest responsibility, to live to
the fullest of your potential and to drink deeply of the
experience, to the bitter dregs, if need be. They’re not
necessarily just about the pleasures of life (although
they maintain that they make life worth living). Ver-
bena believe in experiencing all that life has to offer,
without shying away or trying to deny any part of it. Life
isnot all pleasure. Life is often painful and difficult. Life
is often work and mundane tasks that have to be
performed, day in, and day out. Most importantly, life
is fleeting, and all things die in their time. If not for
these things, then the pleasures of life would be less-
ened, without contrast to give them shape and meaning.

Life is about balance, between pleasure and pain, joy
and sorrow, life and death. It’s also about living in
balance and harmony with the environment, because
the Verbena believe that they are a part of the world they
live in, an extension of it, not separate from it. What
affects them affects the world, and vice versa, so life must
be mindful and aware, guided by wisdom and experience.

[Tle®D: HePE AND FEAR IN THE DARK

They've been called “savages,” “barbarians" and “rel-
ics” of a bygone age, with no place in the world any
longer. The mood surrounding the Verbena is one of
hope and wonder mixed with fear and despair.

On one hand, the Verbena are full of life and hope.
They hold on to the belief that humanity can live in
harmony with the Earth and each other. They believe
in seizing life and living it for all it's worth. Their fervor
and their vitality can be infectious, and there isa primal
appeal to them.

On the other hand, there is an edge of fear to the
Verbena. They embrace many of the things that “po-
lite” society does its best to conceal, such as open
sexuality, bloodletting and the primitive and primal
side of life. The Verbena are savage and alien in some
ways. There isalso a measure of fearamong the Verbena
themselves that the Old Ways really are no longer
suited to what the world has become, that they are the
anachronisms and relics that others believe them to be
and that they cannot win against the rising tide, But to
be true o their beliefs and their traditions, the Verbena
must continue onward, no matter what.

C@NTENTS

The Verbena have a rich and lengthy history,
stretching back to the dawn of time and the earliest
mages. They also compose a diverse Tradition, made up
of many different cultural threads coming together to
form a single strong cord that extends back into the
mists of time.

Chapter One: A Time of Witches looks at the
history of the Verbena and their mystic ancestors,
beginning with the primordial Wyck and progressing
through the ancient world, the Middle Ages and the
modern world. It also discusses the Verbena point of
view on magic, religion, technology and the other
Mystic Traditions and supernatural inhabitants of the
World of Darkness.

Chapter Two: Blessings of the Moon describes
the organization of the Verbena Tradition, its various
factions, its sacred sites and how its members gather in
circles and covens. It looks at Verbena magic in depth,
including the Spheres, sacred times of the year, sorcery,
rotes, foci and Wonders.

Chapter Three: Children of the Wyck provides
profiles of several prominent Verbena both past and
present, discusses all-Verbena chronicles and adven-

tures, offersasample Verbena cabal suitable tordropping

i e Tl}fi,v_erbel_?a hold truedto ?cie{:t tmﬁitiom a?dd into a chronicle and concludes with a selection of
1 ways ot living that seem outdated In the modern WOrld.  y/erhanga character templates ready for play.
| '.'E Ul
Y
i ';h ¥
! t 10 VERBENA

'i '*'f” :n‘lt“a*'fr' A N'I':‘ il !'r'

‘lu"i‘" '|II s

iy .'Hf',("-”r] ..'Lu'.:,wq -P- Il M

1
. Vel
{I'L\M.‘ Ijl':‘ U :, i-'l <l l e {'l i*i, .y |"'t tlm e | a- Til ¢ Moo 43/ 00



et I e

- -

~

LEXICeN

Aeduna: The ancestors of the Verbena, a loose magicians, witches, druids and other mages that
alliance of pagans, wise ones, herbalistsand suchwho  predated the Verbena.
were influential in Europe (particularly around the 0Old Gods: The many deities that predate Chris-
Mediterranean) in the ancient world. .ytianity, which are often worshipped by the Verbena.

Airts: The fourdirections (narty south, eaét%pd ol WWS‘ A et L eibena tunth for the
west). An old form not in COMMOR use among rno&- tea.Chl_ngs’fbel iefs-and way Of life of their Tradition,
ern Verbena. . 35 anmem times.

Burning Times: Verbena péference to the period ; : e La
of time following the n.se f'the Order of Reason, ‘]dw ller.” Vierbena gener _'
: in traditionsy ersecuted and followers  folle wehbﬁgg Old Faith, in one form or anot‘her
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ed, rortured or killed. The V _ck ‘Pathways through the Um- =i

al Inquisition were often ereated by the Wyck long ago, their s

cover fo etiue purp the Burning Times: the t B eduna and, later, to their !2".."\

: tmnofpagan ngges. \ . & 2
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some Verbena use “the Craft” to refer to specifically  Grear ede “An . :'. none, do what thou wilt,” It
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kwise ) ’ ¢ Valdaermen: An alliance of mostly Scandma—

| % fam-trad: > or “family tragition,®a Verbena yian mages in the Dark Ages. Many Valc
grwas inftiated DY@fami memb ind whacomes  jgined th t the Tradkion's @
wigewas inftiated By ily: MES,  joined the V enaattheTraci on's
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S Worldfliree’s roots reach deep into the Underworld,
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rites of the Tradition.
Moon-Seekers: A forward-lo

Verbena that seeks to incorporate v reality and js the axis around which it turns. .
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Knowing trees, I understand the meaning of patience.
Knowing grass, I can appreciate persistence.

—Hal Borland

They gathered in a circle in the depth of the
woods, as they had so many times before,
holding hands with heads bowed and eyes
closed for a moment, each feeling the pulse of
the person on either side, each listening to the
regular breaths of the others, to the rustle of
the wind through the leaves.

“So, areweready todothis?" Deborahasked.

“As we’re likely to be,” Teague replied
dryly and everyone, even Deborah, smiled.

“Sobeit,” she said, squeezing Aileen’s and Teague's hands.

“Sobeit,” they all replied quietly in unison, raising their
hands to the sky then letting them drop. It was time.

The new initiates were sitting in a semicircle when the
members of the coven entered the grove. The looks on their
faces mixed equal measures of anticipation and nervousness.

Gods, Jon thought, were we ever so young? The funny
thing was, it hadn’t been that long ago since he and the others
had sat in a place not unlike this one, wondering why they were
there and what would happen next. Only a few short years, but
sometimes it seemed like a lifetime ago. In many ways, it was.
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It was when their old lives had ended and their news lives, their
real lives, began, He glanced over at Kameria and smiled as his
wife settled with grace onto the ground, despite the fact that she
was just begmning to show the swelling of her belly. She glanced
up and smiled back at him, her teeth white against her velvety
broun face, then she turned to the gathered students.

“Welcome,” she said. “You're here to listen and to
learn, but we also know that you have questions, and we'll
do our best to answer them. We decided it was best if you first
learned a little something about where we’ve come from
before we talk abour where we are and where you are going.
As you get to know us better, you'll find that we have a great
deal of respect for the older ways of doing things, even if it
doesn't always show.” She paused for a moment to glance
around the circle, and everyone's face was rapt with atten-
tion. She took particular note of the young man slouched in
the wheelchair. He looked at her with dark eyes that glittered
with mtelligence and a measure of hope. Kameria remem-
bered that feeling as if it had been yesterday.

“Well, then,” she said, spreading her hands, “let’s
begin, at the beginning.”

CHAPTER @©NE: A TIME ©F W/ ITCHES 13
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“In the beginning,” Kameria said with a sly
| smile, “there was sex.” Don’t get your hopes
up that this is going to get kinky, kids, she
thought, catching the expressions on some of
their faces. She folded her hands over her
belly, as if for emphasis.

“Oh, not sex like we think of it, but still
B the primal act of mating and creation. Here's
how it was told to me..."
In the beginning was the One, which was every-

] #

L

those things. We don't really know for certain, We only
know that the Wyck were the first, and that we, the
Verbena, are their most direct descendants.

DEEDS @F THE \X/YCK

The Wyck performed great deeds in their time.
Their world was not like the world we live in now.
Magic was everywhere, and so was mystery and danger.
The Wise Ones were the heroes and leaders of their
people, so they had the duty of walking between the
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.P_E Hing; complete and perfec untoltclf; Thed the Dne worlds. They stood as guardians between their people

- Bocame Two; the Twe Who Move Together in Love, and the dangers of the world, and they ventured out to

' > 3 ; lore and discover its mysteries, bringing that knowl-
~d | The Goddess and her consort the God, Night and Day, P 2 YRICILCS, ;

<N Moon and Sun; Yifiand Yang. They came tojgethis aiid edge b:f\ck with them. Protection, heallr.ug: l.cr‘mwleclge

- made something that was greater than either of them, and guidance were the gifts and responsibilities of the

Wryck to their people.

They were beast-tamers, learning the speech of all the
creatures of the earth. Wise Ones studied all forms of life

NS

and from their union the Tellurian was born. [ guess you
could say it came into existence.
So the cycle of life began and the Great Wheel

"
LR
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Al turned. The Wheel turned for time beyond time, and and even took on different shapes to und.e rstand them,
T b f the Telluri ltioli 1 life ap. 1 hey learned to hunt as wolves, bears and lions. They ran
A\ the wonders of the Tellurian multiplied until life ap d th d horses. Th ; fish, dolphi
- peared. The endless cycle or birth, growth, conception ~ 2° 9€¢T PANLLELS and ROISEs. Thiey swam as Jish, doiphins
A | . i and sharks. They flew as ravens, hawks and eagles. This
X anddeath, overand overagain. Then life developed the S ¢ 4
) ¢ ability to look back at creation and wonder at its 82V© them the insight to help orhers to hunt and fish, to

know and honor their prey as they knew themselves,

existence. The Tellurian gained the ability to see, to
= A They were monster-slayers. With magic they fought

feel and to know through us, through humanity, It

loved us, and loves us still, and through that love, the
Pure Ones, parts of the One, descended and became one
with us, From the union of life and primal creation came
the Wyck, the First Ones.

THE ¥/ YCK: THE FIRST ©NES

The Wyck were the first true mages, born of mortal
flesh and primal spirit. They were the first ones to reach
out with their hands and their wills to shape the world
tosuit theirneeds and their wishes. Their power was like
nothing we, their descendents of blood and spirit, now
possess. For them magic was almost effortless, a part of
their very being. They didn’t require tools and rituals to
work their wills, making them the equal of the greatest
masters our Tradition has ever known — greater even.

Some say that the Wyck were not just mages, but
gods, that they were the tribes other men worshipped
for their power and insight: the Aesir, the Vanir, the
Olympians, the Tuatha De Danaan, the Orishas and
the other gods and heroes of myth. Others believe that
the ideas of the Old Gods are only based on whar the
Wyck were really like, or that the Wyck weren’t the
gods, but their half-mortal children, part human and

against the terrible denizens of the wild places of the
world. When their people were threatened, they wielded
fire and lightning. They slew dragons and giants and
creatures too terrible and powerful to imagine. Some
they did not slay but bound in places beyond the Earth
away from the sight of humanity, away from the light of
the sun, chained in enchantment, held captive for all
time. Or so they thought.

The Wyck were healers. They learned all the secrets
of plants: herbs, roots, flowers and seeds, They learned of
other creatures and used them to promote health, fight off
disease and heal injury. Their magic tapped the primal
essence of life, giving them the power to mend any hurt,
cure any ill and even to restore life to the dead.

The Wyck were scholars, called the Wise Ones.
They could hear the secrets of nature in the sound of
wind through the leaves, in the calls of birds and in the
bubbling waters of a stream. They read the future in the
stars, in the moon and in the tides of the Tellurian.
They sought out knowledge and understanding in all of
its forms, and they put it to use for the benefit of their
people. Legend says that the Wyck gave us letters and
language and the lore of animals, plants, metals, crystals

v *y  partdivine like the great heroes. Maybe they were all of and all the other things of the Earth.
N | '!.
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The Wyck were builders and makers. They carved
wood and stone. They wove cloth and cured hides.
They even smelred and forged metal. Their magic was
the power of change, taking the raw stuff of the world
and shaping it, making it into tools, weapons and things
of great beauty. They passed the knowledge of these
crafts and many others onto their people, planting the
seeds for some of what would later come into being.

Last, and perhaps most important, the Wyck were
explorers. They were made from the wonder of Cre-
ation reflecting upon itself, and they had an insatiable
curiosity for the world around them. They flew on
eagle’s wings to the far corners of the world, delved into
the depths of the sea and visited many places and many
peoples. They walked between the worlds of spirit and
matter, blazing trails through the misty otherworld of
the Umbra, the shadow of creation. The Paths of the
Wyck were roads to other places, even other worlds,
they discovered in their time. They connected the
Wise Ones and permitted them to travel far and wide as
easily as we cross a room,

DEPARTURE @F THE W/ YCK

Even with all their achievements, the Wyck knew
that they were not forever. They were born of both
spirit and mortality, and their time eventually passed
from the wortld. They accomplished great deeds and
achieved great things, then they passed on what they
had learned. The Wyck had children of their own,
inheritors of the blood and the power of their forebears.
They taught their children their secrets and their lore,
then the Wyck departed.

Where did they go? We don’t really know. While
there are some stories that say their children overthrew
them and either banished them from the world orkilled
them, most talessay only that the Wyck departed. They
entered their hidden paths and secret places and were
seen no more. Occasionally there are tales of one of the
Wise Ones appearing to offer a bit of help or a cryptic
word of guidance, but no one can say for sure whether
or not it was truly they.

Why did they go! We don't really know thar,
either, but I believe it was because they needed to. They
didn’t want people to be dependent on them forever.
Despite what some people think, [ don’t believe that
they really wanted worship. They wanted to inspire us
to learn how to be like them, not just to worship and
trust in them. Just like there comes a time when parents
have to let go and allow their children go out into the
world on their own, the Wyck needed to step aside and
let their children, and their children’s children, have
their time.
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LILITH

Some Verbena speak of Lilith, Adam's first
wife in the Garden of Eden, as one of the Wyck,
sometimes @ieg ‘the first of the Wyck. Other Ver-
bena do not a t%nnwledge Lilith at all, Supporters
;uf the LR%h ry say that tﬁgre are always dark
le ong the scattered toots of the Tradi-
B, SO ich may be recolleetions of Lilith.

' g@ vho believe in hex‘--sa Lilith

sse of the Garden GfEdan ina |
BIECY i ThaGarden tested chi | POWE of free
' w:ll (when God forbade Adam and his wge 1o €3

of the fruit of the Tree of Knowledﬁe
exercised her free will by h ne ‘part iy
design. Having donggo, he?wﬂl was fregd
bonds, making hem)mudabl& Awaldiied. Thy
‘say the Dar herghugh#the sectdl of nfhgicsn
those whe 1 o pand she g8 1cul
po erﬂdﬂw ey wollld
sul;wrv:ent tafn

0L ilith coglla
£ e

within his agg
‘mother to th "J Ef’ Areedst
\%\%e CE_‘_ ;{'?"“ Ny ta nes )
ilich is rely a symbol fofthe dark, feminine,
generatigie farces ORL wofld, an embodiment of
the Gafllless in her darked® aspécts, Nonetheless,
the Verbena themselves ai@proof thiat many myths

are agtoo real.

Kameria ran a hand over her belly and looked dowm for
a moment. “We do the best we can for our children, but
there comes a time when it’s all up to them , and we just hope
that the world we leave them is a little better than what we
started with.”

THE ANCIENT \X/ @RLD:
THE AEDUNA

As Kameria moved to rest against the bole of a great
tree, Teague came forward and sat in the midst of his coven-
mates, facing the initiates. With his long broum hair wormn
loose and the intertwined torc of silver and gold gleaming at
his throat, he looked every inch the bard that he was. Hisrich
and pure tenor voice was soft, but it seemed to fill the grove.

The children of the Wyck were called the Aeduna.
Where their forebears had been wanderers who walked
the outside of the circle of the people, the Aeduna
walked the inner paths. They were more a part of their
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communities than the Wyck, born into them and raised
in them. They became the priestesses and priests, heal-
ers, midwives, scholars, wise counselors, record-keepers
and philosophers of their societies. They held the
power and the knowledge of the Wise Ones and the
responsibility to use it well.

In those days, the Aeduna were the descendants of
the Wyck both literally and figuratively. They were the
spiritual children of the Wise Ones, inheritors of their
magic, that essence of creation that fired their spirits.
They also had the blood of the Wyck in their veins and
were the first to understand the passing of power, and
other qualities, through bloodlines, from parent to
child. They kept the histories of their family lines,
tracing their ancestry back to the First Ones. So the
trunk of the Great Tree began to sprout from its primor-
dial roots.

THE FIRST SEED;
THE CALL ©F THE DREAITING

The first seeding of the tree of the Aeduna came
early, when some of the children of the Wyck felt the call
of the world outside the circle of their communities,
outside the circle of the material world, from the misty
places where the Wyck had gone. They were guided by
dreams and visions, and they heard the voices of spirits.
Rather than remaining a part of their communities, they
went beyond them to stand on the boundary between the
material world and the spirit world. They spoke of the
visions they received in their dreams, and so became
known as the Speakers-in-Dreams, the Dreamspeakers.

The Dreamspeakers were the first Tradition to split
off from the Aeduna, the first of the seeds from their tree
to sprout and grow on their own. Where the Aeduna
focused their attentjon on matters of life, the
Dreamspeakers valued all things of spirit and explored
the depths of the spirit world and its inhabitants. [n some
lands, the Dreamspeakers and spirit-talkers were only a
scattered few who passed their lore on from generation to
generation, living as hermits or spiritual seekers in the
wilds. In other places, the seed of the Dreamspeakets rook
root and grew strong, its shade covering the Great Tree
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GREECE

The Aeduna took root in the fertile lands of the
Mediterranean, particularly Greece. There they wor-
shipped the goddesses of the earth and moon and the
gods of the sun, the growing things and the sea. For
generations, they were the priests and priestesses of the
temples, groves and sacred hills. They were healers and
interpreters of the will of the gods, made manifest in the
omens of nature.

THE SECOND SEED: THE CULT ©F DIGNYSUS

The Aeduna were earthy people. They celebrated
the turning cycles of the year as their ancestors had
done, much as we do now. Those celebrations often
involved a lot of partying, drinking, feasting and wild
orgies. The Aeduna believed in living for the moment
and enjoying life to the fullest.

In those revels, some found themselves transported,
taken beyond ordinary time as we know it and into the
timeless moment. [t was something the Aeduna under-
stood and valued. Some inheritors of the Dionysian
traditions of Thrace embrace ecstasy, They celebrate
intoxication and the insight that it can bring, both the
joy and madness of the fruit of the vine, the dark wine.

By the light of the moon, maenads, the mad women
of Dionysus, ran through the wilds drunk on the god's
distilled essence. They surrendered entirely to passion,
be it lust or rage. Myths tell us that they encountered the
poet Orpheus after his failed return from the Under-
world. When he refused to join in their revels and
orgies, they turned on him in their rage and tore him
limb from limb, because that is the power of uncon-
trolled passion. To some, it is also a cautionary tale of
what happens to those who try to thwart death’s designs.

Those who surrendered to passion and ecstasy
became the seed for a new split in the Aeduna, one of
the roots of the modern Cult of Ecstasy.

THE THIRD SEED: THE CosiaN CIRCLE

The next seed to sprout from the Aeduna was quite
different from the separation of the Dreamspeakers and
the Ecstatics. It was the seed of one of the greatest

A2 of the Aeduna and eventually eclipsing it. threats our Tradition now faces, one planted with the
; I: Our Dreamspeaker brothers and sisters are our best of intentions but twisted by its unchecked growth.
7«14 allies still on the Council of Nine Traditions. The It was the seed of medicine.

l',n' branches that diverged so long ago remain intertwined, Theancient Greek word pharmakis was used to refer

_:"E  and there isa great deal you can learn from the shamans  to herbalists and physicks, the root word of modern
11;'4 |t and spirit-talkers, but our story follows the path of the terms like pharmacy and pharmacist. The pharmakis

i Aeduna. While the Dreamspeakers thrived in the were both common folk with knowledge of healing and

Americas and Africa, the roots of the Aeduna settled
deep into Europe and parts of Asia, and they spread out
across those lands.

16 V@wmA

Aeduna trained in the lore of plants.
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In ancient Greece, about 400 years before the
Common Era, Hippocrates founded the Cosian Circle.
Now considered the father of modern medicine,
Hippocrates studied the secrets of life, passed down
from the Wyck to the Aeduna. He sought to organize
this body of knowledge, to expand it and to use it to
educate healersand aid the sick and infirm. Hippocrates'
school of medicine drew students from far and wide,
including many Aeduna. It was a grand endeavor,
worthy of the inheritors of the Wyck, but it was des-
tined for a very different end.

The Cosian Circle gathered and discovered much
about the secrets of life. As their knowledge grew, so did
their ambition. They sought to learn the secrets pos-
sessed by the fabled healer Asclepius, son of Apollo and
god of medicine: the secrets of raising the dead, creating
life and immortality. Hippocrates reminded his stu-
dents and peers that such secrets led Zeus to strike
Asclepius down with a thunderbolt for his hubris, but

THE GSDS &F ANCIENT GREECE

Although the Aeduna honored all of the Greek
gods to one degree or another, they took particular
Olympians as their patrons, those who embodied

their ways and beliefs
Artemis: The m¢ goddéasvmd ma :den
sk ered the patﬂa @f ‘any

ress, Artemis was cons
‘Aeduna, the maidenly asp
She is known for cursing ¢
enough to catch her bathing i
the light of the moon. Somﬁm he &rguekvbhqd,,
she made mad, while some wé ?transfonﬁed into
stags, to be hunted by Argerms :
even torn apart by their .
Artemis’ twin brother Apoll
the Aeduna as the patron of g

though his worship declined f
tion of the Cosian Circle.
Demeters The goddess of the earch and growmg
things represented the motherly aspect of the Great
Goddess to the Aeduna. Demeter mourned the loss of
her daughter Persephone (another of the maiden
goddesses), abducted by Hades to be his bride in the
Underworld for half of the year. So for half the year,
e worldilies in cold and darkness and the other:
varmth and light] Demeter is associared with other
sedlial edrth goddesses, such as | belle.
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they ignored his warnings and began secret experi-
ments, They vivisected creatures forstudy, both animals
and humans. They infused them with strange potions
and bred them to study their offspring. They violated
the first precept of Hippocrates, drawn from the Rede of
the Aeduna: “First, do no harm.” Hidden chambers
beneath the lyceum of the Circle were places of torture
and mutilation in the name of healing.

When word of these experiments began to spread, a
rift formed between the Cosians and the Aeduna, which
quickly grew into a chasm. The Cosian Circle rejected
the “simple” traditional methods of the Aeduna, while
the inheritors of the Wyck condemned the work of the
Cosians as unnatural. Not long after Hippocrates’ death,
members of the inner circle of the Cosians severed all ties
with their former associates and renounced the name
Aeduna to pursue their own studies. Remember them,
because they will re-enter our story soon enough.
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Hecate: The third, and perhaps most promi-
nent, goddess honored by the Aeduna was Hecate,
the crone aspect of the Great Goddess and the

arron of witcheraft. Hecate ruled the crossroads
d the night,and the dark of the moon was hers.
priestesses and priests of Hecate,

and the modern Daughters of Hecate (p. 39) carry
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on their trﬂdltzlons : _ IR {
Dionysus: Dionysus was one of the Greek gods
particularly sacred to tk Aedt,ma His wild rites and

‘teation of a splinter cult of <
i .=ertwmﬂd with the -3

celebrations led to the

A part Gf the

rootculture of the Euthanates Tradition. (SeeT'rz

tion Book: Euthanatos for details.) Yillin
Gaia The great earth mﬁther and progenitd of

degree that 5he is now in modern times. Gaia,
ies the spirit of the Bftth herself, so she igh
powerful in Lor@ar:bon to the gods. glike".
conaQed Gaia tmpe&sonal by conipar
more humafi-like geds, and they®
Gaia was %apablvo both greg
l:elnh ruelt: ) i
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s T mystical secrets these pagan witches and wizards pos-

| b TH‘%:hUiT L mERCUfRY " o . sessed and feared those pagans’ power, since they were

'.:"J. ; e;rthey sprang from the roots of the Wyl “3 foreigners with strange and frightening ways. No doubt

Sy l,« onecansay for certain, but the Roman magi combined Loy caw the Aeduna, who claimed a lineage from the

| t $ the learning of the Greeks with the ancient lore of the First Ones themselves, o & thredt.

i 4 : 3 Egyptians, and perhaps the secrets of the Hebrews who
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as well as t}‘l&hi‘a‘tow of ancient Greece. Verv often
they were described as the children of the gods or
titans (if not gods themselves) and renowned for their
wisdom and magical powers. Some modern Verbena
claim far more personalities among their ancestors
than those listed here. These are merely the most

(exin amous) Aeduna of |:he1r time.

ife magic So' ne madem\fﬁ&n
irth (or later tra%sfannanen) wa

herof many ofanciefitG
mclu'amgHera&les and Jason

t, given his mgltonngof

gnauts, some have s

blaod of the hvdra
Circe: An enchantress who was the d :
4 titan, Circe lived on an isolated island. THReG
hero Odysseus and some of his crew foun
to her home, and Circe used her magic (648
Odysseus' crewmen into swine (said by many tobe a
reflection of their boorish behavior). Odysseus used
the sacred herb moly, given to him@ Hermes, to

ReIME

The rise of Rome was not the work of the Aeduna,
as they had little interest in the creation of cities. Our
Aeduna ancestors dwelled mostly in the north of the
[talian peninsula, in areas like Tuscany. They were
rural folk unlike the city-dwelling Romans, who called
them paganus or “country-dwellers,” from which we
derive the modern word “pagan.” They particularly
referred to those who were wise in herb-lore and charms
as venefica, who had little influence in Roman society,
but the Romans had mysticsamong them, asthe Aeduna
would soon discover.

thwart Circe’s magic, but llspém‘ a year wi

reece’s

e a1
e -'-a’j 2

sorceress before returning to hishome jg Ithaca. Sdié
to be immortal, Circe vanished frofh the kengifthe
mortal world long ago@ome mages claim tgli#¥e met

her, but none haye beenﬁ!to offer angp! of that

the epghantress lll live
poerates: Some Vel
Hlppocratﬂs a traj ?for his fo

l_e b tmgsee him as

con

D ofthe Cosian

tly misguidedeand

M tions. rugdent of'

best- of ig

A medxt: e,

ntr seekmg the
cece, Medea fell in love with him.
0 help Jason overcome the dragon

ry Goldend
d herma ¢

lege
She

that guarded thg f eece,athen she helped him escape.
She even killeddher own bro!r and dismembered his
body, throwing#he parts overBoard so that her father's
ships would belf@eed to stop and collect them for a

proper burial gl88nore of Medea, see pp. 76-77.)

lived in captivity in that land. They were truly Roman
in character: orderly, curious, willing to borrow liber-
ally from other cultures and with an eye for conquest.
They descended from the tradition of Thoth-Hermes or
Hermes Trismegistus (the “Thrice-Great Hermes") al-
though they were most commonly known as the Cult of
Mercury in the Eternal City of Rome.

The magi of the Cult of Mercury were well aware of
the existence of other mystics and willworkers, particu-
larly among the pagani and barbarians on the frontiers
of the growing Roman Empire. They both desired the

13



So the magi first limited the influence of the venefica
within the empire. Poison was one of the favored
weapons of the assassin in Rome, as everywhere, and the
venefica knew which plants could heal and which could
kill, if used properly. Herbalists were often labeled
poisoners and treated with suspicion. The wise folk of
the pagani began to conceal their knowledge and their
affiliations from the warchful eyes of the authorities. So
began the time when many Aeduna were forced to
conceal who and what they were from the world.

THE R&MAN CENRUEST .
The Romans expanded outward, conquering ‘__4.. "
the surrounding lands. At first, the pagani :
offered little challenge to the well- s
trained and well-equipped Roman
legions, backed by the lore and influ-
ence of the Cult of Mercury. Aedunain
[taly and Greece concealed themselves -~
behind the guise of simple country folk '
and passed on their lore in secret. They
met in glades by the light of the moon to
worship and to honor the Old Ways,
believing that the Romans were but a pass-
ing thing.
The barbarians of the northern lands of
Gaul and the inhabitants of Britannia, on the
other hand, were not so willingto bend toRoman  §
rule. The legions invaded their lands, and they
fought back with courage and ferocity, but they .
were not enough, They turned to the Aeduna
among them, the druids and wise keepers of
lore, but their powers were matched by the
magi of the Cult of Mercury, who blunted
mystic assaults against the legions, turned
back curses and hurled spells of their own
to break the druids’ power.

The scattered Celts were unable to
withstand the organized onslaught of the _
Romans and their magi. The legions
reached Britain and conquered
the Celtic tribes. They put
druids to the sword and
torched theirsacred groves,
forcing the survivors to
abandon their holy places
and retreat into the wil-
derness, using their
skills and their
knowledge to survive
as best they could. 14
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THE PENDRAG@N

In Britain, not long after the fall of Rome, came a
new hope for the Aeduna and the Old Ways, in the face
of growing Christian power in Europe. A child was born
to a Celrtic princess, and he was named Myrrdin. We

55, [
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THE LIGHTNING SC®URGE

After several generations in hiding, passing on
their tradirions in secret, the druids of Britain orga-
nized. The scattered Celts united to rebel against the
Roman occupation of their land. Though battles
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.—“-‘5 S fought between .Celt warriors and Roman sol- 46w know his name as Merlin. Merlin was the most
P! dlers,. t]'_’e struggle behind the SCOTV e between the gifted mage of his time, because his father was one of the
74 remaining dr}“ds and the .magl.of the C”lt_of Mm.'— legendary Wyck, making him the equal of the greatest
il cury, some of whom now lived in Britain with their 7 \1e Acduna from the ancient world. Perhaps the
ﬁ Roman countrymen. Many were even of mixed Celtic Wyck sired him in an effort to give hope back toa world
Y * and Roman blood. in great need of it. We like to think so.
N At first, both the R s and their magi
JaN £ Bitsty buth thie-SOMARS @G thell thag] wege Merlin had a vision of making Britain a strong and
-": caught Offg_”_ﬂfd by the sudc!enness and SAVEgETy of the st kingdom, founded on the Old Ways, but open to the
= Celjtlc uprising. The mag: Iatef rallied SEAMIRE the ey ways brought by the followers of the White Christ.
—td | druids, and so began the ‘Lightning Scourge.” Roman [ yould be a kingdom to rival the glory of Rome and to
N Kaagus Ma.r(:L.!s Fulgurator took .commzmd '?f the offen- e the world under a new civilization. Toward that
= sive in Britain against the druids and their followers. end, Merlin traveled far and wide, seeking out the great-

Both a skilled military tactician and a master wizard,
Fulgurator wielded bolts of lightning as his primary
weapons, hence the name of his famous crusade.

For three years, magus and druid struggled against

est teachers and masters in Britain and even in faraway
lands, traveling the paths of the Wyck. He astounded his
teachers and mentors with his gifts. Merlin learmed from
many, not just the druids and elders of the Old Faith, but
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command, but the superior numbers of their Roman
enemies overwhelmed them. Finally, the last remnants
of the druids chose to retreat north into Scotland as
Emperor Hadrian built his wall to keep the pagan folk
away from Roman Britain.

THE FALL ©F THE EITIPIRE

The coming of Christianity split the mages of the
Roman Empire between the Cult of Mercury and the
Messianic Voices, mages devoted to the worship of the
White Christ. Infighting between the two provided a
respite for the remaining Aeduna in the outlying parts
of the empire. Many chose toaid their people in turning
on the weakening Romans, and they eventually gained
their revenge when their people stormed the Eternal
City itself. The Hermetic collegeum was demolished,
the Hermetic and Christian mages were scattered into
small groups, fleeing either east toward Byzantium or
north toward outposts and strongholds in central Eu-

ALL each other across Britain and ﬂU_fthem France. Drag-  from Hermeric magi who fled to Britain after the fall of
A L ons, unicorns, elementals and faerie creatures were Rome, Messianic Voices preaching the word of God, and
n—‘r‘-‘;‘. slain on both §id’35 of the battle, along with many - from other Mystical Fellowships as well. This is why some

. mages. The druids called upon all the powers at their  other Traditions claim Merlin was one of their own, but

his blood was the blood of the Wyck, of the Wise-Ones.

Merlin's dream came into being as another child,
named Arthur, the son of Uther. In Arthur was a child
born of two worlds, Christian and pagan, who Merlin
hoped could rule wisely over them both. He taught and
guided Arthur to claim the title of Pendragon (Chief
Dragon or High King), and gave him the skills and the
advice he needed to hold it. He also forged an alliance
with the fae, who granted Arthur his legendary sword,
Caliburnus or Excalibur.

For a time, the dream of Camelot was a success,
Arthur became king over both pagans and Christians in
Britain. Although a Christian himself, Arthur consid-
ered himself a champion of both peoples, and he upheld
the right for folk to worship as they chose. The remnants
of the druids and priestesses of the earth hoped to rebuild
and pass on their teachings, to practice their ways openly
once more. Camelot became a symbol of righteousness

and greatness throughout Britain and much of the world.

rope or Britain. ‘ il
But it was not to be. Arthur’s kingdom didn't last

The rise and fall of Rome was the way of the world,

|
I I-E and the way of mages, for a long time. The Hermetic ™MOF€ thag a generation, an,d ArFlaur didn‘.t have the
11011 , magiattacked the Aeduna, the Aeduna struck back ar  OPPOTtunity to pass what he'd built on to hlls S The
3 " the magi, and the Messianic Voices struck at both the dream of Camelot was torn apart by Archur's d“"““"?‘
(I | pagatis and the Hermetics: The Aeduna aided their: the laws l‘l(‘? swore to uphold and by“the hatred of his

r-c " people in destroying Rome in return. So the wheel D Son, which culmmat.ed on r.l?e fields of Camlan,
h ‘ ‘a Fiiened. A thie wirld want o0 with Mordred dead by his father’s hand and Arthur
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mortally wounded. The passing of the Pendragon sig-
naled the end of the mythic age for the Old Ways and
the start of a long descent into darkness.

THE DARK AGES

As Teague's woice fell silent, several of the initiates
shook themselves for a moment, breaking the trance his
words wove over them. A few were teary-eyed for the
passing of an age they had never known, but perhaps hoped
to find, in their heart of hearts.

Deborah looked them over and bit down the surge of
cynical bitterness that welled up inside of her. They were
naive. That was only to be expected. Teague was a bard. It
was his job to be a dreamer, to weave fanciful tales of
faraway places and times.

You've showed them the dream, Teague, she thought,
now it’s time for a dose of reality.

Teague rose and Deborak, a wraith in black, glided into
his place in the midst of the circle. She insisted in telling this

[TIERLIN AND ITI®RGAN LEFEY

Two of the most famous of the Aeduna in the
history of the line were bound to the fate of Arthur
and Camelot, and they ultimately suffered for it.

Merlin wassaid ti be the son of one of tl; yciq.. . The othergreat mage of Camelotwas Morgan Le
‘and a Celtic princess (some yaChr Fay,*a true believer in the Old Faith and the Old
was the scion of a might £ to Gods She was Agthur's half-sister, born of Igraine
nval tha: of t;h_c most 18 and, it is believe , a Faerie Lord (from which she
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with no father to strengthaﬁi _
tion of his new castle, he had Me
him. He prophesied a ba:@e bei
one white the other red,
Britain. He became an ag
cluding Uther Pendragon, )

engineered (or perhaps foresaw) Am -'u:sb.i yand
artanged to have him raised and trained as the future
king. After Arthur claimed the throne, Merlin served
as his advisor.

Arthur and Camelot were undone by the be-
trayal of his queen and his closest friend. Merlin was
also undone by love, that of the beautiful Nimue. She
became his lover and apprentice, and later she magi-
alédMerlin within astone or tree (the stories

ﬂt (ch) Though some say that N'
redant =.- dMerlm.many?}f rbena see h

0 and suggest that perhaps Merlim\}
Ce to seal hima gxld

by ..;‘:5; Merl

frmrtl‘ﬂ'w-w
asto come. They bqllevb that Merl

'w gy RN

bl
i .'. |. - 2 _'_'. = Wb .: ad

! ! young woman, she dedlcag _ -h%ﬁ' to the service of

") Although she is often painted as a villin,.g
\ Verbena claim that Morgar

.tﬁ'c

EAGRO AR

7AW | S

1:4.-_~xv+ &

— —

part of the tale. After all, she remembered it better than any
of them did, and she would be damned if she let those
memaories rule her in this life. She stood, and her voice was
steady as she looked over the faces of the iitiates.

After the fall of Rome and of Camelort, darkness
spread over the land like a shadow. The Hermetic magi
were scattered by the fall of Rome, and so were the
Choristers — the Messianic Voices, as they were called.
All thar was left of the Aeduna, the once-proud inheri-
tors of the Wyck, were scattered to the four winds.

Both the Aeduna and the Messianic Voices recovered
fairly quickly. They both held to their faith, but where the
Christian Church gathered new followersalmost daily, the
Old Ways began to fade. When the Christian priests came,
they tried todrive out the Old Gods, calling them demons.
They baptized and preached to save souls, and when that
didn’t work, they used torture and fire.

But the worst of the conflict between the Church
and the Old Ways didn’t come for quite a while.

might waitstill, perhaps deep in the Umbra, for when
the time is right for him to return, although the
Avatar Storm would have complicated matters.

derived hername). B deing part of a noble line stretch-

" ing back to the Wyck, mixed with the glamour of fae
blood, made Morgan a fermidable sorceress. She had
visions and propheric dteams as a child, and as a

the Old Gods as their pri

vas a true heroines F
alliance with Arthur was not of her own doing
came about during a Beltane fertility rite. Their sg
Mordred was supposed to embody the greay
carried out that night; a mix of pagan and Ck
fae and mortal, mys ?C andy fhundane,
bring balance ap# peace. Jﬁatead Mok
sonpalmtafather ocould neigh
nor love hirff, taker@away from tf
love hmal Morga[*lt betrayed 8
el s and by ’
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For hundred of years, the Old Faith existed in secret,
right under the noses of the priests and their churches.
Even in old Rome there were witches who gathered by the
light of the moon to honor the gods and ask their blessings.
Descendents of the Aeduna were scattered all across
Europe, from the Iberian Peninsula to the steppes of Russia,
and from the frozen lands of Scandinavia to the warmth of
the Mediterranean. We were called many names then, not
all of them kind. Even “wytch,” descended from the Wyck,
started to become more of a curse than a title of honor. We
were scattered like seeds on the cold earth, trying our best
to take root and grow. What organization we had was gone,
until a new opportunity came along.

Heust DIEDNE AND THE HERITIETIC SCHISITI

Hundreds of years after the fall of Camelot, the Order
of Hermes — which descended from the Roman Cult of
Mercury — was the most powerful mystic order in Europe.
The Celestial Chorus might argue otherwise, but the
Messianic Voices didn't really wield that much influence
within the Church, while the Hermerics were strong and
independent. They didn't bow to the Church or anyone
else, not even the gods themselves, which ultimately
proved their undoing. Still, at the time, they were a power
in the world, which made their offer tempting.

Diedne, one of the surviving druid priestesses of
Britain gathered around her an alliance of followers and
fellow druids. She then approached the Order of Hermes
with a petition to join them, offering loyalty and
accumulated knowledge to the Order. The Primi of the
Houses of Hermes met and debated, and ultimately the
opportunity to learn more about the mysterious magic
of the druids — none of which was written down for the
Hermetics to study — won out. House Diedne was
created as a part of the Order of Hermes.

Of course, when the mages of the new House were
slow in sharing their sacred wisdom and unwilling to
bend to all of the rules of the Order, talk began circulat-
ing that allowing the pagans to band together as a
House wasa mistake. Then came darker rumors that the
Diedne practiced “forbidden rites," including human
sacrifice. The proud druids felt no need to defend their
traditions to outsiders, and the arrogant magi felt no
need to ask since the evidence was increasingly clear to
them. House Flambeau, descended from the same sor-
cerers who led the Lightning Scourge, and House
Tremere led the pack in accusing House Diedne of
infernalism or demon-worship. The Diedne denied the
charges, but it was too late. The rest of the Order was
already poisoned against them.

So the Flambeau and the Tremere led the charge in
what the Order of Hermes calls the Schism War, which
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turned House against House. In a re-enactment of the
Lightning Scourge, the members of House Diedne were
systematically hunted and killed, until the entire House was
wiped out. Legend has it that Diedne herself was among the
last to die, and thar she cursed the mages for their blindness
and arrogance. Some believe her curse brought about the
Order’s downfall when the Order of Reason brought down
the walls of Mistridge and signaled the beginning of the end
for the Mythic Ages, but that's yet to come.

THE DRAGEN Ex@DUS

The Schism War spelled the end of the druids in
Britain and elsewhere. There were a few survivors who
never chose to join House Diedne, keeping to their
hidden groves and isolated caves, but they were a pitiful
few. It became painfully clear that they could no longer

THE®LD W/ AYS IN THE DARK AGES

The Old Faith Fellowship (described in Dark
Ages: Mage) is the direct ancestor of the modern
e The /Eel[ows‘lp was, in fact, the first

“of ¢oo nd unity that led to the

vhen the pagan mages

termmolegy of the mystic Spheres and great
similarities between practicing mystics svre redlf-

nized. The Old Faith also lacked tha factiong@ifthe

modern Verbena, replaging them withadi¥isions |
along cultural addl geggraphié lines. &/
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safeguard the land or its creatures from the march of
Christendom or from the power of mages like the Order
of Hermes or the Messianic Voices.

So, nearly 200 years after the Schism War, the
remaining druids of Britain led the Dragon Exodus. They
gathered and used their knowledge to open the Paths of
the Wyck to the magical creatures of the land and guide
them tosafety. The unicorns, pixies, hobgoblins, wyverns
and dragons departed through the gates, into the Umbra
and away from the iron and fire of men. For three years,
the British Isles and much of Europe emptied of the
magical and the wondrous, leaving the mundane world
behind. [ think the Exodus marked the decline of the Old
Faith and handed victory to our enemies because much of
the magic that once sustained our people was gone.

Some of the last great inheritors of the Aeduna left to
guide the Bygones into the Umbra and chose not to return.
They left behind some students who held on to the ways
that they learned from their elders as best they could.

THE @LD FAITH FELLOW/SHIP

The remaining pagan druids, witches and mages of
Europe joined together in a loose alliance known as the
Old Faith. It was an informal alliance at best, brought
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about by a common enemy and a common threat, the
danger posed by the Christian Church and the slow
death of the Old Ways. Pagan mages held fast to their
beliefs and kept them alive in secret.

THE BURNING TIITIES

The Burning Timesare a myth. The Burning Times
were real. Like most things about the Verbena, both of
those statements bear some truth, but neither tells the
whole tale. The modern myth of the Burning Times
isn't what most people think, bur they did happen. 1
know. I was there, and perhaps some of you were as well,
in other lives before this one. It is a time in our history
that we should never forget, because it will happen
again if we allow it to.

In the early 13th century, forces and factions within
the Christian Church became more and more aware of
the continued existence of the Old Faith, although
they attributed our rites and beliefs to demons and
wanted to “purify” our souls, with fire, if necessary. The
work of the Inquisition began small, with an awareness
of the corruption within the ranks of the Church, but
rather than look inward for the source of their prob-
lems, the Inquisitors looked outward. They laid the
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tians (since not all of Sir Garland’s men renounced
their former faith), and their community was a strong-
hold of the Old Faith for more than a century.

X/ YNGARDES [TIARCH

blame upon demons, monsters and those who suc-
cumbed to their “temptations” and practiced the Craft.

Some of the work of the Inquisition was conducted
secretly, to keep the truth about the Church’s own
involvement in the occult from the commoen folk.

SN b
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- H These secret Inquisitors, sometimes backed by Chris- Though the Burning Times simmer?d and smol-
4y | tian mages, were the greatest threat to our people. Most dfarec‘l all through the 13th a.nd L4th centuries, the flames
» 3 of the so-called witches who were tried and executed by didn’t reach their peak until the 15th. In 1435, General

Christopher Wyngarde of the True Cross took up a
crusade against the “pagan wytches, warlocks, faeries, fell
beasts and heretics of these British Isles.” Wyngarde
gathered a small army of followers and began systemati-
cally hunting down followers of the Old Faith in Britain.

Wyngarde and his followers struck a pagan ritual on
Midsummer’s Eve outside Harrowgate, England. The
crusaders attacked without warning and systematically
slaughtered everyone attending the rite, well over a
hundred men, women and children. The sole survivor
of the massacre was a priestess later known as Night-

the Inquisition knew almost nothing of real magic.
They may have possessed a few charms, some herb-lore
and knowledge of midwifery, but sometimes the mere
accusation of witchcraft or heresy was sufficient.
Compared to the thousands or even millions of
victims proclaimed by some, the actual number of us
who died during the Burning Times seems small, little
more than a handful, bur how many of us were there to
begin with? Does the sheer number of deaths matter in
the end, if even one of us died at the stake or the
hangman's noose, at the hands of fanatics? Each death
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diminished the Old Faith and threatened the whole of
the Tree of Life, and thar mattered.

THE KINGD®ITI &F BAERW ALD

We had our victories, even in the Burning Times,
though they were too few and too far apart to make a
difference. Perhaps one of the greatest came with the
founding of Baerwald.

Sir Garland of Laramay was a Templar, sworn
champion of the Church and crusader against heathens.
He fought in the Crusades and was initiated into the
Messianic Voices. In his travels in the Holy Land and
elsewhere, Sir Garland studied the traditions of other
Mystic Fellowships, including the Subtle Ones, branches
of the Order of Hermes and the runes of the Valdaermen.
He was a scholar as well as a warrior, and he came to
appreciate the wisdom of these other teachings.

In the early 14th century, the Knights Templar
were betrayed and outlawed. The Church proclaimed
them heretics, and many Templars suffered the same
fate as pagans during the Burning Times: torture and
execution. Some of the survivors joined with the Cabal
of Pure Thought or the Messianic Voices, or they
concealed themselves in distant lands. Sir Garland, his
faith shattered by the betrayal of his order, forswore

shade, who learned that night what the future of the
Old Faith would be if its adherents chose to do nothing.
For five years, Wyngarde and his army traveled the
length of England and Scotland, purging the land of any
remainder of the Old Faith. Any Bygones or fae folk
that did not flee during the Dragon Exodus, they slew
with fire and cold iron. Any pagan folk they chanced
upon were tortured and killed, and sacred groves were
raided and put to the torch. The first pagan communi-
ties they found were massacred, while later ones learned
enough to flee into the wilderness in hopes of escape.
Some were run down like animals while others man-
aged to find safety by leaving behind all they had.
Following close behind Wyngarde, Nightshade did
what she could to warn his victims and to offer aid and
shelter. She worked to rally the followers of the Old
Faith to band together and resist, but many were too
afraid to fight Wyngarde's army. They wanted to find
shelter for themselves and their families instead.

THEFALL ®F BAERNWALD

Emboldened by Wyngarde's success in Britain, the
Gabrielites launched an assault on Baerwald in the
Black Forest. The kingdom's pagan defenders fought
bravely, but they were overwhelmed by the sheer num-

f §/  Christianity and fled with a small group of men into the bers of the Gabrielites and their superior armor and
L.'fl depths of the Black Forest. weapons. The Christian forces swore to finish the task
| :E With the aid of the local people and some Old Faith olt; (;xtefmlir:atlfug thkg re;legadﬁe Templl]ars.lwhr:) foﬁ“_d
E_},: \ , mages, Sir Garland founded the Kingdom of Baerwald, SN¢'f¢f In the pagan kingcom. tventually, despite their

! | 5 bagss Refdomn in e depthe-of the Haly Rosian best efforts, the pt?ople of Baerwa.lcl were forced to .ﬂee
L Bneire:suroanded proallsides by Shewildemessang and surrender their homes to the invading Gabrielites.

the power of Christendom. The people of Baerwald The invaders burned Baerwald (and parts of the

surrounding forest) to the ground and killed anyone who

|} ! ) represented true cooperation between pagans and Chris-
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got in their way. One of the survivors of that tragedy was
William Groth, a mage descended from the mingling of
the mystic secrets of the Templars with those of the
Valdaermen and other Germanic rune-magicians. Like
the other survivors of Baerwald, he swore vengeance
against the Gabrielites and their Order of Pure Thought
— vengeance for all the lives lost in the name of their
ideal of “purity.” He was only one of the many who saw
the horrorsof the Burning Times and said, “Neveragain!”

THE GREAT RITE: THE BIRTH
@©F THE VERBENA

There was a moment of stunned silence as Takoda
stood at the edge of the circle. His broad-shouldered frame
cast a shadow from the setting sun that passed over Deborah
as she stepped from the center of the circle back to her place.
Takoda walked silently into the center and sat doun on the
grass, looking the initiates over before he spoke.

The Burning Times were nearly the end for the line of
the Wyck and the Aeduna, but the survivors weren't willing
to give up. They had a chance, even if it was a small one.

The Ecstatic prophet Sh’zar contacted Nightshade
after the massacre at Harrowgate. He told her abour a
vision he had, of a world without magic, without wonder,
suffocated under the grip of men like Christopher
Wyngarde. He told her that the only hope of avoiding
this fate was for mages of all Traditions and paths tounite.

SoNightshade put aside her vengeance for the time
being and agreed to a meeting.

In 1440, four mages gathered at the ruins of the
Hermetic covenant of Mistridge: Nightshade, Shzar,
Valoran of the Celestial Chorus, and Baldric LaSalle of
the QOrder of Hermes. There they discussed the idea of
a Council of Mystic Traditions, an alliance to stand
against the Order of Reason. Nightshade was under-
standably suspicious. Both the Celestial Chorus and
the Order of Hermes had persecuted the Old Faith in
the past, but Valoran and LaSalle treated her as an
equal, so she was willing to put aside her doubts.

The mages of the convocation agreed to travel and
seek out allies, other Traditions to join their new
council. Nightshade’s first task was to gain the coopera-
tion of her own people, since the Old Faith was made up
of many traditions, many different threads all woven
loosely together. If they were to have a strong presence
on this new council, they required unity, or else Night-
shade knew that they risked betrayal at the hands of the
Chorus, the Hermetics or some other Tradition.

So it was that she sought out William Groth — the
leader of the refugees of Baerwald and a strong represen-
tative of his people and their ways. She told him about
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the convocation and its plan, and Groth agreed to help.
Nightshade gathered the support of the survivors of the
Old Faith, the few remaining covens and circles, while
Groth convinced many of the Valdaermen and rune-
workers that their best hope lay with the new council,
although not all were willing.

On Beltane of that year, Nightshade and Groth met
with their followers in an isolated glade. Nightshade
drew down the moon and took on the aspect of the
Celtic goddess Brigid (or Brid), patron of smiths, poets
and healers. Groth called upon the storm and thunder
and took on the aspect of Thunor (or Thor), the Norse
god of thunder. Together they consummated their alli-
ance with the Great Rite, bringing together the pagan
folk of Europe and conceiving the Tradition that would
take its rightful place among the council: the Verbena.

The Verbena could have been called any number of
things: Over the centuries, they were known by many

_names: Unia, Wise Ones, Wyckae, the Qld Faith,
%@5 ber of othet less polite names. None of
ighit for the new alllan(:e that

vimg,.

“herb uhanq[nhemfmas. Among errhmgs. u&%
was used for protection, purification and healing, anall-
pquose herbal remedy. It was a common rgnfedy of gh
Aeduna and their desccndmu;&sr centuries, anddme
other mages— particularly the nasc Order ermes
— referred to thegffitches and ginning mef

ployed herbal[sm as \k?b?ﬂ”

" giémloﬁmd i
f ﬁle others on
|

Trdition as a°w - )peﬂv Teferred to 4s
ihetiac.” It f:kur of ug long ago, however, and
senats used forBoth individuals and the Tradition as
le. The usage bathedf$ only these Latin scholars
among the Order of He (which ¢buld be one other
gason why the Verbena didhit).
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THE |©URNEYS ©F NIGHTSHADE AND GREOTH

After the formal creation of the Verbena, Night-

shade and Groth separated. They walked the Paths of

the Wyck, with Nightshade traveling westward and
Groth eastward.

Nightshade’s first order of business was to pick up
where she left off dealing wirth General Wyngarde and his
army. She used the news of the new Council to rally
support among the pagan mages of the British Isles and
even the Faerie Folk. With their aid, Night-
shade was able to harry Wyngarde's forces
across Scotland. Foul weather sank ships dur-
ing the crossing to Ireland, and a fierce blizzard
struck near Newry, Ireland. It left most of the
Army of the True Cross frozen, save for the few
whodied at the hands of the warriors led by
Nightshade herself, who gave the vic-
tims of Harrowgate justice and General
Wyngarde exactly what he deserved.

For 10 years after Wyngarde's
death, pagans and fae allies stalked
the survivors of his army across Brit-
ain, in what we call the Decade of the
Hunt. The Wyld Hunt was unleashed
against the enemies of the Old Faith, re-
claiming many of our ancestral sacred places from the
hands of the Order of Reason and their lackeys. The
Hunt also strengthened the alliance of the Verbena and
drew the attention of pagans from across Europe, en-
couraging them to join the new Tradition.

After the Blizzard of Newry, Nightshade walked
the Paths of the Wyck from rhe British Isles across the

ast sea toward the Fair Lands of the West. She found
her way to North America, guided by spirits and
visions from the gods. Here in this land she met
Star-of-Eagles, a shaman of his people. In Night-
shade, he recognized a kindred spirit, and she told

him of her land and the struggles of her people. He
helped her spread word of the Mystic Council that was
forming among other tribes, and some of their shamans
heard Nightshade's call. She made her way across the
land to its distant shore, then southward into the lands
of the Aztecs, where she met jaguar priests and eagle
warriors, further south into the lands of the Incas
and the vast green of the Amazon Jungle.

William Groth's journey took him
through the wild lands that held fast to
pagan ways. Among the vitki, spae-
craftersandseith-workers he scattered
the news of the Verbena and encour-
aged them to lend their support to the

s -
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new Tradition, totake their place among the new Council.
Some heard his pleas, while others tumned a deaf ear,
preferring to maintain their independence and isolation.
Further he went into the wilds of Russia, evading the
attention of the blood lords of the mountainous lands and
the rusalkaand the leshy of the forest. He made hisway into
the frozen steppes and taiga, where he met with shamans
of the Siberian and Mongolian peoples.

In China, Groth met with mages of the Akashic
Brotherhood who fought at his side against demon-spirits
of the mountains. Whether or not the “demon-spirits”
were part of the conflict going on between the Akashics
and the Hindu Chakravanti we might never know, but
Groth impressed the Akashics with his courage and
magical skill. Bloodied with a dozen wounds, he wielded
his blade and his spells against them, striking with the
fury of the storm. His final invocation brought a moun-
tain peak crashing down to bury both himselfand his foes,
entombing them together forall time. The Eastern mages
decided to honor the heroic Groth by attending the
Convocation, bringing the news of his valiant death.
Since they didn't bring his body back, some Verbena
even now say that Groth didn't die, orat least not the way
the Akashic Brotherhood says he did. Still, we know
what he accomplished, and that’s enough.

FOUNDING ®F THE COUNCIL ©F NINE

Representatives from mystic Traditions all across the
world converged on Mistridge for the Second Convoca-
tion, which was attacked by the forces of the Order of
Reason. The gathered mystics won the bartle with heavy
losses, proving better than any debate that the alliance of
Traditions could stand against the power of the Order of
Reason. The mystics worked together to create Horizon, a
place of safety in the Otherworld beyond the reach of their
enemies. They debated and built alliances and accords.

During this time, many more followers of the Old
Faith came under the banner of the Verbena, though
some stubbornly refused and insisted on going it alone.
There are stories of witch-wars and conflicts between
sects of pagan folk over joining the Verbena, which
some saw as betraying their traditional ways rather than
maintaining them. Eventually, most of the surviving
pagan mages of Europe and parts of Asia came under the
Verbena's guidance and that of the Council.

FLSINE &F THEFIRST CABAL

After the founding of the Council of Nine, the First
Cabal took form, made up of one member from each of
the Nine Traditions. The representative of the Ver-
bena was Eloine, one of the most famous and tragic
figures in our history.
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Eloine was born in Ireland in the 15th century, the
child of a bloodline that traced back to the primordial
Wyck. Her potential for magic was strong and encour-
aged by her parents, who were also Verbena. By the
time she entered womanhood, she was already a formi-
dable sorceress, and her powers only grew with time and
experience. Eloine was a beautiful woman, with fiery
red hair and bewitching green eyes, descended from
Irish kings. Despite her youth, she was considered a
worthy member of the First Cabal.

Eloine fell in love with Heylel Teomim, the her-
maphrodite alchemist, and representative of the
Solificati. Their union was much spoken of in the
Traditions at the time, although they were discreet and
privare with their affairs. Eloine became pregnant by
Heylel and was delivered of twins: a boy and a girl.
Heylel chose to betray the First Cabal to the Order of
Reason not long thereafter. Several members died fight-
ing, while the others, including Eloine, were taken
prisoner. Eloine’s children were taken from her and
their fate remains unknown. Eloine was tortured to
confess her “sins” before she was to be executed, Tradi-
tion mages rescued the surviving members of the cabal,
including Eloine, and captured the traitor Heylel, who
was sentenced to Gilgul and death.

Eloine was never the same after the loss of her children
and the betrayal and death of her beloved. Her spirit was
broken, and she largely forswore her Craft. Although she
was always welcome within the circles and groves of the
Verbena, she chose a simple and isolated way of life. Years
later, she aided those accused of witchcraft in escaping
from the wrath of the Inquisition, but was herself arrested
and tried asa heretic. She went to the stake steadfast in her
belief in the Old Faith, and she has been honored as a

heroine by generations of Verbena since.

THE SHAD®W YEARS

The betrayal of the First Cabal seemed to cast a
shadow over the achievements of the Traditions, and the
centuries following, it saw the slow and gradual decline of
magic in the world and the rise of the Order of Reason to
greater and greater power. The fires of the Burning Times
smoldered across Europe before slowly dying out and
taking the lives of many mystics with them. The religious
fervorof the Order of Reason cooled until they eventually
chose to betray and oust the zealots among them and
devote themselves to pure science rather than faith,
becoming the Technocratic Union.

During the Shadow Years, the Verbena endured,
practicing our ways in secret, hiding them beneath a
cloak of normaley that the other Traditions learmned over
time. In Europe, witches passed their lore from one
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generation to the next in books of shadows disguised as
“recipe books” or “family bibles.” The old bloodlines
endured and incorporated trusted newcomers into their
families. Occasionally they were exposed and rooted out
by witch-finders and inquisitors of the Order of Reason.

In the New World, the Verbena set down roots, but
struggled to survive. The witch-hunts and persecutions
of Europe followed them to the European colonies,
while the Verbena descended from the Wyck of Africa
hid their ways beneath a veneer of Christianity, seeding
the growth of many African traditions that honored the
ancestors and the Old Ways. The seeds of the Verbena
were scattered across this new land, where they took
root and waited for the coming of spring.

THED®LD W/ AYS
IN THE NE\W AGE

Takodarose quietly from his place in the center of the circle
and Aileen stepped forward, smoothing the front of her flower-
printdress and casually brushing a lock of golden hair away from
her face before sitting down in the center of the circle.

Asthe Verbena came into the 20th century, we had
become little more than a legend among the Sleepers.
Although the Old Ways were maintained by secret
covens and circles, they were like seeds or acorns
sleeping in the frozen ground, hidden by a blanket of
snow and waiting for the coming of spring.

It would take a sacrifice to awaken those seeds and
nourish them — a sacrifice of blood.

THE RUNE W/ AR

The number of disparates, followers of the Qld
Ways outside of the Verbena, grew smaller and smaller
over the years, but they didn't vanish entirely. There
were also those within the Verbena who were never
entirely content with how the Tradition came to be and
where it was going. Some facrions felt forced into
joining, either due to circumstances or pressure from
the Council. Others felt that their Traditions and
practices were being ignored or marginalized within the
Verbena, slowly smothered as surely as if they'd faced
the Technocracy alone.

One of those factions was made up of descendants
of the Valdaermen, the rune-crafters of Norse and
Germanic background. Once they'd been a proud Tra-
dition that stood apart from the Old Faith in the Dark
Ages, the equal of any mystic fellowship. But their ways
were dying out in comparison to those of other cultures
within the Verbena, too often “polluted” (or so they
thought) with ideas and traditions from other cultures
blending together. When the Verbena in the British
Isles began a revival of their ways among the Sleepers,
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increasing interest in druidry and witchcraft, the rune-
crafters saw the opportunity to do the same.

We don't know for sure how it all went wrong, The
factions of the Valdaermen were secretive at best. Radical
elements might have taken over and pushed them. The
Nephandi were certainly involved, although we don't
know exactly when or how they came into the picture. All
we know is that the rune-crafters gathered around a faction
called the Iron Circle, which either saw or inspired an
interest in an Aryan root culture. It sparked in a Germany
battered and defeated after the First World War and
ignited a fire that gave rise to one of the most infamous
forces in our history: the Nazi Party of the Third Reich.

Rune-magicians of the Iron Circle secretly backed
the Nazi rise to power, encouraging interest in the
occultand in the creation of a “pure” Aryan mythology.
They formed secret cabals to recruit and train the newly
Awakened, and they began waging war against the
other Traditions behind the scenes of the German war
on Europe. Gypsy fortune-tellers, Jewish (and Her-
metic) kabbalists, Christian and Chorus mystics, were
all targets, to be driven out or killed so their mystic
libraries and wonders could be seized or destroyed. The
first targets of the Iron Circle's wrath, however, were
their fellows, those who chose not to support their
cause. The survivors scattered, some allying themselves
with the Circle’s enemies, the rest going into hiding.

Many among the Traditions found it difficult to
separate the renegade Verbena of the Iron Circle from the
Tradition as a whole, although the other factions and
circles of the Verbena quickly denounced the Iron Circle
and declared them barrabi. The Tradition was divided as
some defected tojoin the rune-workers while orhers sided
with homelands in the British Isles, Greece, ltaly or
Eastern Europe. A magical war was fought behind the
scenes of the Second World War, and even the Technoc-
racy wassplit berween supporting the Alliesand the Axis.
The Nazi fascination with eugenics draw the Iron Circle
into a loose alliance with a faction of the Progenitors,
descendants of Hippocrates' renegade Cosian Circle,

Some say that the Nazis never invaded England
because of the efforts of British covens and associated
mages, who cast spells of warding to keep them at bay.
By the war's end, many members of the Iron Circle were
dead, some captured and sentenced to Gilgul and death,
and a few escaped, taking with them many of the
artifacts and secrets they plundered. The remaining
rune-crafters among the Verbena have operated under
the dark cloud of the Iron Circle's betrayal ever since,
and they still face mistrust within the Tradition. They
struggle to reclaim a Tradition tainted by association
with one of the greatest evils the world has ever known.
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THE AGE ®F A@UARIUS

From the ashes of the war came the potential for
new growth for the Verbena and the Traditions. The
Gardeners of the Tree and others had planted the seeds
of a witchcraft revival in England even before the war
began and interest in the Craft and its history began
spreading after the war. It blossomed in the 1960s with
a general interest in the occult and magic. We found
many new initiates from the flower-power generation,
just like the Cult of Ecstasy and the Dreamspeakers did.
The ranks of the Moon-Seekers grew from their willing-
ness to show these new Verbena the way, much to the
dismay of some traditionalists, but it helped to ensure
the Tradition’s survival,

The later half of the 20th century was a real Awak-
ening for the Verbena as well. The Moon-Seekers found
new truths and old traditions in every new culture they
encountered and every new Verbena they initiated.
The Twisters of Fate recovered ancient and ancestral
memories that showed the common roots of these many
branches while the Lifeweavers were always out on the
edge experimenting with new things. The Gardeners of
the Tree formed the strong trunk that held it all to-
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gether. Over the decades, the Verbena incorporated a
wider range of paths and cultures. African-descended
ways, including Voudoun and Santeria, gained influ-
ence and strength. Paganism came out of the shadows
and spread to new generations of spiritual seekers.

The Technocracy tried to stem the tide by com-
mercializing the Old Ways, like they do everything else,
but for every 10 witch-wannabes who got misinforma-
tion from a Syndicate-inspired book, there was one
Sleeper who was willing to dig down and find the truth.
Not all Awaken, but the more who believe in the power
of the Old Faith, the easier it is for us to move among
them, unnoticed by the Technocracy.

THE W/ HEEL TURNS

Aileen stood slowly. “That's how you, and we, got to
be here today. The fact that we've even having this talk is
because countless people have been willing to sacrifice
everything for what they believe in. The fact that you're here
means that the Technocracy hasn't won yet, but we'd be
lying to you if we said that things are going to be easy,
because they're not, and they never have been.

CHAPTER @NE: A TIME ©F W/ITCHES
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A One particular development of the middle ro late This changed in the 1950s and '60s as an increas-
G 20th century was the recognition of sexual minorities ing number of young Verbena identified themselves
4 among the Verbena. Although gender variances in  with the growing gay rights movement and pioneers
= the Verbena Traditioy date ba{:k to the time of the,like Harry Hay. These “Queerbena” or “Fairy Folk” (as
\ | aneient Wyck, thﬂ open gay, Tes ian, fheymesull sometimes known) associated themselves

ac::epted part of the T adi 'lon | Tradition and pressed for greater acceptance and un-

Same members of the B ewéavers e:xperim ited dﬂ'standmgofsexua__ ifferencesamong their Tradition
with sex-changing and shapeshifting to ex[:ﬂore the | (particularly among the Gardeners of the Tree). They
bounds of gender identity, andisor mmﬁsof Fate, found supporters in the dther tions of theTradinoﬂ
embodied primal states bcyon' culi i eq:ecmlly the Moon-Seekers and
nine, but they were the fr ' By the late 20th centu eX
of in most circles: Althougl generally well acccptai 3
hibited with regard Q. sex A
held taboos about same-sex

t.a widely ﬁmﬁl the gender-variant shamans at the roots of the
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— changes. Traditionalists he _ " 195 mal
v/ relations were “balanced” and therefore “natural.” /
T gl £
“Even after hundreds of years of trying, the Technoc- As Aileen moved off to the side of the circle, Jon stood.
- racy hasn't been able to wipe us out. We're survivors, we “I think we've given you all enough to think about for
8, Verbena, and we don’t give up easily. If you askme, theveal  one day,” he said, looking over the faces of the gathered

threat of the Technocracy is not to us, it’s to our way of life,
our way of thinking and being. They wanted tomake life safe
and orderly and rational, but it's not always. It's ironic,
because in trying to make the world safe for the Sleepers, the
Technocracy has taken away their ability to believe in
anything, even their rational Utopia of Science.

“But life endures, and life adapts, and so do we.”

iitiates. “We'll talk some more tomorrow.”

They all stood and held hands as Jon recited a prayer of
thanks to the gods, then they made their way off to the main
house to start preparing supper. Jon and Kameria stayed
behind, speaking quietly, and he held her close. Teague
glanced back, and stood watching them for a moment,
before biting his lip sadly and turning to go join the others.

HANGING FREITT THE W/ ©RLD T REE:
THE VERBENA W/ AY

First off, life is messy. Despite the best efforts to hide
the fact, it’s still true. We come into the world scream-
ingand bloody. We eat, we crap, and we sweat. We need
to fuck. We're filled with primal drives and emotions,
an inheritance from animal ancestors we're not as far
from as we'd like to think. In the end, we rot and
provide food for the worms, the bugs and the plants.

That'’s the way it is. It doesn’t mean we have to live
like animals — we have intelligence to help us under-
stand things like right and wrong — but it also doesn’t
mean our animal side isevil or sinful, like you've probably
been told. Nature isn’t good or evil. It simply is. Some-
times it’s cruel and merciless, other times it's endlessly
giving, but it’s all part of the same world, part of us.

Life is precious, but life is often also cheap, Life feeds
on itself, in one way or another. Animals eat plants and

| The circle gathered again the following after-
Wl noon. This time Jon sat in the middle of the
circle with the initiates watching and waiting.
_ “Yesterday we talked about our history as a

| Tradition,” he said. “Today, you're going to
§ | learn about what it means to be Verbena, what
our Tradition is about.” He paused foramoment,
as if collecting his thoughts, and then began.

Being Verbena is more than just learning to wave a
wand or pick herbs or worship particular gods. It's a way of
being, most importantly a way of living. That’s what it

- comes down to, living. We're about living life, not just

« g | = sitting around and talking about it like we’re doing now,

8 ‘; +.  buralso getting out there and being a part of it. So here are
3 a few simple truths that the Verbena believe abour life.
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each other. Animals die, and bacteria and smaller animals
feed on them, turning them into nutrients for plants, and
so on. There may be some mages out there who think we’re
all going to Ascend and live onairor lightorsomething like
that, but that's not who and what we are. Life feeds on
death, because without it, life has little meaning.

DYING

What happens to us when we die? That's the age-old
question. A lot of Verbena believe that we reincarnate,
that our souls (or portions of them) move on to other
bodies and we're born again into the cycle of life. Other
Verbena | know believe lots of different things: that our
souls goon tosomesort of afterlife (call it the Summerlands,
Heaven or whatever); that we merge back into the great
cosmic Lifeweb, losing our identities in the process; or
even that we just vanish into nothingness. Where we go
doesn’t matter as much as the fact that we all die and we
don’t really know what happens after that.

You'veall heard the saying, “Live thisday as if it were
your last.” The reason for that is because death is what
gives life meaning. Among Verbena who believe in
reincarnation there's a similar saying: “Live this life as if
it were your only one, because it may well be.” Far too
many people postpone their living waiting for death to
come. “Maybe in my next life,” someone says. "Suffering
in this life isn’t important, because you'll be rewarded for
it in the afterlife.” Only a religion could be based on that
premise, because it takes a lot of faith to follow it. What
if you suffer your whole life and find out there isno heaven
or hell? What if you expect cosmic justice to give you a
better life in your next go-round, and it doesn’t come?
Personally, 1 prefer to take my chances in this life.

Life without death eventually becomes meaning-
less. We all want to live a long time, but how long? A
century, two, a millennium? More! How long would
you live, if you could? That'’s not an academic question,
as you will learn. Mages have been dealing with it fora
long time. The credo of many is, “I'm going to live
farever, or die trying.” But consider this: If we are the
sum of our experiences and memories, how long before
you have so many of them that you can’t recall them all?
How long before memories fade or, if they don't, before
it feels like you've seen and done it all? Sooner or later,
an immortal is either going to find that life has no

for something to happen, until it’s over and we realize
we wasted it. Death is a great teacher, because it shows
us how to value life. We don't get all hot for death the
way some mages do, but we respect and honor it.

Dyingisas mucharightasliving. We believe in life,
but only when that life is worth living. We don’t seek
death, bur we don’t turn away from it when it comes,
either. Better to die honorably in a cause you believe in,
for your death to be quick and meaningful, than to
slowly wither away. The Progenitors have discovered a
hundred ways to prolong life, but what kind of life is it,
wired to machinesand lying in bed, trapped in a useless,
decaying body? Better for death to come quickly and
with some dignity than to suffer a fate like that.

RELIGI®N AND SPIRITUALITY

Do you believe in the gods? They believe in us. We're
among the last to follow the Old Gods and honor them
as they were in times past. You don’t have to worship the
Old Gods— or any gods — to be Verbena, but sooner or
later you have to acknowledge that the gods are real in
one form or another. I know. I've not only met some of
them, I've been some of them. I've felt the power of the
young god of the green within me, and it was something
other than just me. [t was a power as old as time itself.

We can go on and on about who or what exactly the
gods are. Are they facets of a greater divinity! Are they
just masks worn by greater Incarna, that pose as differ-
ent deities! Did they arise out of our belief, or do we
believe in them because they've always been there?
Folks have been talking about those things for a long,
long time, and it doesn’t seem to me like there are going
to be any definitive answers anytime soon. That's
probably just as it should be, because if you could fully
explain exactly what the gods were, then they wouldn’t
really be gods anymore, would they? It’s enough for now
to know that the gods exist.

A lot of Verbena are pagan polytheists, which
means that we worship many different gods. Some stay
true to a particular pantheon or family of gods, like the
ones honored by theirancestors. Others are more eclec-
tic, worshiping gods from different pantheons and
cultures. Then there are the gods that don’t belong to
any particular culture, but are so ancient that they don't
even have proper names, like the Green Man, the

(L~

meaning because there’s no new experience to be had,
. P

Horned Hunter, the Moon Goddess, the Earth Mother

Netmay o

or creeping amnesia sets in, and what's the point of an  and all the other primal representations of the divine. i
immortal existence you can’t remember? Some Verbena are actually monotheists of a sort, 1I q-j)
Death is the best reason there is for living, because  meaning that they believe in the existence of one {
it tells us all that we only get so much time, and whatwe  divine being. For some that divinity is the One thatthe . Xk £,
choose to do with it is up to us. We can live fully and ~ Choristers talk about, though it may appear in many ' |- 57
well, orwe can spend life whiling away the time waiting  different forms and guises. Some think that the godsare "-‘ )
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lesser spirits compared to the One, or they may just be
facets of it, seen by different people at different times.
There are those who see the divine as inherent in all
things, so everything is sacred, a part of the One (or
God, if you like). I kind of like that idea, myself,

TECHN®LOGY

So naturally the Verbena are a group of Luddites
who want to see technology rolled back to around the
Renaissance and never improved any further, right!?
Well there are some Verbena like that (and some of
them remember the Renaissance) but most of us were
raised in the modern world, just like you. We grew up
with technology and its various benefits. Now, [ like to
think that we're a good deal better educated about the
drawbacks and consequences that come with those
benefits, but we're not necessarily against technology.

| think the way most Verbena feel about technology
and science shows up in the ancient split between the
Aeduna and the Cosian Circle, the mages who became
the Progenitors. The Cosians were interested in science
and medicine solely for theirown sake. Not necessarily to
improve life, although that was one of their stated goals,
but just to know how it all works and to have the ability
to tinker with it. It shows an incredible shortsightedness
on their part. [t isn’t that the Aeduna didn't want better
ways of understanding health and healing, they just
weren't willing to vivisect people in order to get it. I guess
that does make a lot of Verbena seem conservative when
it comes to “progress.” We've never trusted progress
because it has a tendency to get out of control and roll
right over things, places and people far too often.

Still, there are plenty of Verbena who make use of
modern technology and techniques. You can see ex-
amples of them here on the farm, although we make an
effort to have only the minimum for our needs and make
sure that we provide our own power and that we're not
using technology wastefully or harmfully. A lot of people
are surprised to find out that there are Verbena with a lot
of technical know-how. I know Verbena computer
programmers, engineers, ecologists and doctors.

[TIEDICINE

Speaking of doctors, what about medicine? Like
technology, a lot of people think Verbena are opposed
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Western medicine, descended from the work of
Hippocrates and the Cosian Circle, tends to treat the
body asakind of biological machine. If you understand all
of the little parts and how they fit together, then you
should be able ro diagnose and treat disease and injury
like fixing a broken machine. The patient’s thoughts and
feelings are just a distraction — one the doctor is better
off not getting involved in if he wants to do his job.

But we're not machines. Life is more complicared
than that. We've slowly shown modern medicine that
the mind and even the spirit are factors in the healing
process, and sometimes the root cause of illness, roo.
The patient’s attitude and quality of life are factors.
We've also begun to spread the idea that there are
amazing medicines to be found in the natural world,
known to our ancestors for centuries, and that every
problem doesn’t have to be cured by either popping a
pill or cutting someone open.

The worst excess of medicine encouraged by the
Progenitors is the tendency to play god with people’s lives
because you can. The power of life and death is one of the
greatest powers there is, and it puts a lot of temptation into
the hands of healers and physicians. The Progenitors see
nothing wrong with prolonging life long past the point
where it’s worth living, or creating new forms of life that
were never meant to be and that never asked to be born.
They think life is like a curiosity for them to play with, but
it's not, and they're going to realize it sooner or later. I just
hope that their hubris isn't the downfall of us all.

DUTSIDE RELATI®NS

Some say that the Verbena aren’t the friendliest of
folks, but that just means they don’t know us very well.
[t’s true that we're not quick to trust outsiders, but after
hearing our history, can you blame us? The truth is that
we've gotten screwed over by just about everybody at
one point or another, so we're not eager to get burned
again, but we're also the ones who set aside our differ-
ences to join the Traditions. Verbena like Nightshade
and Groth traveled the world to find others to join up.
Would we have done that if we weren’t capable of trust?
If we lost the ability to trust anyone, wouldn't we have
lost to all those who tried ro destroy us?

Still, the Verbena are independent sorts. We prefer

it that way. We don't like to depend too much on

to scientific medicine. Again that is something of a anyone else, but we also recognize that we're all part of

;‘l}, . dtezeolype T}I_ue.re are tht?se Yerbena who think th;‘t ?\u the greater whole. We work together in small groups —
Hj;’,,: L, n}o@em n_'ledlcme 15 t.amted by the betrayal of the i1 losand covens—andwe don’t goin for much in the
l} iy Ct)s.lan (?Jtrcle and {ultlmately congollcd by lthe Pr‘o- way of ranks and titles, as you've already seen.
3 St enitors, but most of us are more moderate on the topic. ! s ;
eyl ?t’s not the science of medicine, but how it's used tlflat Thewaywersiaie movendnselel dupmedipin

u t ; ! > the Rede: “An it harm none, do what thou wilt.” As
H‘ "%y %) can be the problem.
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long as you're not hurting anyone, you're okay. As long
as you don't have a problem with us, we don’t have a
problem with you. Unfortunately, there are more than
a few people who do have a problem with us, like it or
not, and more than a few who are doing harm, and it’s
up to us to do something about it.

THE TRADITI®ONS

[n many ways, the followers of the Old Faith recog-
nized the need for something like the Council of
Traditions before there ever was one. Pagans from
different lands and cultures banded rogether because of
the mutual threat to their way of life. Of course, it
wasn't nearly so formal as the Council, but the followers
of the Old Faith had a lot more in common. Still, it
showed that mages of different paths could work to-
gether, | suspect that the Celestial Chorus and the
Order of Hermes were a little surprised that the Ver-
bena even decided to join the Traditions, given our
history, but leaders like Nightshade encouraged it for
the same reasons as before. Namely, we needed allies
and had a common enemy. Since then, we've learned a
few things from the other Traditions, and I like to think
that they've learned a few from us.

The thing that most of the other Traditionsseem to
have the hardest time with is the way we embrace all
aspects of life, even the ones that aren't particularly
pleasant. The Ecstatics are all about embracing the
pleasures of life, but they're not so crazy abour the
downside of things. When the party’s over and there's
cleaning up and work to be done, the Cultists split for
the next party. A lot of other Traditions wish we were
more “respectable,” saying that the Verbena give every-
one else a bad name by perpetuating the Old Ways. The
truth is they're just as uncomfortable about aspects of
our traditions as the Sleepers can be.

I'd say our closest allies among the Traditions are
the Dreamspeakers. We have a lot in common, but
some fundamental differences, too. The Dreamspeakers
feel the call of the spirit world strongly. They live
between the worlds of spirit and matter, outside the
village where they can watch over people and deal with
the spirits without being too distracted by mundane
things. We're more grounded in the world of matter.
Sure, Verbena visit the Umbra and deal with spirits, but
not as often as the Dreamspeakers do. We complement
each other in that way, one Tradition looking to the
spirit world the other looking to the physical world.

THE TECHN®CRACY

Since the Technocracy has tried to wipe us out ever
since it came into being it’s no surprise that we're not
exactly friends.
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Most of us reserve a particular dislike for the Pro-
genitors — the Convention of the Technocracy
associated with medicine and the life sciences — be-
cause, more than any of the others, we share acommon
ancestry. We both sprang from the herbalists and
pharmakis of the ancient world, but the founding of the
Cosian Cirele inancient Greece split that branch of the
Great Tree. When thﬁ.nr sians divorced themselves
from the Aedunagthey d woted ‘their efforts to the
scientific qtudy of ltfeugnoﬂng dheir folimder’s admon-
ishment tofto! RO hatm n} thé&r 0b€€§su}tg quest for
knowledge -

Chsians and their desths th% Hippo-
cratic Cgrcle an@:heP.rqgémtma—:m@ otei!he idea

of lmqg things as comple xﬁ.‘no chem al machines.

They red gc;aﬂ all life rgysi slemech piritual-
ltyandbehefare cholo ﬁﬂ]bhﬂl(} sbﬁuﬁemmw.
the synapqps of th&hm\mand the },-.gn-nﬁt)neadﬁthe body.

Chemistry’ %phyqlcs, dictated by the sm}ple laws of
non«hvmgmatter Herbalism was associated with witch-

craft. Midwives ind healers were a. tHreat to scientific
medicine. T ——

Now the Progenitors have become the sort of
soulless machines they adsﬁbga;ed They consider them-
selves masters of life eath,creating new forms of
life and twisting jif 'wuth designer, drugs and DNA
sequencing, tum‘.mg t sterile. arixd c@id In place of a
mother's wom thé.fltav&ﬁ]{ipm 'kn place of her
milk, theg E}avu ﬁhmem broth: The mtu
balanc?h ean notling to them, ey‘ it
ior ﬁxf whaﬂﬁe could becomb,ﬁf we
pm. of aur ‘ancestors anti'bf the bala
harmony O‘ﬁ'hl] the bphcreb within thie Self”

The Progmlw’.l,‘g gll:eaiﬁu the'Tﬁniénbcracy are just
as dangerous in their own ways. Ti‘le New World Order
has worked to make relwa.pd«s;amtuahty the domain
of a selected few, who ¢ € to everyone else what to
believe, think and feel. We don’t need intermediaries
hetweers and the gods, and we don’t need Big Brother
to tell us how to live our hwes. They make people fear
thejr own power ands é}slqg fogive it up in exchange
forsecurity and zhwnaﬁ*m &kﬂaw‘iqg that things will
always be thesame. h |

The Syndlcate immmkem the Techﬂpcranc idea
that the world exists muser%}e humanity,’ gnd it’s run
with it. They've ada.llcteﬂ entire cultures ia material-
ism, willing to destroy the world in e; change for
short-term matenal comforqs. 1 know some Verbena,
especially Llﬁzweavars, who pﬁdﬁ' ally mjéct material-
ism because it's tain withT 1estin .0f the Syndicate.
Other Verbena just'try mlme;s mply in harmony with
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ers seemedl 1 ke natural allies for the Verbena “Afterall,
don’t many Marauders want to restore the Mythic Age
and bring magic back to the world? Isn't that what we
want! Putting aside the fact that most Verbena don't
want a return to the Mythic Age as it once was, how can
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you be allied with athungry tiger, or with a hurricane?
You'd have an e,%sxerﬁt!ime of Lgtiian becoming friends
with a M@raudg\‘ W W Ao

The Mad éﬁgs are just thaq,imad and their mad-
ness cax& con . Af am}rm&e suggests to you that
the Marauders Wt Wntla\li‘al]les, run, don’t walk,
away frt%here 'ﬂle Marauders are actually the exact

opposite o aurTr&éj:' n 'ﬂ;&re are stories Wyck
fighting sucﬁ creatt : ' a@%ume&
before the woff _ - w. Wyck
tamed chads A 111‘.clped brmg mdﬂ‘@ t of madness.

gl

 that it mig pmslble to heal the
Marauders, to bring then Jéﬁﬁﬂnd eir Quiet and restore
a semblance of sanlﬁ. #a‘ho’ﬁe goal, but I'll admit
that I'm glad I'm not the one trying to do it.

NEPHANDI

If the Marauders are chzotic forces deserving of our
respect and perhaps our pity, then the Nephandi are
enemies truly worthy of norhing more than destruc-
tion. They serve forges Df rruption, like a disease
infecting the Tellunani and just like a disease, they're
willing to destroy the boay thar they live in. In fact,
most Nephandi are eaget to dt} just that.

The Fallen Onemh%lv@‘used our love of live and all its
pleasures against us in thepast They're tempters, which
is why I say that it’s ben:ertj:ﬁ ﬂs*fied with life than to
try to “purify” yout&eifwtth demal 1t's in that denial that
the Nephandi creép in, whispefing promises about the
things that you want bur-thifk-you shouldn’t have.

[NTERLUDE: [TIIDSUITTITIER S BVE

The initiates gathered for the celebration of the
longest day of the year and the recognition of
passing the mid-point in their year-and-a-day
journey, from Samhain to Samhain. They
waited somewhat nervously in their robes, not
having been told exactly what to expect.

They stood arrayed in a circle around the
Life-Tree, a gnarled old oak that grew in the
midst of the farm's land, It had long since
cleared the space around it of other trees, and stood along,
tall and proud, its branches reaching up to the sky, crouned
with a full spray of leaves that whispered in the breeze. lts
trunk was thick and strong, its roots digging deep down into
the earth. The circle cultivated mistletoe, which grew along
some of the Life-Tree's branches, and the initiates knew that
tonight would be the night to harvest that most sacred of
herbs. Already the white cloth and the small sickle were laid
out near the base of the tree.

As the sun sank doun below the horizon, painting the
clouds gold, pink and purple, the gentle strains of Teague’s
harp could be heard, and the New Hope Circle approached.
They entered the circle ane by one, with Jon leading the way
as always and Teague following last, four of them taking up
places at the quarters while Jon and Kameria moved to the
center of the circle as the last notes of the harp died away.

Following Jon's guidance, they cast the sacred circle and
invoked the power of the four divections, the four elements.
Kameria imvoked the power of the Goddess, and Jon called
upon the power of the God. Then they summoned the
quarters to join them, as Takoda lifted Aileen up to cut the
first sprigs of mistletoe from the branches of the tree, while
Teague led the circle in song. Kameria caught the sprigs in
the white cloth before taking one and dipping it into a goblet,
which she offered to Jon. Then Deborah presented him with
a small cake, which he took and ate. Then he addressed the
gathered circle,
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“Tonight,” he said, "is the shortest night of the year. It
is the peak of the sun's power, but also when the wheel tums
into a growing darkness. We recognize and honor the
coming darkness as a part of the eycle, but we acknowledge
that we will come through it into the light again. All things
pass in their time, and the wheel tums and they come again.”

Jon untied his robe and let it slip from his shoulders,
standing unclad before the Life-Tree. The sun painted the
clouds orange and bloody. Jon spread his arms, as if to gather
up the last rays of light into them as Kameria moved behind
him.

Her hand brushed across his back and he shivered.

“I'm ready,” he said softly.

“I can't,” she whispered. “Jon, I can't...”

“Youcan," he said, without turning to look ather. “You
have to.”

“I love you,” she sobbed, tears streaming down her
face.

“I know. I love you, too. 1 always have, and I always
will, no matter what.”
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The sun sank, and there was a cry, torn from the depths
of two souls, mingled together in the shadows. It was a
primal wail, like the first breath of a newborn, calling out to
the Great Mother.

None of the initiates could say that they saw the strike,
only a flash of the sickle and the gushing of lifeblood onto the
ground and the roots of the great tree, Jon's body sinking to
the earth, held in Kameria's arms, her robe dark crimson in
the fading light. They heard only the echoes of the fading cry
and Kameria's sobs, followed by Teague's voice raised in
song, and they all felt something, a stirring deep in the earth
beneath their feet, a groaning from the trees and from the
Life-Tree itself.

The light faded and the darkness came as they stood,
entranced, feeling the pulse of life growing stronger, feeling
the land and the sky open their arms to receive their children
and welcome them home. It was ancient. It was primal. It
was power beyond words.

It was magic, and it was returning.
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Eye of newt, toe of frog, wool of bat and tongue of dog. ...
—William Shakespeare, Macbeth

G 7 Many different threads make up the tapes-
“ i J try that is the Verbena. While all of the
P Traditions incorporate different cultures
A (:'A S| and factions, the Verbena have somehow

'f““ '-f:-“ \ managed to remain distinct while also

) ]| remaining clear on their overall Tradi-

B tion. The mixing and matching of different

M cultures has also led to the rise of new

colors and offshoots within the Verbena,

carrying many of the qualities of those who came before
them, but still their style is uniquely their own.
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The colorful history of the Tradition forms a rich
compost of decaying beliefs, ideas and techniques (and
some modern Verbena would say that “compost” is an
apt metaphor for the discarded elements of their Tradi-
tion). In that soil, cultures cross-pollinate, the seeds of
new ideas germinate, and young shoots spring up around
the base of the great World Tree, stretching up to the
light. Still the great tree that is the Verbena still stands,
shedding its leaves and scattering its seeds with the
seasons, growing more gnarled with age and wisdom
with the passing of generations, but still deeply rooted
in the earth and reaching its branches up toward the sky.
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THE TRUNK ®F THE TREE
CIRCLES W/ TTHIN CIRCLES
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To outsiders the “organization” of the
Verbena is something of an oxymoron.
While it’s true that the Verbena value
theirindependence and individuality, their
g Tradition is not the complete anarchy
that others believe it is. There is structure
to the Verbena, though it's not necessarily
a structure others recognize. It’s made up
of structures found in nature, like a many-
branching tree with a vast number of leaves.

CIRCLES

The basic organization of the Verbena is the circle,
also known as a grove, coven, covenant or cabal. Itisa
group of Verbena gathered in common purpose. Tradi-
tionally, a circle has three, five, seven, nine or 13
members and never more than that, though modern
Verbena are not always so concerned with a circle’s
exact numbers. A part of the limit is practical. Circles
of larger than 13 are difficult to manage, and they have
a tendency to break up into smaller groups anyway.

A circle can be formal or informal depending on
the desires and designs of its members. More traditional
Verbena circles tend to have rituals of initiation and
oaths of loyalty, harking back to the Burning Times
when secrecy was vital to ensure their survival. These
circles are also more likely to have formal ranks and
degrees of achievement. Other Verbena circles are less
formal, ranging from spiritual groups and serious schol-
ars to discussion and casual social gatherings.

Each circle has its own rules, guidelines and tradi-
tions, as agreed upon by its members. Some circles have
many, most often written down in a communal book of
shadows, some of which date back to the Burning
Times. Other circles have few, if any, formal rules, but
they do their best to achieve understanding and con-
sensus among their members. Despite the best of
intentions, Verbena circles can occasionally be as rife
with intrigue and tension as any other cabal.

Circles often form along cultural or factional lines.
Like anyone else, the Verbena often gather out of
common backgrounds and interests, so most circles
tend to have something more in common than just

pagans, Gardener traditionalists, New Agers, rune-
casters, eco-activists and many diverse other interests.

Verbena circles are not even required to be entirely
Verbena, and many include mages belonging to other
Traditions. Like many cabals, circles can consist of a
diverse group of mages with a common interest.
Dreamspeakers and Ecstatics are the most common, but
Verbena belong to circles and cabals that include
members of every one of the nine Traditions (and even
some Hollow Ones). Conservative Verbena barely ac-
knowledge these “bastardized” cabals, but more liberal
Verbena generally see them as a good thing.

A circle might have a chantry or evena Node in its
care. Generally the older, more powerful and more
influential the circle is, the greater its resources are.
The majority of Verbena circles do not have access to
Nodes (other than what is provided by their elders) and
many have fairly limited chantries. This has changed
somewhat as younger Verbena have occupied the
chantries and Nodes of elders who are trapped beyond
the Gauntlet in the Umbra or lost to the Avarar Storm,
but there are still relatively few Nodes to go around.

RANKS AND R®LES

The Verbena generally tend to shy away from a
formal system of ranks. Even Verbena conservatives use
only a loose ranking based on experience and mastery of
the Spheres, similar to the ranks used throughout the
Traditions. (Indeed, their use within the Verbena dates
back to the founding of the Tradition and the Council of
Nine.) The only common ranks ortitles in use within the
Verbena are novice (or apprentice), initiate and elder.
An initiate is any fully initiated member of the Verbena,
though that status is often somewhat vague, since no
accepted standards for initiation exist, Elder is likewise a
broad term. For some, it refers to true Verbena masters,
many of whom are now lost beyond the Gauntlet. For
others, it is merely a token of respect to the more
experienced members of the Tradition. Elders wield no
formal power other than the respect they command.

Some particular roles have developed within the
Tradition, though notall Verbena circles observe them
and many Verbena shift from one role to another. The

i being members of the Verbena. Many circles represent
| certain “special interests” within the Tradition, includ-

most common role is that of high priestess or priest, who
functions as the leader in ritual matters. Traditional

Pla ing groves of druids (traditional, reconstructionist, circles usually have both a high priestess and a high
¥, ,  heo-pagan, etc.), covens of witches, circles of techno-  priest who are considered the co-leaders of the circle
Yoy
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NeTEWSRTHY CIRCLES

There are numerous Verbena (or mostly Verbena)
circles around the world. A few of the better-known ones
include the following:

The Bardic College: Devoted to keeping the ancient

epic poems and chants. They. also seek out teach
potential future bards. The asrer—bards of t\l-:%ﬂlege
operate fairly independently fa
ally gathering for grand circles ¥
arts and demonstrate the ahllff '
students, Although it was origmall' g
the College has adapted to the tir
members of Finnish, Russian, Ger
Native American and African’
passes the collected lore of ma leures. ,
Circle of the Crossroads: A ’Ve%a cu'cle aﬁilcated
to the worship of the Loas of Voudoun, which grew out of
contact between the Verbena and the Bata’a in the Missis-
sippi Delta region around New Orleans. The circle works to
preserve Voudoun traditions and rites while studying much
of the African roor culture. Members of the Circle of the
Crossroads are known for their knowledge of spirits and the
Umbra, and for their ability to navigate the hazards of the
; Si lTlmey have helped lay many _glfhastband othe

by the storm to rest. The Circle of the

itage. It now encom-

ind Hollow One Traditions as we

Hecate, thewitch queen of the crosstoads.” The Daugh—
terseach com:
their own personal tr
healing through their faith and. davotmn t
Seekings in the Dar @mbra have placed them in touch
with the power of theirown righteous angaﬂ which the

have acttvely turned tows d constructive 'encls AIth af

(though one or the other might have a superior position
in some circles). Feminist circles have only a high
priestess, while rare male-dominated circles have only
a high priest. Many circles rotate the duties of leader-
ship (ritual and otherwise) among their members or
choose as the situarion demands.
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ing the site and the Node there from exploitation and
destruction. They also teach seekers who come to them to
learn about the Old Ways, and many of them follow a
Celtic tradition strongly based on the legends of King
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articularly large presence in Ieelan
ancestors, near the roots of the World Tree. The membef
of the Ring, both men and women, g dedlca
maintaining the worship of the Old Gods. Th
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Verbena often honor the four quarters or directions in
their rituals, and circle members might be assigned to the
quarters for a particular time. In some circles, this includes
handling other matters associated with that quarter’s as-
pect or element. For example, the north is associated with

the element of earth, so that circle member might also be
responsible for the earthy, practical matterof the circle like
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the care of the chantry, supplies and such. The western
quarter (associated with water) might be responsible for
the health and well-being of the circle, and so forth. Other
circles choose quarters as needed for their rituals and have
no assigned duties for them.

Finally, some Verbena circleshave a warder or guard-
ian who is responsible for the safety and security of the
circle. This practice dates back to the Burning Times,
when Verbena circles required a watcher or lookout to be
on guard and towarn the circle of imminent dangers of all
kinds. In modern times, the warder is often on guard
against threats like Technocratic agents or even mun-
dane problems that threaten the circle.

GRAND CIRCLES

Individual circles are often the largest structures
within the Verbena Tradition. When there is a need, a
group of circles gathers together to form a “grand circle”
(also known as a “grand coven” or “convocation”), a
larger organization made up of smaller parts to work
together toward a common cause. Grand circles rarely
convene for long, usually for just enough time to deal
with whatever concern brought them into being, then
they go their separate ways. Some of the most notable
grand circles in Verbena history include the first grand
circle that created the Tradition and the grand circle
convened in England to foil the Nazi invasion.

Grand circles are not convened solely to deal with
problems. Some parts of the world, particularly Europe
and North America, play host to regular grand circles,
where Verbena gather to celebrate the turning of the
Wheel of the Year and their great seasonal festivals.
The joining of these circles is also a time for exchanging
news, gossip, mystical insights and other informarion,
as well as renewing ties between the diverse members of
the Tradition. Grand circles are also often occasions for
initiating new members of the Verbena or introducing
apprentices to a wider view of their Tradition, beyond
the bounds of their own mentor or circle.

STONES AND GRBVES:
SACRED SITES

The land is sacred to the Verbena, so it is no surprise
that they hold many places dear to their Tradition and
their history. Unfortunately, their efforts to protect these
sacred places have sometimes failed over the years, lead-
ing to the destruction or neutralization of many Verbena
Nodes. They fiercely defend those they have left, though
how long they can do so remains to be seen,

One ractic the Verbena adopted tosave their sacred
sites was to raise public awareness of them, creating an

40 VERBENA
,.‘I.‘!ib!.th flﬁqu ,'H;;‘;k'-‘lq Laft
o *'”" T S e gid

T T 0

'-\“ ('..n—-_:-. = —

"'llil.n--_

sty | .'i!_ ! %

outcry among the Sleepers and a groundswell of support
when Technocratic puppets attempted to destroy or
sanitize them. Unfortunately, this trick backfired on the
Verbena when increased public awareness led to tour-
ismand Sleepers treading carelessly on their once-sacred
ground. In the end, this destroyed or polluted some sites
as surely as the Technocracy would have. Now the
Verbena tend to keep their remaining Nodes and sacred
sites secret, even from their fellow Traditionalists.

According to the Verbena, their greatest sacred sites
are creations of the Wyck surviving from the ancient
mythic age. These sites often feature standing stones,
arranged to tap and channel the power of the Nodes there.

Europe: The cradle of the Verbena Tradition,
Europe remains the home of many of its sacred places
and most important sites, though some have been lost
and others are threatened by the expanding influence
of the modern world.

The most famous sacred site of the Verbena is
Stonehenge in England, also known as “the Giant’s
Dance.” Verbena tales say that the Wyck created
Stonehenge by petrifying ancient giants they warred
with in the mythic age or thar they transported the
stones to their currentsite by powerful magic. Certainly
great monoliths of Stonehenge are not native to the
area, and they must have been transported from ar least
200 miles away. Modern scholars believe Stonehenge
was a kind of calendar, but the truth is more than just
that. Stonehenge was perfectly aligned with the rurn-
ing of the Great Wheel, rapping the Quintessence of a
powerful Node. Standing in the midst of the great
stones, the Wyck could see the whole of the Tellurian
spread out before them, in perfect balance. They could
see the past, present and future written in the stars.

Maodern Verbena make little use of Stonehenge for
two reasons. First, it is so well known thar it is difficult
to access and use in secret for their rituals, though the
Tradition does still have enough influence to close off
Stonehenge for its use if need be. Second, the circle has
deteriorated greatly over the years, throwing off its
delicate balance. The perfect window that Stonehenge
once offered on the Tellurian is now so cracked and
warped thatitis of little use. Perhaps thisis why a recent
Verbena rite at the circle showed a red star looming
overhead and tremendous uncertainty in the future.

Perhaps the greatest Verbena sacred site in Europe is
Glastonbury Tor, the legendary isle of Avalon in western
England. Centuries ago, floodwaters and a deep marsh
surrounded the Tor (a steep, rounded hill), making it an
island that was known as Avalon or the “Isle of Apples,”
associated with the otherworld. A profound shallowing
existed there, granting passage into the Umbra, as well as
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both the Underworld and the Fae Realms. InK mgArrhur s
time, Avalon was one of the last strongholds of the Old
Faith, and it held the Cauldron of Ceridwen, which could
heal and restore life. Arthur was taken there after falling in
battle with Mordred, and some believe that he sleepsin the
otherworld, awaiting his time to return.

Although the Tor has been in Christian hands for
centuries and a church has been built atop it, it remains
firmly in the hands of the Verbena. It is the site of
regular pagan gatherings in England and a place of
pilgrimage for Celtic pagans around the world. The
shallowing is not as deep as it once was, but the hill is
still connected o the Umbra and the fae, though it now
takes magic toaccess those places, where once itdid not.

Other Verbenasites in Europe include the standing
stones of Avebury, the burial mounds of Newgrange in
England and the megaliths of Carnac in Brittany. The
Externsteine in Germany is a towering collecrion of
limestone pillars known as “the German Stonehenge.”
The shrines of the Earth Mother in Malta and the mazes
and temples of Crete are held sacred by the Verbena,
along with some old temples in Greece. Dozens of other
ancient sites lie scattered across Europe, protected and
preserved as bastions of the Old Ways.

North America: The Verbena share many of their
sacred sites in North America with the Dreamspeakers
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and with the various other Traditions that have claimed
Nodes over the years. The major sacred sites of the
Verbena are primarily along the west coast of North
America, stretching from Santa Cruz up to Vancouver,
BC. The central east coast of America also holds many
such sacred sites. Most of the sites in the desert southwest
and Midwest are claimed by the Dreamspeakers, though
they sometimes permit the Verbena access to them.
Mystery Hill in New Hampshire, the megalithic
site known as America's Stonehenge, is attributed to
the Wyck and is situated over a moderately powerful
Node. [ts relative isolation allows the Verbena more
regular use of it, though it remains a tourist attraction
and historical monument, requiring them to moderate
their use to times when the site is closed to outsiders.
South along the coast is the city of Salem, Massachu-
setts, perhaps most publicly associated with witches and
witcheraft of any place in the world. Although the famous
Salem Witch Trials did not actually involve the Verbena
directly, the city has become a strong anchor for their
mythic threads and a center where pagan folk gather.
Many Verbena find the “Salem scene’ " painfully trendy
and pretentious, filled with wannabes and the “nouveau
witch,” but it cannot be denied that it is both a haven for
members of the Tradition and a useful smokescreen, allow-
ingthem tohide true magicamidst the grosscommercialism,
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Gallows Hill, where those accused of witchcraft were
hanged, is a place of power for the Tradition. The frequent
public rituals performed there provide ideal cover for the
occasional genuine rites of the Verbena.
: Other Verbena sites in North America include
. Nodes in the Berkshires and Ozark Mountains, sacred
groves scattered in forests across the continent and the
great redwoods and rainforests of the Pacific North-
west, Western Washington, Oregon and northern
California still possess several moderately powerful
. Nodes that have survived the age unscathed, including
' several sacred springs, particularly Breitenbush and
Cougar hot springs. New Orleans and its surrounding
bayous draw Verbena with ties to Voudoun, and Mardi
Gras is a magical time for mages of several Traditions,
including the Verbena and the Cult of Ecstasy.

South America: The vast Amazon Basin is held
sacred by the Verbena as a cradle of life, supporting a
diverse range of species and many Nodes known to the
native peoples there. Verbena eco-activists struggle
against the ongoing destruction of the rainforest under
the guidance of the Syndicate and the rest of the
Technocracy. Theyfind alliesamong the Dreamspeakers
and scattered sorcerers, but their efforts have only
managed to slow the devastation slightly thus far.

South American Verbena help safeguard the Mayan
and Aztec ruins in Central America. The Incan ruins of
Peru are largely under the aegis of the region’s
Dreamspeakers, though the Verbena come to their aid
| when they can. The Verbena in South America spring
largely from the African branches of the Tradition includ-
ing Brujeria, Santeria and Candomble, along with a few
scattered priests of old Aztec, Mayan and Toltec ways.
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Africa: The roots of the African traditions like

i +  Voudoun and Santeria reach back into the depths of
the continent. War and political upheaval has de-

T’ " stroyed some sacred sites and left others all but useless

4%  tothe Traditionsor the Technocracy. Still the Verbena

call some places in Africa their own.
In Nigeria, to the west of the rain forests and the Niger

B¢ River, lie the remains of Ife, the first Yoruban capital. The
»  Verbenabelieve thatthe Wyck (or theirimmediate Aeduna
*  descendents) established the city, which became the heart
of an African Empire for a time. The gods and spirits
worshipped by the Yorubans now wear the masks of the
Loas and Orishas of other traditions.

‘ Mount Kilamanjaro in central Africa is also consid-

Y eredasacred place bymany, and Verbenaand Dreamspeakers
d, (along with members of other Traditions) visit and speak
wl, - withthe spirits there. Shallowings along the slopes of the
¥, - A mountain lead into the fabled Paths of the Wyck.
Moy
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THE UITBRA: THE PATHS ®F \X/YCK

In the Mythic Age, the Wyck traveled the world along
paths blazed through the Umbra, connecting many of the
sacred sites they built over Nodes to hamness their power.
The Quintessence of the Nodes sustained the Paths of the
Wryck long after their creators had passed into memory,
and their secrets were entrusted to their descendents —
first the Aeduna and, in time, the Verbena.

Over the centuries, the paths have been both a
sanctuary and a means of connecting the scattered follow-
ers of the Old Ways. They allowed the Verbena to escape
from their enemies and flee into the Umbra. They helped
ensure the survival of many Bygones and mythic beasts
when the Verbena opened the paths to them in the Dragon
Exodus, allowing them to seek shelter in the Umbra, away
from the fire and steel of those who hunted them.

The paths wind through the Umbra like a vast
interconnected spider webstretching around the world.
Travelers enter and exit them through particular sites
scattered across the world. Many of the portals into the
Paths of the Wyck have been forgotten or lost with the
Nodes that supported them, creating dangerous gaps
along the paths and roads that trail off into the Umbra
in places, making their navigation more difficult. The
loss of some of the Nodes that once maintained them,
and the effects of the Avatar Storm, have caused the
Paths of the Wyck to deteriorate in places. Yet the paths
are generally safe from some of the dangers of the
Umbra (including one in particular).

The Paths of the Wyck have become an additional
advantage for the Verbena who know how to find and use
them because they are safe from the effects of the Avatar
Storm. The Quintessence that sustains the paths also
helps shield them from the Storm, allowing travelers to
walk the Paths of the Wyck safely without the guidance
of a Stormwarden. Travelers must stay on the paths to
retain their protection, however, meaning they cannot
wander in simply any direction they wish. Furthermore,
the paths are limited to the Penumbra berween various

points on the Earth. Although legends exist of paths that

extend into the Deep Umbra or the Dark Umbra, such
paths are lost to the Verbena (if they ever truly existed).
It is impossible to use the paths to reach the Horizon
Realmsor beyond, and those mages trapped in the Umbra
by the Avatar Storm cannot use them to return.

Due to the decay of time, some paths simply end,
leaving travelers exposed ta the Avatar Storm and per-
mitting spirits from the Penumbra to slip in. This means
that travelers may encounter the occasional Umbrood
along the paths, which might not rake kindly to visitors.
Generally, Nodes that have been sanitized by the Tech-
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nocracy, and even some that have been in the hands of
other Traditions for a long time, do not connect to the
paths, and the Wyck never connected all the world’s
Nodes in the first place — just sites they deemed impor-
tant. Whether or not two particular points are connected
by the Paths of the Wyck is up to the Storyteller.
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The Verbena have kept the properties of the Paths
of the Wyck largely secret, and they rarely entrust their
knowledge to others. Verbena skilled in navigating the
paths are important as messengers and guides for the
Traditions when there is a need to traverse the Umbra
safely in the absence of a Stormwarden.

THEPATHS

The Paths of the Wyck once passed between
nearly every Node and sacred spot on the planet. When
they did, the mages of the Old Faith (ancestors of the

additional person, using up one of his extra successes, and
he uses the other three successes toward travel time: Three
successes times the factor of two means that travel time is

Verbena) had nearlyfas much access to the Umbraas,, one sixth what it would have been otheswise.

the Spirit Talkers do.
ago. The paths still passibetween many of the rﬂa;or

Nodes, but many are no lapger usable. In the odem land having made r

era, the Verbena are llml" o a fractmn of the

The Paths of. the. Wil all - fo
throughout the Penumbra, hhe oh thiere:

those rumors are true, am:l'
has had on those paths, is the'S
A Verbena may use eithér Correspor
Spirit 1 tofind and enter the pa}ths ata Node orsacred
spot. He needs one additional success for each person
entering the path with him, and each additional
success beyond that cuts down travel time to the
destination by a factor of 2.
Example. Oak Merrywether and his companion
angin rural Ireland and need toget to a stone cm:le
‘nnorthern Bngland. They travel toas here
.Méﬁv .L 'th cknows the entrance to a
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at, however, was millennia
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' The next day, Oak and his companion pop out at the
one circle in England, only slightly the worse for wear
markable time, particularly in light of

1 the fact that they had'tg cross the ocean. !
Obviously, a gi ey Node might not be an en-

trance to the Paths of the Wyck. If there is no entry

to the paths, the Effect willmake that clear. Alterna-
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" benamage must be prepare
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BRANCHES @®F THE T REE: FACTI®NS

| The Verbena Tradition arose from di-
verse cultures, united in the common
cause of survival in the face of the grow-
| ing power of the Order of Reason and its
| crusade against pagan folk in Europe.
Later additions to the Tradition joined
for much the same reason: survival in the
face of the growing power of the Tech-
nocracy and the goals it supported.
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Despite (or perhaps because of) their diversity, the
Verbena did not divide among cultural lines, Instead,
the major factions of the Tradition are divided by their
views on the Verbena's proper role — and by extension
the proper role of all mages — in the scheme of things.
This four-fold division corresponds to many such divi-
sions noted by followers of the Old Ways: the four
directions, four winds, four elements, four seasons and
so forth. Modern mages tied them to the four recognized
aspects or essences of their Avatars.
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GARDENERS @®F THE TREE

= The Gardeners are Verbena traditionalists, inheritors of a line that stretches back to
™ the Aeduna and the fabled Wyck themselves, the very first of their kind.

The history of the Gardeners is the accepted history of the Verbena, though
the faction itself only came into being with the formation of the modemn
Tradition. There have always been keepers of the Old Ways, honoring the rites
\ handed down from their ancestors. When the Vf:rbena gathered to join the

ways in the face of the growing power of Christendom and I:he Science
championed by the Order of Reason.

In truth, some of the early Gardeners also feared the contamination and
dilution of their Tradition. Their ways were not for everyone, but secrets
passed along family lines. Becoming a mage was not just a matter of interest
and talent, it was something in the blood. The Gardeners felt the Tradition
should be exclusive; they did not want to see the Verbena adopting any
\ random waif or Orphan who came to them. They did not want to see the
)\ secrets of their ancestors passed to the unworthy.

Of course, the Verbena still needed new blood to revitalize the old
families and carry on their traditions. The Gardeners recognized this
and permitted carefully chosen outsiders to join their ranks, but the path

| was not an easy one. Even to this day, the rites to join the Verbena are
demanding and not for the faint of heart. The Gardeners saw this as
safeguarding their ways, sheltering the roots of the Great Tree.
Foralong time, the Gardeners of the Tree held sway over the Verbena
asa whole, keeping the Tradition both united and distinct. They formed the
proud core that carried the Wise Ones through the Burning Times and the end of the
Mythic Age, allowing them to weather the Order of Reason's crusade. They ensured
that the Old Ways survived, but the traditionalists also clung to old divisions and
prejudices. They recalled the times before the Verbena were forced to unite, and in
many ways, they longed for those bygone days when they did not need to depend on
other cultures and peoples. They discouraged the mixing of the Tradition's different
\\| culturaland mythic threads, though it happened anyway, in spite of the Gardeners' best
1Y efforts to keep them wholly separate and pure.
The matter came to a head when a Verbena splinter faction allied with the Nazis
| during the Second World War. Extremist rune-workers, they wanted to ensure the
| “purity” of the Aryan race and tradition. No longer would they tolerate the mongrels and
{ compromises of the Verbena. They would reclaim their ways and their power. The other
Verbena were horrified, but many chose to abstain from the conflict, seeing it as another
| storm for them to survive. Some Verbena chose to support the Allies, particularly in
Britain, which was long a Verbena stronghold. They worked to unite the apathetic
Tradirions against a common foe and to balance the workings of their rogue brethren.
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Following the war's end, the Gardeners softened their view on traditionalism,
While they continued to maintain the Old Ways, most came to accept the need for new
blood and new ways in the Tradition, if it was to remain healthy and strong. Still, the
Gardeners of the Tree remain responsible for keeping the Old Ways alive and tending
to the Tradition's roots so that the Verbena do not forget where they came from.

Philosophy: “The blood will tell,” say the Gardeners, and they hold to the
| Xy belief that power and prestige among the Verbena is passed down along family
lines. While they are no longer quite as aristocratic and exclusive as they once
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were, many Gardeners still take grear pride in their ability
to trace their lineage back hundreds of years (if not longer),
to some of the greatest names in Verbena history.

Their sense of history gives the Gardeners a great deal
of parience, and stubbornness, as the other factions point
out. They are as patient and enduring as the oak, but
sometimes just as slow to take action, For the Gardeners,
living in the moment does not mean acting in haste, but
being aware that the future will come in its own time, and
the best one can do is live in the present.

Style: As might be expected, the Gardeners of the
Tree adhere to a rigorously traditional style of magic based
on their cultural lineage. They are the few examples of
relatively pure druidic, Nordic, Tuscan and Thessalian
magic left among the Verbena. Their magic is often some
of the most primal and visceral, just as their ancestors
performed it before them for untold generations. Garden-
ers tend to rely on tried-and-true methods and traditional
formulas. Rotes are especially common in their mystical
repertoires, and new ways of doing things are suspect. To
their way of thinking, it’s quite presumptuous to claim to
have improved upon millennia of traditional technique
and understanding.

In addition to the Verbena's specialization in Life
magic, the Gardeners of the Tree also possess a notable
talent with the Sphere of Matter. Potion brewing and object
enchantment are important parts of this faction’s magic.

Organization: The Gardeners are the most organized
of the Verbena's factions. Although individual Gardeners
hold to the traditions they were raught, many different
threads run through the faction, each distinctand separate,
and the Gardeners prefer to keep it that way. While
Gardeners of different lineages respect one another and
work together when necessary, they otherwise prefer to go
their separate ways.

Gardeners maintain the cohesiveness of the Verbena
by organizing covens and circles, and the grand covens
where groups of Verbena gather to discuss matters and
work magic together. They maintain that the disparate and
scattered nature of the Verbena is actually one of the
Tradition's strengths, Their small covens often react ro
changes more quickly than the larger gatherings and
chantries of other Traditions do. As with cells of the body,
the death or sickness of a few does not immediately con-
demn the rest, allowing them to fight off threats to the
health of the Tradition as a whole.

Gardeners recognize few ranks. Elders are respected,
honored and deferred to in most cases, but all members are
considered equals and treated as such.
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Family and lineage are immensely important to the
Gardeners. Many of the great Gardener families claim
pedigrees extending back to the Wyck themselves (some
with more credibility than others). With the aid of magic,
witch families tend to be remarkably fecund, not to men-
tion strangely lucky. In certain regions, their extended
families are powerful politically as well as mystically. Cer-
tain small towns throughout Europe and America are even
controlled by tightly knit families of witches, rthough
mystical ralent no longer follows the lines of heredity as
predictably as it once did.

Initiation: Once a supplicant joined the ranks of the
Gardeners of the Tree only by proving a lineage that was
worthy. The scions of pagan families and clans stretching
back to the earliest days dominated the faction. While the
faction has loosened up, a degree of respect and prestige is
accorded to those of a great and honored lineage.

Even the best lineage is not enough, however, if it goes
untapped. Acceptance into the ranks of the Gardeners
requires dedication and hard work. There are tests and
trials of the supplicant’s knowledge, scholarship, persis-
tence, patience, will and spirit. The druids of the faction,
for example, emphasize that the training of one of their
number traditionally takes 21 years. Would-be Gardeners
are expected to learn vast bodies of lore and to be well
versed in the history and ways of their Tradition.

Cultures: The Gardeners make up the most Euro-
centric faction of the Verbena. They recognize that other
cultures have traditions that reach back to the same Wyck
roots, but those cultures weren't there when the Verbena
came into being, so they are by definition “newcomers,”
even if they have been part of the Verbena for overacentury.

Therefore, many of the most conservative Gardeners
have Celtic or Germanic roots, maintaining the traditions
of the druids and the rune-magicians of old. The Germanic
Gardeners have worked hard to overcome the taint of
Nazism while maintaining their Aryan pride and tradi-
tions. There are known to be some neo-Nazis still within
the Verbena, but they are at the fringes of the Tradition,
and they have no real influence.

Ironically, the Gardeners also artract many new cul-
tures into the Verbena simply because they wish to protect
and maintain their own distinct identity rather than being
subsumed into a “generic” Verbena Tradition. Thus Gar-
deners from African, Hispanic and Native American
cultures have helped add to the diversity of the Verbena as
a whole.

Associations: The element of earth, the north direc-
tion, the season of winter, the colors green and brown and
the pentacle.
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T\Y/IST'ERS OF FATE

A

Verbena scholars believe that the name of the legendary
Wyck means “wise” but also “to twist, bend or shape” —
fitting since the Wise Ones twisted reality in accordance with
their wills. The Twisters of Fate hark back to that primal
essenice of the Verbena's distant ancestors, the power toshape
the world. The existence of the Twisters (or Spinners) of Fate
as a faction of the Verbena can be traced back to the earliest
days, before recorded history.

The Twisters maintain that the first of their kind were
the primal shamans, wise women, healers and willworkers of
humanity. Invested with shards of the Pure Ones, they held
the insight and the power to shape reality to their liking and
to suit the needs of their people. These shamans had a keen
understanding of life, intimately associated with its cycles, in
tune with its pulse and rhythm.

These willworkers became associated with the Aeduna,
the inheritors of the secrets of the Wyck, ancient healers. In
time, they were incorporated into the Aeduna, blending into
the tapestry of the Old Faith throughout the ancient world.
For a long time, they were all but indistinguishable from any
other Aeduna or Old Faith mage, since they did not divide
themselves into factions in the same way in those times. Still
the Avatars of those first shamans continued to incarnate in
new forms, over and over again.

Once the Tradition was founded and became a part of
the Council of Nine, some Verbena experienced a stirring
within their Avatars. Newly Awakened members of the
Tradition had dreams and visions of previous lives when they
were the first to tame the storm, to speak with the spirits of the
plants and the beasts, to treat the sick and the injured. At the
same time, the traditionalists of the Verbena stressed the
maintenance of the Old Ways, and rituals became increas-
ingly complex and intertwined. Some of the Twisters of Fate
likened it to a garden being choked by weeds. They needed to
clear away the undergrowth, they said, so the Verbena could
breathe. It is good for a forest to burn from time to time so new
growth can arise from the ashes.

So the Twisters of Fate began to break away from the
traditions of the Gardeners. In retrospect, some believe that
the separation drove the Gardeners deeper into their conserva-
tive ways, leading to the schism between their Germanic and
Celtic cultures before and during World War II. There are
those who claim that the break came with the guidance of one
of the Wyck, who appeared to the primordial Verbena and re-
awakened in them memories of the distant past. Whatever the
case, the Twisters of Fate were no longer content to work
changes within the structure set forth by the Gardenersand the
elders of the Tradition. Instead, they sought out their visions
and past-life memories and worked to re-capture the primal
essence of their Tradition, stripped of all the various beliefs and
practices that had accreted over the centuries.
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The Twisters of Fate have never composed a large
faction, and they remain the smallest within the Verbena, but
they have grown since their early days. Even more than most
Verbena, the Twisters are solitary, each seeking an under-
standing of the Old Ways, and occasionally passing the
knowledge on to those who will listen. Their involvement in
the politics of the Tradition (such as they are) is limited.
Generally they are supporters of simplicity and recapturing
the fundamental essence of the Wyck, the primal, mythic
qualities of their Tradition.

Philosophy: The Twisters of Fate are interested in the
bare essentials of both life and magic. “Live simply, so others
may simply live,” is a part of their credo, but more than that,
they desire to recapture some of the power and wonder that the
first Wise Ones, the legendary Wyck, wielded in their time.
They delve into the past, seeking to learn how all the diverse
cultures and paths of the Verbena (and all mages) came into
being, a kind of grand-unified theory of magic and creation.

Along the way, the Twisters feel it is their duty to use
their power and insight for the good of all. Of course, what
constitutes “good” is somerhing of a matter for debate, but it
generally involves using magic to ease the sufferings of life for
others, whether through blessings, healing, insight or simple
good advice.

Astheirname implies, the Twisters of Fate are not above
tugging on the strands of destiny to help things to come out
differently. They are profoundly dedicated to the idea that
people can and should make a difference, even if (especially if)
it involves a measure of personal risk. Twisters feel that too
many people, éven mages, give away their power, surrender-
ing to the demands of tradition, the expectations of society
and those looking to take their power from them.

Style: “Primal” best describes the magical style of the
Twisters of Fate. They manipulate the stuff of reality with little
more than their bare hands, their indomitable will and what-
ever tools are close at hand. Their foci are either those things
found easily in nature — fresh herbs, sticks, game animals,
scattered stones — or their own bodies. Twisters of Fate use
every part of themselves as their magical instruments. They
dance and sing. They spit and bleed. They weave the threads
of fate from their own hair, and they have sex beneath the open
sky to raise power. Their words and actions come from their
hearts and from the visions they have received. What rotes
they know and practice are very old, indeed.

The primal nature of their magic makes even some
Verbena uncomfortable with the Twisters of Fate, and mages
of other Traditions often consider them “"savage” or “un-
schooled” when they are actually in touch with considerable
inner wisdom. Some Dreamspeakers have found similarities
between the primal Verbena and themselves, and the two
share a mutual respect.
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The Twisters of Fate, as their name might imply, have a pronounced facility with the Sphere of Entropy as well as the
Verbena's traditional Life Sphere.

Organization: The Twisters of Fate are united solely through their vision of what they once were and can be again. They
have no leaders or ranks, and they have few covens or circles entirely dedicated to their faction. They honor their elders but
recognize that all Avatars come from the same source and are equally as old. The vision of a young mage is no less valuable

or insightful than the memories of an elder. 7]
Initiation: The Twisters of Fate rarely choose their initiates. Instead, their
initiates choose them. A Verbena with strong past-life memories or a
primordial Avatar could be drawn to the guidance and the
philosophy of the faction over time. Becoming a part of the web
of the Twisters of Fate is often as simple as declaring it to
others, but it can be difficult because of the way other
members of the Verbena sometimes look askance at
their more primordial brothers and sisters. Al-
though acceptance into the faction is relatively
easy, the true initiation comes in the form of the
visions and Seekings the initiate undergoes. They
can be harrowing indeed, particularly for the more
rational mind caught up in
the modern viewpointand ~ _}
ways of doing things. =
A particularconcern
for the Verbena is the number of
Twisters of Fate who fall prey
ta their powerful visions, ei-
therentering Quiet orslipping
into madness and becoming Ma-
rauders. Many wonder if some past-life memories and experiences are better left
buried, and if seeking the Mythic Age is a dangerous and wasted effort in the modem
world. The Twisters of Fate say only that such defeatist attitudes are unworthy of
true willworkers.

-

-

- -

Cultures: The members of this faction transcend cultural background and
heritage. They are found scattered throughout the Verbena Tradition and all
across the world. Much to the dismay of the Gardeners of the Tree, Twisters
of Fate seem to appear regardless of bloodline or magical heritage. The sale
determining factors seem to be the nature of the Avatar and the
disposition of its human incarnation.

Although they come from diverse backgrounds and
cultures, Twisters of Fate often seem to belong to a single
culture: the first, primal culture of humanity. They are
often called Modern Primitives (or Neo-Primitives)

for their practices and attitudes, though to consider
them unsophisticated or ignorant is to misunder-
stand them entirely.
Associations: The element of water, the west
direction, the season of autumn, the colors deep blue
and orange and the chalice or cauldron.
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TTIOON-SEEKERS

If the Gardeners of the Tree are its strong trunk and the  ideas into the patchwork fabric of the Verbena. In this, the

Twisters of Fate are its deep and gnarled roots, then the Moon-Seekers have existed in balance with the Gardeners of

2= Moon-Seekers are the Tree of Life's many leaves (though the Grear Tree, who counsel caution and promote conserva-
some have likened them to the tree's “fruits and nuts” in-  tism where the Seekers forge ahead and promote change.

7 stead). Certainly, the Moon-Seekers are among The occult revival in the late 19ch and early 20th
the most diverse and eclectic members of a century was a boon to Moon-Seekers, opening up
profoundly diverse and eclectic tradition. many new opportunities. The forward-thinking ele-

< While the Verbena have always had their ments of the Gardeners disseminated and promoted

4+ traditionalists and staunch conservatives of the the Old Ways among the Sleepers, leading to a rise

4 Old Ways, they have also had those able to look in modern witchcraft and neo-paganism. The Moon-

beyond the bounds of their own ways and see Seekers found fertile ground there for new ideas to

similarities in the ways of others, and find potential rake root and grow. While conservative Verbena
in the differences. Indeed, it is unlikely the Ver- were dismayed at the ways in which pop culture
bena would even exist if not for those pagans, wise and the New Age movement rwisted, mangled
ones, druids, rune-carvers and others who were and rransformed the Old Ways, the
able to see that the Old Faiths of Europe had a Moon-Seekers were delighted, sam-
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0 sl common cause and a common foe in the Order pling from the vast offerings of the
- of Reason. If such pagan visionaries had not New Age.
united their peoples, then the Old Faith might Many modern Moon-Seekers
| have died in the fires of the Burning Times. sprang from the seeds sown during
: & Since the creation of the Verbena as a that time, heirs of the Age of
= Tradition, the Moon-Seekers have alwayssought Aquarius and the Summer of
\|

out new ways to understand the wonders of life
and new things to add to the Tradition’s diver-
sity, mulch and fertilizer for the soil of the
L " Great Tree, as it were. Wandering

Love. The faction has grown
tremendously with the influx
of new initiates and the new
ideas they bring with them. It
has led to the popular image
among the Verbena of Moon-
Seekers as the "nouveau witch.”

L
—
2

Moon-Seckers have found wis-
» dom in places and people all
across the world. Some of it

L

? . has become part of the Verbena Tra- Conservatives and traditionalists de-
I ’ dition as a whole, while some has appealed ride them as “crystal wavers” and

h ! only tosmall groups of Verbena, or tonone other “New Agers” (or worse terms), but
h than the individual who discovered it. The the Moon-Seekers faction is a force
i Moon-Seekers don't force their approach to to be reckoned with in the Tradi-

i magic on others, but they are willing to share tion, particularly since the Avatar

'5 ¢ what they have learned. What everyone else Storm. With the Verbena's ancient

masters closed off in the Seasonal
Realms and other regions of the
Umbra, youngsters like the Moon-
Seekers have taken on the care of the
Tradition and have taken on the
challenge of guiding the Verbena into
the future. They're intent on bringing

« I'&  chooses to do with it is up to them.

;1 I Moon-Seekers have been at the fore-

‘ff=  frontof incorporating new crafts and mystic
.. paths into the Verbena Tradition. To them,

the work begun with the Great Rite that

"'+ unified the Old Faiths of Europe continues

2 on. In their view, the pagan peoples of the

; ¢ world, followers of the ways of their ances- the Tradition into the 2]st century —
1 tors, those who feel the pulse of life and kicking and screaming if need be.

] the dance of nature, are brothers and Philosophy: “Honor the Old
" sisters to the Verbena. The efforts of Ways, but live in the present,” is the
j "1, Moon-Seeker visionaries led ro the Moon-Seekers' credo. They

1 incorporation of Nartive
| .= American, African and
§ . some Asian crafts and

firmly believe in the way of
life the Verbena espouse,
but they think that clinging

i
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to ancient traditions and outmoded ways of thinking will
mean stagnation and eventual death for their Tradition.
Growth and change are vital elements of life — some say its
very essence. For the Verbena to embody life, they must also
grow and change, While there is much wisdom to be found in
the ways of their ancestors, there is also just as much to be
found in the ways of other people and cultures, and in the
ideas of the young. The Moon-Seekers do not reject any idea
out of hand, and most are willing to try anything once.

Moon-Seekers often find themselves struggling for ac-
ceptance and acknowledgment from more conservative
factions such as the Gardeners and the Twisters of Fare. They
consider their ways just as valid as the ancient bloodlines and
the primal workings of the Wyck, but other Verbena do not
always agree. Many Moon-Seekers don't particularly care
what others think. Some even actively rebel against the
traditionalists within the Verbena, claiming that their views
are outdated and only hold the Tradition back from achieving
its true potential.

Style: Always willing to try new things, Moon-Seeker
magic is eclectic, to say the least. It typically blends more
traditional elements with the latest New Age trends or
discoveries in a patchwork that yields some surprising results.
Much as the traditionalists among the Verbena look down
their noses at the magic of the Moon-Seekers, they are forced
to admit that it is effective.

The Moon-Seekers are the most likely to borrow foci and
mystic elements from other Traditions, and most cross-Tradi-
tion mixing found within the Verbena comes from the
Moon-Seekers (along with some Lifeweavers and Fare-Twist-
ers looking for common elements in the roots of various
Traditions). Factions like Clan Impaossible, the Neo-Tradirion
Reformation Front and Voudoun draw some Moon-Seekers
(see Guide to the Traditions, pp. 197-201 for details).

In addition ro their ability with the Life Sphere, Moon-
Seekers often have a relatively easy time with the Sphere of
Mind as well.

Organization: More than any other faction, the Moon-
Seekers are given to organizing rhemselves into groups, based
on their common interests. Often when a particular trend or
idea takes hold within the Verbena, Moon-Seekers and some
few others will cluster around it, either forming a coven ora
less formal group to explore it further. Most of these groups are
fairly short-lived. Either interest in the idea plays itself out, or
personality conflicts break the group up. Some more enduring
groups have arisen from such mystical experiments, hawever,
and they still pursue their own particular ends.

Initiation: A common expression among the Moon-
Seekers is, “Initiation is an ongoing process.” In practice,
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initiation into the Moon-Seekers is relarively easy — it's life
asa Moon-Seeker that can sometimes be difficult. They often
find their challenges in gaining acceptance and respect from
other members of their own Tradition, as well as in building
bridges between the Verbena and orher Traditions and crafts.
Members of the faction rarely perform their Seekings in
solitude. Instead, they find enlightenment and understand-
ing by working with others.

Cultures: If the Moon-Seekers partake of a parcicular
culture, then it is modern culture, that is to say every culture
that they come into contact with, There are Moon-Seekers
fromall walks of life and most nations and cultures around the
world. They also do not limit themselves to the culture of
their birth. There are European Moon-Seckers drawn to
Native American practices, South American Moon-Seekers
working with Aborigine ways, and Asian Moon-Seekers who
practice Celtic druidry. There are a number of sub-cultures
within the Moon-Seekers as well.

Techno-pagans are those Verbena who embrace tech-
nology while holding true to the beliefs of the Tradition.
They see no inherent conflict between the tools of science
and the ways of magic, and they often form covens with like-
minded Verbena or chantries with Virtual Adepts, Sons of
Ether, Hermetics of House Verditius, Dreamspeaker techno-
shamans and so forth.

A variety of New Age factions, such asthe Society of the
[nner Light and the Children of Aquarius, espouse the cause
of peace, love and understanding. They are often pacifistic
and uninterested in any talk of the Ascension War. Ascen-
sion is not a war, in their view, but will only come through
enlightenment and love. Cross-cultural Verbena like the
Hearth-fire Circle, the World Tribe and members of the Neo-
Tradition Reformation Front work to promote understanding
among diverse cultures and belief systems, seeking common
ground between them.

Moon-Seekers reject any notion that the unity of oppo-
sites endorses the superiority of male-female couplings. The
so-called Fairy Folk of the faction (also known tongue-in-
cheek as the “Queerbena”) include many gay, leshian, bisexual
and transgender people. They explore notions of identity and
the balance of masculine and feminine within themselves.
They have likened their experiences with straight society to
the sort of acceptance the Moon-Seekers look for within the
Verbena as a whole, and with the struggle of the Traditions
against the apathy of the Sleepers.

Associations: The element of air, the east direction, the
season of spring, the blade the colors yellow, pale blue and
pale green.
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There have always been Verbena who felt the lure of the  Tradition. In the Myrhic Ages they were hermits, wanderers

wild strongly in their hearts, and who understood that the and strange folk living out in the wilds. They had few dealings
ways of life are neither good nor evil — they simply are. The with civilization and lictle interest in their fellow mages.

Even another follower of the Old Ways was like a wolf
entering the hunting grounds of a potential rival —
treated with respect, but also warned off in no uncertain
terms. It was only when the noose of the Order of Reason

grew tighter that these scattered mages came into the fold

of the Verhena (and a few other Traditions, like the

strangest survive, and those wha have Awakened to their
power are among the strongest of all, provided they do not
falter. The Lifeweavers make up the faction that most
strongly identifies with the predators of the natural world.
In a world of predators and prey, they know which role

I they'd rather take. {

E The Lifeweavers faction of the Verbena was in ,, Dreamspeakers).

[ many ways created by the otherfactions (particularly the f Since then, Lifeweavers have regularly flouted or
) : Gardeners of the Tree) so they could put a label on those ignored the conventions of their Tradition, while more

“respectable” Verbena have spent time apologizing for them
or trying to correct the impressions rthey give others of the
Tradition, Still, the Lifeweavers have provided the Verbena
with an often-needed push and have given others reasons ro
respect (and fear) them.

Verbena who did not fit into any other faction or sect.
Although they have adopted the name as their own, the
Lifeweavers still remain more of a scattered group of
individuals than any sort of orga-
nized faction. They recognize
each other and their com-
mon  beliefs, but
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If the Twisters of Fate are the Tradition's primal past,
then the Lifeweavers are the force driving the Verbena

LA

\ L otherwise mind their forward. Even more than the Moon-Seekers, they abandon
".; b= own business, which is all pretense of tradition and embrace the moment, secking
‘| {' just as they would \ to push their limits and transcend them. They remind

j o have others do. N\ other Verbena just what they are capable of doing, and

Lifeweavers becoming, if they so choose.
have always ex-
isted on the

fringe of the

Philosophy: Body and mind are like clay to
the Lifeweavers, the media they use to create
something new and wondrous. They con-
tinually re-invent themselves and, in so
doing, come to better understand who
and whart they are. They experiment
with shape, form and capabilities, try-
ing to improve upon what nature has
given them, but they do not forget thar
they are a part of nature. While many
Verbena talk about empathy for the
natural world, the Lifeweavers find it
by wearing the skin of a wolf or the
feathers of an eagle. They even experi-
ence life as trees, insects and other
creatures that can only be imagined.
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Ritual and tradition are unimportant
to the Lifeweavers, Living is what is impor-
tant to them. Other Verbena touch the sacred
cycles of nature through seasonal celebrations
or working with their hands in the Earth.
Lifeweavers find the sacred in chasing down their
prey and tasting its blood, in running or flying free
beneath the open sky, in coupling in the night
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under a full moon. The greatest sacrament is living life to its
fullest and experiencing all that it has to offer.

While they believe in living in the moment, most
Lifeweavers do not suggest abandoning reason altogetherand
living solely as beasts. They recognize the ability to think,
question, understand and express new ideas as vital. Magic,
after all, comes from enlightenment, not regression. Just
because they can become other things does not mean they
should abandon being human. Instead they have the oppor-
tunity to expand the definition of “human” and therefore
extend the boundaries of their experience.

Style: Lifeweaver magic isas primal and dynamic as they
are, visceral and disturbing to outsiders. The Sphere of Life is
their primary focus, just like other Verbena, but Lifeweavers
tend to focus their Life magic inward, on transforming them-
selves. They’re often skilled shapeshifters, capable of raking
on a diverse range of forms, and as comfortable in a beast’s
skin as they are in their own. They use Mind magic both to
understand the speech of beasts and to rest the limits of their
own minds and perceptions.

Lifeweaver foci most often come from nature or from
their own bodies. They use blood (and other bodily fluids),
and many carry animal hides that they wear as part of their
transformations. Herbs and mushrooms fuel their Mind magic
and many of their spells of healing, transformation and
occasionally cursing. A Lifeweaver rite might consist of
stripping naked, pissing in a circle on the ground and cutting
bloody runes into his flesh to bring on a desired transforma-
tion.

There is concern among both the Verbena and the
Traditions about the number of Lifeweavers who skirt peril-
ously close to abandoning their own human nature entirely.
Certainly, some Lifeweavers donot care for human company,
and rarely for human form, but surprisingly few of them have
gone over the edge into madness.

Organization: The Lifeweavers have no organization,
nor do they feel the need for any. Each is independent, and
they all fiercely resist efforts to get them to conform to anyone
else's way of doing things. They participate in the seasonal
rites and celebrations of their Tradition when it suits them,
but no one can predict their comings and goings. They dojoin
covens and cabals from time to time, but rarely for very long
before they decide to move on to something else. Some
Lifeweavers gather in groups likened to packs of wolves or
flocks of wild birds, remaining together for a while, then
either going their separate ways or breaking apart due to
conflicts within the group. Some few circles of Lifeweavers,
however, formed young and have stayed together for decades.
In such cases, the members of these cabals are ried so closely
to the other members that they are more like close siblings or
soulmates than anything else. The downside to such cabals,
however, is that the death of one member frequently destabi-
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lizes the survivors to such a degree that they're likely to go
slightly (or dramatically) mad from the grief of losing so
intimate a companion.

There are some telling reasons for the intensity of inter-
personal connections among Lifeweaver circles. When form
and appearance are soeasily varied, beauty becomes moot and
character assumes a key position above all other elements,
Lifeweavers, therefore, choose their associates very carefully,
judging their companions’ behavior over time more than any
other factor. The stability provided by intimates also takes on
great importance for these mages. When even one’s own
shape can vary so wildly, the assurance and reliability of true
friends is invaluable.

Lifeweavers are not necessarily anti-social, just indepen-
dent. They don’t make friends easily, but they're staunch |5
friends to those they choose, Likewise, they do join groups,
but only because they choose to do so, not because of the
expectations of others. Lifeweavers are known to associate
with other independent mages, particularly Dreamspeakers, |
and also with skin-changers. -

Initiation: Lifeweavers choose whom they will as their
apprentices, and they don't choose often, A potential appren-
tice has to have some ralent or spark thar impresses the mage,
from a fierce and independent spirit to a hint of great mystic
potential to a deeply noble character that the Lifeweaver
respects. Would-be apprentices must be willing to cur tes
with their former lives, because it's unlikely a Lifeweaver
mentor will remain in one place for very long.

The initiation and instruction of a Lifeweaver appren-
tice is often direct and quite harsh, a “sink or swim" approach.
Such experiences serve to weed out those who don't have
what it takes. Common initiation ordeals include reaching
apprentices rosurvive in the wild with little or nothing inthe 1+ =
way of tools, stripping away the veneer of civilization ta show _
them their true selves or changing them into a bestial form to ;
appreciate the world from a new perspective, -

Cultures: Whatever their origins, civilized culture holds '
little interest for Lifeweavers. They are most often associared
with primitive cultures that understand and appreciate their _!
way of life. lronically, many Lifeweavers appear to come from ¥
comfortable, civilized backgrounds and revel in the act of
casting away civilizarion and irs discontents,

Some Lifeweavers are drifters or social chameleons,
adopringdifferent forms and artitudes as easily as other people
change clothes. They move through the “wilderness” of
modemn civilization, often choosing to experience what it's
like to be a different race; sex or age — no experience is
forbidden. -

Associations: The element of fire, the south direction,
the season of summer, the colors red and black and the wand =
or staff,
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knowledge of magic allowed the Wyck to
plant the seeds of all other crafts in hu-
manity: fire-making, meralworking,
building, weaving, brewing, cooking and
many others. Therefore, the Verbena see
their worldview resting on the existence of a magical
universe in many ways, rather than the other way
around. Mages who build up complex theories about
the origin and nature of magic often mistake the sim-
plicity of the Verbena for a lack of sophistication, when
instead it is an understanding of magic's primal and
immanent nature. Magic is everywhere and a part of
everything; it's just a matter of Awakening to see it.

THE SPARK &F LIFE

The driving force of magic is life, the vital essence
that makes living creatures what they are. This is
Quintessence for the Verbena. It’s not some disembod-
ied essence or Platonic ideal, but the pulse of life that
flows through all things, the echoes of the great surge
that brought the Tellurian into being, like a heartbear
that sends blood roaring through the veins.

The spark of life is also what gives mages the power
to reshape reality. Matter and energy are passive, even
at the most dynamic they are unfeeling and uncaring. It
is that primal essence of life, the deep down instinct to
survive and exert control over one’s environment, that
allowed the Wyck to reach out, take hold of the fabric
of reality, and reweave it into something more to their
liking. Itis that primal need that empowers the children
of the Wyck, the Verbena.

THE W/ @RLD TREE

A common Verbena metaphor for the Tellurian is
the World Tree, also known as the Great Tree or the
Tree of Life. It stands at the center of everything, the
axis mundi, the point around which the world turns.
The World Tree's roots deep in the earth represent the
past and the foundations of the world. They reach into
the Underworld, the land of the dead, where death
literally fuels new life by composting into the earth.
They are the dark recesses of the mind, the shadow side
of creation, home to chthonian gods and goddesses.

The World Tree’s trunk supports the cosmos, which
turns around it. It connects the earth and the sky,
serving as a bridge between the worlds. The trunk
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represents the present, the strength of the moment that
the Verbena embrace. The spreading branches, each
reaching ourt to touch different worlds, represent the
future, the many different choices and roads that lie
before us. To the Verbena the many worlds of the Deep
Umbra lie among the branches of the World Tree, as
well as the many possible worlds of the future.

The fruit and seeds of the World Tree represent
potential waiting to bloom into being. Even if the tree
itself dies, it does not mean the end, because new life
will grow in its place. The World Tree, the Tellurian,
holds the seeds of its own death and its own renewal.

THE T\Wwe W He [TIOVE AS ONE;
THEGREAT RITE

The Tellurian was born out of the union of oppo-
sites, the Goddess and the God, the Two Who Move as
One. Ever since the primordial chaos split to form the
Two, the Tellurian has been made up of opposite forces
existing in a dynamic balance: matter and energy, light
and darkness, heat and cold, masculine and feminine
and on and on throughout creation. The Verbena
believe that this balance of opposites is what drives the
great wheel of life and keeps it turming. Sometimes one
principle is dominant over the other — as when the
heat of summer is at its apex or when the darkness of
night is at its most absolute — but such conditions are
only temporary states of being that eventually give way
to a shift toward balance. (Some mathematicians call
this principle “regression toward the mean.”) Then the
wheel turns again and the balance shifts the opposite
way, over and over.

Understanding the polarities of creation allows the
Verbena to influence them. Changing them too much
one way or the other, however, can create imbalance.
When the Tellurian tries to right itself after magic has
shifted it too far out of balance, the result is Paradox.
That is why it is easiest and best to work with the flow
and balance of creation.

CRAFT VS, ART

The Verbena call magic a “craft" whereas other
mages, such as the Order of Hermes, refer to it as an
“art.,” The difference for the Verbena is that a craft is
eminently practical and useful. Crafts make things that
are a part of life and they help sustain it. Art creates
things of beaury and things to refine the mind, the soul
and the senses, but art is not necessarily useful on a
practical day-to-day basis.
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While the Verbena have a respect for art and
artistry, they are ultimately pragmatic. They haven't
time for the ivory-tower theory and arcana of the Order
of Hermes, the baroque scientific invention of the Sons
of Etheror the cutting-edge programming of the Virtual
Adepts. The Verbena's craft is a simple and effective
one that cuts directly to the heart of the matter (some-
times literally), rather than couching it in a great deal
of theory and artistry.

To outsiders, the Verbena might seem crude and
unsophisticated, even savage, but their craft has always
accepted every part of life, not just the clean and
pleasant ones. Their power comes from living life to the
fullest in any given moment.

THE EIGHT-SPEKED W/ HEEL:
SPHERES

For the Verbena, magic is a cycle, an endless circle
that can be likened to the turning of the Wheel of the
Year, the cycle of life and death and rebirth. The
Spheres embody different crafts associated with par-
ticular parts of the cycle. The exact interpretations vary
somewhat from one culture to the next within the
Tradition, but since the Verbena all draw from primal
associations with nature and her cycles, there are more
similarities than there are differences. Feel free to vary
these interpretations as needed to suit the paradigm of
an individual Verbena or group.

Note that although the Verbena specialize in the
Life Sphere, they do not ignore the importance of the
other eight. They are all part of the eater whole and

necessary to thg _ ‘_ﬁi‘fe simply best
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be used lightly. This is especially true with Prime’s
destructive aspects. It is one thing to kill a creature or
destroy an object and quite another to unmake them.
Tampering with the threads of the Tapestry can cause
parts of it to unravel, if the weaving is not exactly right.
Many Lifeweavers work for years to master the art,
The stuff of life is the main Prime focus for the
Verbena. The ecstatic union of sex captures the divine
spark of creation. Blood and breath carry the Quintes-
sence for infusing power into the unliving, from
anointing runes to breathing life into statues, Clay,
earth and soil are the source for growing things.

SPIRIT: THE BL&®D HARVEST 4
Sambhain (pronounced SOW- eﬁﬁ) fj qﬁ?%:@rm

the end of October. In some pagan ist
start of the year, the beglnmngsof thm ark ha f of the
year and the descent into winger. lBalso marks the last
harvest of the ye lood hmrés; times o ngl,
the herds wereysf?lﬁg teiif[zﬁnd the m;i?curea
tqonniwg winter. Ttis a tﬁme abs@(‘,lated Mﬂﬁ‘eﬂ ¢
Omﬁllty but, more ,;g;pbrt atly, with the conng thn
hetvéeen the spiri¢world a ‘world of the lwmgj{ lf&
ﬁma ‘when the veil between the worlds grows thin, a
time for honoringthose wha have passed beyon@, aﬂ@
an gpportunity to speak: with and learn from th@n
| Spitgz magic, like: mﬁgdelﬂmis duahaffmﬁad

Verbena. On one t is associate
;;Eﬁlits of the dead who have Lpasgjjs %e o ?ﬁ% vell.
Because of their association with life, the Verbena do
not believe that death or the dead should be feared, but
honored, making them reluctant to disturb those who
have passed on. Some Verbena keep altars devoted to
the spirits of their ancestors. Spirit magic associated
with the dead is primarily for speaking with them and
seeking wisdom. The raising and binding of ghosts is an
unnatural and suspect practice at best.

The spirits the Verbena deal with most are the
spirits of nature, the elements and growing things.
Their magic allows them to see and speak with the
elementals and primal beings of creation, appeasing
them and seeking favors from them. They manifest in
all the myriad formsdescribed in the old tales and songs,
including the little folk of the earth and the beautiful
and terrible kings and queens of nature.

Spirit foci include the blade or athame, which
should not cut anything material, but can sever spiritual
bonds and direct the wielder’s will. The Verbena offer
spiritssacrifices great and small to help sustain themand
engender their goodwill. They draw or build circles to
hedge out unwanted spirits and to invite others in.
Candle flame and incense smoke serve as media for the
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denizens of the spirit world, and crystals, mirrors and
still pools serve as windows into the Umbra (and some-
times doorways between the two worlds). Herbal potions
or Verbena “flying ointment” helps loose the caster’s
spirit and strengthen contact with the spirit world.

[TIATTER: THE LONGEST NIGHT

Yule or the Wmter Solstice (on or ¢ around cem-
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" tions, the

e Under-

. light is ofen uen Wg\ 4
.'_'!! world from thew%ﬁg‘ ofth o?es%hﬁ time of spirit
) - descending into Eﬁﬂnrandlwﬁdlt? of matter, repre-

sented by the ness of{ e gold and frozen earth. It is
alsoa time for ﬁ:: ?‘:egﬁmﬁdﬂ(mg indoors to

make and fix ﬂae mgfﬂpclseded for the goming year.
So the Cr for 1 ﬁmﬁ’g)&bem involyes

infusing cold and uili stance #hﬁa spirit and |
The ability to [gake and shape the raw sﬁnff of the w
into tools and th

art, anclthevw ( _':

he miths, weav
carpenters and erher craﬁers as practicing a sort of magic
of their own. By,. . diﬁg’%w%me has passed
through Spiritto hcc,on;& Matter, the ‘Witch can see the
essence or Pattern of mptter and,alter it to suit her will.

The foci of Mdtter magic are tTu: tonls of crafter ml

and bubbling cauldrons to the hammer, the chise_
the anvil, Fire isafocus of the Matter Sphere, trans
ing like the heat of the hearth, the oven and the forge.
Verbena are known for “firing” or “forging” matteriinto
new forms, as one might fire newly molded clay to set its
shape or beat red-hot metal into a new form.

[TIIND: THE ANV AKENING
Wﬂa}mﬂmbglc orCandlemass in the first days
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to know truth, to see auras and to fool the senses.
Glamour, illusion and enchantment are also workings
of the mind, just as the play of shadows and light can
sometimes fool the eyes into seeing things that aren't
there. The Mind magic of the Verbena tends to be
primal: dealing with passions, emotions and the senses
rather than the subtle depths of the intellect.

The candle flame serves as a focus for Mind, as do
the shadows it casts. Crystals and gems that combine
the glimmer of light with the shadows of their depths
can offer insight or ensnare the mind and heart. The
mind is associated with dreams, so the Verbena seek
visions in theirs. They can also affect the dreams of
others, either to send messages or portents or to cause
nightmares and foreboding. The influence of the mind
is associated with the voice, so singing, chanting, speak-
ing or music is used as a focus to influence the minds of
others, harking back to the ancient bards.

LJF&'EigE REENING EARTH

uinox, also known as Ostara (a variant

“l __fl (0

been a magl L, ifﬁ' the narrfé‘qy.f th oddess Ishtar), isa time of balance and

-—’

car a ed with Life, which com
Fertﬁ@'ém? %me ts, bu
gﬂmﬁaw branches of the trees, and sq'ua
e wombs ’b and women. It isa c@ebﬁiﬁl’@f fis
: v!iﬁrofllfe after the long time of darkne
ight and dark, day and night, are equal and
Mﬁnumphs over the darkness and grows stronger,
ringing life back to the earth. Eggs, symbols of life’s
potential, are particularly associated with this festival,
often decorated and hidden for children to find.

Life magic is the Verbena's specialty, their most
beloved Sphere, since Life is at the heart of their beliefs
and their ways. They explore and wield the full range of
Life's power, from the ability to nurture it to the secrets
of its transformation and changing it to suit their
wishes. Among the Verbena specialties in Life magic
are the arts of healing (and harming) and their exper-
tise in shapeshifting and transformations.

In all cases, the Verbena stress both the sacredness of
life and the importance of maintaining balance between
all living things. Theirsisa holistic view of life. Justas the
parts of the body must work together in harmony for
complete health and well-being, so must the different
crearures in an environment co-exist in balance for the
environment to remain healthy. Life cannot be sub-
divided and treated separately from its other parts withour
creating imbalance. Though the greatest masters of the
Verbena can create life, they exercise that power with
great care and treat the act with great reverence.
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Verbena use the stuff of life as foci for their Life magic.
Blood is one of the most common elements, whether the
caster’s own or that of the subject or a sacrifice. Semen and
menstrual blood are considered particularly powerful foci.
Herbs and elixirs brewed from them are also potent Life,
foci. Verbena medicine is backed by the power of their i

herb-craft. Pure water isalsoafocusfor Life, associated with
the birth of all life in the seas, the feminine principle and
the qualities of mutability and change. Indeed, Life foci
tend to be liquids for those reasons.

Tirme: THE ETERNAL ITIOMENT

Just as the seeds are sources of new growth, so is the
moment the semi of _;h; future, of W]ﬁlaLl‘i yet to come.
In the eternal rna@mt eontaver and bém.all that is
and will be. That' ngne whggl;mnqt?\nme is Bél;@ne on
or about the first o‘ﬁ' ayy! when the séeds of the future
are sown in hope g pﬁasperous harvest, Beltamg isa
festival ofpurlhcatlbp pfﬂntlng. fertllltyand mosﬁﬁfall
the promise of renewal.

Great fires are lit: dlia D ﬂhven betwem them
to purify them. Thepeople also pass between e balefires
and in the plantl and seedin gﬂwm is also much
celebratk‘w and merriment, since théVerbena have long
held the seeding pfﬂjfe as‘oneqaﬁ'_:‘ -',".', greatest pleasures.
The celehrmts might stimulate and nor the fertility of
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the Earth;bycqu L;ggm he f ields, afite that the Verbena
have sha&dm‘tﬁé vit 'ﬂi&%&}h‘,ﬂf Ecstasy (assisted
by their tindbm@{x g Q ‘the Eternal Moment).

The Verbena ‘also share Bcltaggt with the fae, Just
as Sam}Mcmqs{i time when Iﬂ‘iéxw:luaetween the world
of the &&tf and the weorld of ﬂ'\B' living grows thin,
Belrane is the tnqe?eqs tﬁmc when the world is close to
the eternal S pringtime. of Faerie. The fae are often
about on Beltane Eve, and the Verbena use their magic
both to welcome the Good Folk and to ward off any
mischief they might intend.

Time magic for the Verbena is a matter of sponta-
neity, of finding and living in the moment. When the
initiate understands that all moments are truly one,
then time can be transcended. Verbena Time magic
involves things like sensing when the time isright toact
(and when it is best to wait), foretelling the future
through divination and altering the flow of time. With
the power of Time, a night of revelry might take years
or a perfect summer day might seem to stretch on for
ages. Time magic is also used for setting the “seeds” of
other spells, ready to blossom at a particular time.

Foci associated with Time magic tend to be tools
that help the Verbena caprure the elusive moment and
live init. They include things like dance, music and sex,

BT AAIR AR e ,w-rw] v 'wg

| ‘|I| ™ l!‘ % 1T | ii'!;’ J¢ a "-llii

t-ln-u-u-.

. .(_.4_.\'74- te

as well as alcohol and certain herbs or mushrooms that
alter the sense of time. For visionary Time magic, the
Verbena may gaze into crystals, scrying mirrors or pools,
cast runes or Tarot cards or enter trance states using one

ofmqaﬁqucxbpd;%unul a vision comes to them.
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magic, allowing them to effect “miracle” cures with simple %

'T’hé stmmer bol.sd_rm: also known as Midsummer or
d}ua&l Ist. Itis the height of the sun’s
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M:dsrqnmer s E‘ﬁq, l:{mcshortest n‘igh.t 0% t ar, is
a time of magic and the unleashed forces of fiattre. The
rules of the Ol'dlt‘lal'}' Werld ‘do.not always apply on this
night. Elementals %aerles'atﬁﬁ.‘iicnve, and Verbena
often gather to wotk their spells’ and enchantments. It
is a time associated with dreams and illusions, where
forces break their usual bounds.

For the Verbena, Forces have always meant the
forces of nature: the heat and light of the sun, the winter's
chill, the fury of a storm, the rushing river — the power
of nature unleashed. Most Verbena Forces magic in-
volvesshapinganddirecting these natural forces. Weather
magic and wind-witching in particular have long been
crafts practiced by the Verbena’s ancestors.

Forces are often manipulated through sympathetic
magic: a candle flame to create an inferno, a whistled
tune to summon a wind and a scattering of water or
simmering cauldron to call forth a storm. The wand or
staff — an extension of the caster’s will — is the most
common tool for dlrectlng the forces of nature.

CORRESPONDENCE: THEGRAIN HARVEST
The festival ﬂf_ Inrniamnnf%ﬁrst of August
s

honors the first dthe of the com god.
This is when thﬂﬁérams oﬁhe aké,brought in and
the god in the férm of ghéhveﬁet s so that his
people may ﬁ Therefmgd;amﬁias l&wh gtimes known
as the “fungral games " of the god, wh&dﬁbnd_ sintothe
dark of ftrmh rworld. ! o
Verhena lore spedlesSFERE DAk of e Wiy
prlm alancestors. Itsays tﬁaﬁhéWm" =
1?:!4&;;1 pahs.between the. glac.n& l}hd
croséing great distances as easi g a Foe
Tﬁ;gt&foﬁg' the craft of Correspondence ”(,o Cont
fion iathe ofd peckomng) has always ﬂn théﬁ;
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roads, paths and scrying for the Verbena. Like the God The tools of Entropy are those of fate and death.
walking the path to the Underworld, like the Wyck Runes, cards and stones are cast to read the whims of
walking the secret paths, the Verbena step between fortune, while other Verbena see them written in the
places. They cast their vision out across great distances, stars or in the entrails of a sacred sacrifice. Cords
understanding that distance is ultimately an illusion.  represent the strands of fate that can be pulled or even
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- Correspondence foci tend to involve places and broken, while sacrifices, blood and weapons (including
Al [] things that are in-between: crossroads, gates, doorways, plants such as hemlock and deadly nightshade) are
. . _ . )
12 wells, caves, and beaches. Mirrors and pools are win-  instruments of the forces of death and decay.

dows (and sometimes doorways) between places.
Verbena walking into the mist or fog can leave one
place and emerge in another far away or step through a
doorway and exit another elsewhere.

SELF: AS ABSVE, S& BEL&W/,
ASX/ITHIN, S& X/ ITHOUT.

The 10th Sphere for the Verbena is the unification
of all the others in the Divine Self, just as the Verbena
ENTR®PY: THE \X/ INE HARV'EST and other mages embody all the different Spheres of

The final point of theVear before the wheel turns, _magic. The Self refers to the unity of mind, body and
back to Samhain again'ls Mabon, the autumnal e?f[dl-.: spirit. It is the microcosm, a reflection of the Tellurian
nox (around Septemihet let) It is the time wjpehda? in miniature. The Verbena see themselves (and all
and, mghr are onge again in l}aiance excepg!ﬁa;fﬂlght intelligent creatures) as the awareness of the cosmos,
now :Ntrm]*ep “thé day!and the da;k.ness ngs longer the Tellurian looking back at itself in an effort to
while thalgghrﬁﬁm ul p— understand its own being. From the moment that the

Having beens mmced mJmeab) the God has One became Two, Creation has reflected upon itself
descended into the Underworld. Now the Goddess goes  and grown more complex in its understanding.
there seeking her bel(:t\iléd She leaves the sunlit world Therefore, the perfection and understanding of the
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behind and willingly Walks«:mw darkness. Along the
way she must shed heg.acmu&éments, leaving every-
thing behind. She and her beloved are united once
more on Samhain whefithe worlds of the living and the
dead touch. Through their union, the god of light is
reborn on Yuletide, and the cycle continues on. But for

Selfis the Verbena path to Ascension. It is recognizing the
immanence of divine nature within each of us, that unity
of the Self with the All It is not merely self-glorification,
but recognition of the Self as a divine part of creation.

Unlike some Traditions that seek to transcend orabandon
the body, the Verbena consider the physical a vital ele-

now Mabon is a time of darkness and seeking, of ment of the Self and its experiences. Perfecting the Self

stripping away everything except the bare essentials.

Mabon is the fruit or wine harvest, when the last
produce of the fields is taken in and dried, preserved or
fermented. Itisatime of dryingand of dying as the fields
wither. Death takes its hold on the land and the
darkness grows, but it is not a time of despair. The dying
of the land is part of the cycle, and the quest of the
goddess will bring forth new life in time.

Entropy is the natural counterpart of Life for the
Verbena. Aseach strand of fate is measured, it must also be
cut. As the flower blossoms, it must inevitably wither. As
a man is bom of woman, so must he one day die. Decay
provides the soil in which life grows. These things cannot
change, but with knowledge and insight they can be
influenced. The Verbena know how to tug at the strands

means embracing the body as well as the mind and spirit
and all the experiences they have to offer.

TadLS OF THE WISE —Facl

The Verbena have used a variety of tools, potions,
talismans and symbols in their magic since the earliest
days. Although stories say that the Wyck once worked
magic with nothing more than the power of their wills,
Verbenasince the ancient times have required and used
tools to focus their wills and weave their spells.

Blades, ranging in size from daggers to swords, are
used in Verbena rites and rituals. The blade tradition-
ally represents the masculine energy and is associated
with the element of air for its clarity and ability to cut
to the heart of a matter. Some Verbena also associate

of fate, how to offer both blessings of good fortune and  blades with the element of fire for its martial qualities

'F :'E curses of ill Juck. More than most other Spheres, the and theirrole asafocusfor the wielder’s will, Two blades
1.1, Verbenatread carefully whendealing with the craftoffate-  are used in traditional witchcraft. The athame isdouble-
} ?ﬁ " weavinganddeath-dealing. Too much can easilyupsetthe  edged, with a black handle. It is a symbol of the witch’s
W delicate balance and have terrible consequences for the  will, used to direct power in ritual and to “cut” connec-

mage and perhaps others. Life and death exist in balance, tions or bindings, but not anything material. The

5

el 3 and the wise ones must not tip the scales too far eitherway.  white-handled boline is typically single-edged and used
i}
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The ComimeN CRAFT:
VERBENA S®RCERY
The Verbena have always had sorcerers, hedge-

magicians, country witches and thc like among lheu'
ranks. Indeed, zhem Were

ﬂ\mmaaugnofusunngblmdh T

truth is that magical power often pays no heed to
lineage or background. Some raised in the Old Ways
never truly Awaken, while others whose only know!-
edge of the Old Ways is what they've read in some
fantasy novels or seen on television are Awakened
and called o l'm.nrne Verbena.

for such things as cutting herbs (or flesh...) and other
practical tasks. Some “kitchen witches" conceal their
magical knives among common household utensils, as
their ancestors did to hide them from prying eyes. For
larger and more formal rituals, some Verbenaare known
to wield swords, and larger blades are particularly com-
mon among the northern paths of the Tradition.
Books: The “book of shadows” is a traditional Ver-
bena grimoire, a repository of spells, recipes and secrets
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gathered over the vears. Some truly ancient books of
shadows have been handed down from one generation to
another, with others kept by covens over the years, con-
taining their collected wisdom., Books of shadows are often
written in code, mystic secrets concealed in seemingly
innocuous recipes and journals. Some modern Verbena
write their books in ancient languages of their ancestors,
and some even keep a book of shadows on a computer.

The Broom has long been associated with witches
and witcheraft. Although few Verbena actually fly on
broomsticks, they do use brooms as foci for their magic.
Most often brooms are used ro sweep away energies and
influences, to cleanse a space both physically and
spiritually. A broom laid across a doorway can be part of
a powerful Verbena ward, and the use of a broomstick
to swat unruly spirits should not be underestimated.

Cauldrons and Chalices are symbols of the divine
feminine, the generative principle and the source of life.
Verbena use cauldrons — iron pots, often suspended
from a tripod — to brew up a variety of potions or elixirs.
They range in size from less than a gallon in capacity to
20 times that volume. Chalices contain potions and
other sacred fluids. One particular use of the chalice is
in the Great Rite ritual, where a blade is immersed in the
liquid inachalice, representing the union of the god and
goddess and infusing the liquid with their essence. Some
Northern European sects of the Verbena substitute
drinking horns for chalices in their rituals.

Charms of various sorts, typically little cloth bags,
carved tokens, feathers, candles and items of jewelry,
appear in Verbena magic. Typically a charm carries the
power of a spell to grant it to the charm's owner or to
place the spell upon whomever takes the charm. Charms
are sometimes known as “amulets” or “talismans”
(though such terms are in more common use among the
more ritualized factions of the Verbena).

Circles are symbols of eternity, perfect and unbro-
ken. Verbena rituals are often conducted within the
bounds of a “magic circle” which defines the boundaries
of the ritual space. This serves to both keep the mystic
forces contained and ro protect against outside interfer-
ence and influences. Movement within such a circle is
traditionally deosil or “sun-wise” (clockwise), except
when banishing or negating, when movement is
widdershins or counter-clockwise. Circles and spirals
are also common Verbena symbols.

Cords of various sorts play roles in Verbena rites.
The weaving and knotting of a cord represents the
weaving and fixing of a spell, while other cords store
spells thar are released when their knots are unried.
Some covens and circles “take the measure” of each
new initiate with u white, black or red cord, which the
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mage wears thereafter as a belt in ritual. Threads or
cords represent the strands of fate that the Verbena can
manipulate, and cat’s cradle arrangements may be used
in spells of fate-working. They also symbolically bind
the subjects of a witch's spell.

The Elements play a major role in Verbena magic.
Earth, air, fire and water are the fundamental essences
of creation (with Quintessence as the literal “fifth
essence”). Verbena use the elements as hoth symbols of
the literal forces they embody for sympathetic magic
and of the various spiritual qualities associated with
them. The flame of a candle can be fanned into an
inferno and water sprinkled on the ground can become
adeluge. Among the Verbena, the elements are associ-
ated with the four directions, typically earth in the
north, air in the east, fire in the south and water in the
west, though some are known to reverse air and fire, or
to assign completely different directions.

Fluids of different sorts, especially the fluids of life,
feature prominently in Verbena magic. Blood is a powerful
Verbena focus, particularly the blood of the mage or of a
sacrifice. Female Verbena use the blood of their moon-
cycle in their magic. Blood carries the essence of life,
nourishing and supporting the body. Blood is a powerful
connection to its source, and a few drops of the target’s
blood added to a potion or talisman can make it that much
more effective. Blood sprinkled on an inanimate object
can impart to it a kind of pseudo-life. Runes and other
sacred writing are sometimes empowered with the blood of
theirmaker. The Verbena also use other bodily fluids, such
as spitting on the ground to seal a spell. Seminal fluid is a
powerful carrier of life energy, and the act of release raises
power. The sap of various plants is analogous to blood, and
the twomixed together represent the union of the twossides
of nature, animal and vegetable.

Herbs and Potions are among the Verbena’s most
common tools. Since time immemorial, they have been
the keepers of the lore of plants and their various uses.
Mundane herbal lore has many applications, even more
when backed by the power of Verbena magic. There are
herbs for healing and harming, blessing and cursing,
drawing or warding off certain influences. There are also
herbs that can cause intoxication or states of ecstasy or
heightened awareness. For the Verbena it is not just the
chemical or medicinal properties of herbs and plants, but
their spiritual significance and symbolism. Whereas the
Progenitors and their fellow technomancers focus on
designer drugs and biochemistry, the Verbena see herb
lore as a combination of the medicinal and the spiritual.

=y

bena often study and use the ancient languages of their
ancestors in their magic. Common tongues include Gaelic,
Old English, Scandinavian, Finnish, Greek, various Slavic
tonguesand the tribal languages of Africa. Some Verbena
preserve the languages of tribes and peoples long since
forgotten by the modern world.

Mirrors, ranging from silvered glass to still pools,
are instruments of seeing and reflection for the Ver-
bena. They are used for scrying and as gateways or
windows between the worlds of matter and spirit. Crys-
tals fill a similar role.

Performance: Singing, chanting, dancing and play-
ing music — all the various performance arts are sacred
to the Verbena, harking back to the performances and
dramas of their ancestors. In pre-literate cultures, all
knowledge was preserved through chants, songs, and
epic poems, and Verbena bards, skalds and singers learn
and maintain these traditions. Verbena rituals often
feature chanting and dancing to raise the energy of the
participants to a frenetic level, focusing the will on the
magical work. Ancient folk dances and melodies are
common, though some Verbena fuse them with mod-
ern musical stylesand techniques. Norse Verbena chant
the ancient eddas, the sagas of their people. Bards
entrance and enchant with song.

Runes are symbols that make up words but, more
than that, they are ancient magic, the ability to capture
the essence of things in abstract, the origin of the term
“spell” in the times when witches and magicians truly
spelled out their magic using runes. Various ancient
alphabets and symbol systems are in use among the
Verbena. The Norse Futhark is the most common (with
its elder and younger versions), along with the ogham
alphabets of the Celts, ancient Greek and some African
languages. Runes may be carved into wood, stone,
metal or even flesh. They are sometimes drawn in the
air or upon the ground or simply chanted to invoke
their power. In the Northern paths, runes are often
empowered with the blood of their maker.

Sacrifice: One of the most powerful tools of the
Verbena is their willingness to sacrifice, their understand-
ing that life feeds on death as part of the natural cycle, The
release of life force through the sacrifice lends power and
potency to their magic. Sacrifice is not something the
Verbena do lightly. In the ancient days, even the sacrifice
of a beast to the gods was a momentous thing, because it
meant one less animal to support the community. Some-
times the flesh of the sacrifice went to feed the people,

made sacred by its dedication to the gods. Mages read the
future in the blood and entrails. Sacrifice also includes self-
sacrifice, either denial through fasting and abstaining from

Language: Many cultures come together to make up
the Verbena Tradition, and respect for the past and one's

' '} ancestors is important among them. Therefore, the Ver-  worldly needs or enduring ordeals of pain.
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The greatest of all sacrifices is that of a human life. The
Verbena hold that the best human sacrifice isawilling one,
but they acknowledge that their ancestors did sacrifice the
unwilling, and that such sacrifices still hold power. The
more radical elements of the Tradition would gladly see the
blood of technomancers and other foes feed the living
Earth, but most Verbena believe that humansacrifice must
be used sparingly, or else it loses its potency.

Sex isa power the Verbena understand and embrace,
where other Traditions (save for the Ecstatics) may shy
away from it. The union of lovemaking is a uniting of
opposites, regardless of the couple. Itisa powerful genera-
tive force, associated with the forces that brought the
Tellurian into existence. Sex magic creates a change in
consciousness, away from the mundane, and focuses the
will. Even solitary acts of pleasuring can grant the Ver-
bena the power that they need for their magic. The fact
that such sexual rites dismay and horrify more conserva-
tive Traditions is merely a fringe benefit for the Verbena,
who take a certain delight in shocking their fellow mages.

Symbols: The Verbena use many symbols of their
craft. Among the most prominent js the pentacle, a
five-pointed star enclosed in a circle. It represents both
the human figure embodied as the universe and the
balance of the elements (earth, air, fire, water and spirit
orQuintessence). Othersymbols include sun and moon
symbols, particularly the crescent moon or the triple-
moon (waxing, full and waning). Spirals, particularly
the triskelion or triple-spiral are well known, and ab-
stract patterns of lines, spirals and dots appear among
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meore tribal cultures. Symbols can be drawn, painted,
made into jewelry or even tattooed.

The Wand or Staff is a common symbol of Verbena
power and authority. Wands are associated with the ele-
ment of fire and with the will of the wielder. They are most
often carved from wood (particular the wood of sacred trees
like the oak, ash, apple, willow or yew), but wands are also
made from bone, ivory, metal and even crystal. A wand may
be decorated or plain, elaborate or simple. For some Ver-
bena it is little more than a carved stick. Among the elders,
awalkingstick may serve asa wand or staff. Some wands are
ancient heirlooms, passed from one generation to the next,
from as far back as the Burning Times, or even beyond.

LiFe [TTAGIC

Verbena specialize in the Sphere of Life, the study
and understanding of life in all its many forms, and the
ability to shape and control it as they will. This gives
them many and far-reaching powers. The most basic
applications of the Life Sphere are discussed on pp. 168-
171 of Mage: The Ascension. Thissection looks at the
Verbena uses of the Sphere in more depth.

HEALING

The most common Verbena uses of Life magic
include healing injury, eliminating disease or poison
and promoting health. The Verbena are the most
renowned healers of the Traditions, and their ancestors
have been the wise women and medicine men of their
people for millennia.
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Healing Effects, like other Life Effects, can be
applied to a target only once per scene. The target's
living Pattern must undergo some natural change be-
fore the mage can attempt to repair or reshape it again.

Healing Aggravated Damage: Healing aggravated
damage is always vulgar magic and only half as effective
as other forms of healing (restoring one health level per
success rather than two).

Healing Defects and Deformity: The healingartsare
capable of overcoming almost any sort of injury or malady.
Repairing or correcting things like congenital defects is
more difficult that healing a cut or a broken bone. Still,
Verbena adepts of Life can reshape the Patterns of other
creatures to eliminate everything from multiple sclerosis
to Down syndrome, even restoring or replacing de- &
formed or missing limbs. This requires a permanent 4%
Pattern alteration, as described under “Enhancement.”
Verbena can also perform a simple Life 2 Effect on an 4
unborn fetus to eliminate such defects and ensure that
the child grows “tall, straight of limb, and well-favored”
(a common blessing on the unborn).

HARITIING

Knowledge of how to repair life Patterns also brings a
balancing knowledge of how to damage or destroy them.
The Verbena can use their magic to virtually snuff out the
life force of another creature, though their workings are
often more subtle, They can interfere with the body’s vital
systems, inflict disease and other maladies, and generally
destroy the delicate balance needed to sustain life.

Harmful Life Effects require at least the third dotin )
the Sphere, and inflict the standard amount of damaga Al
(two health levels per success). They can- :
not be dodged and do not require an attack
roll. If the spell is successful, then the target . - 7=
suffers the damage. Bashing damage from Life Effécts *
can be soaked with Stamina (representing the body’s
inherent resistance to injury), but lethal and aggra-
vated damage cannot. Only countermagic can protect |
against it. In either case, physical armor and similar
forms of protection provide no soak bonus against Life
Effects, which work directly on the subject’s body.

A bashing Life Effect may be a build-up of fatigue
toxins, bruising and bursting of capillaries, the exhaus-
tion of the target's stored cellular fuel (a kind of rapid
starvation), or temporary restriction of breathing or
blood-flow. Lethal Life Effects involve direct damage to
organs, muscles and bone, as well as heart attacks and
similar damage. These Effects can be coincidental or
vulgar depending on when and how they are cast. Aggra-
vated Life Effects are always vulgar, and inflict damage
directly to the target's Pattern, ripping away its life force.

60 VERBENA
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If a caster chooses, a harmful Life Effect need not
inflict all of its potential damage at once. Instead, the
target may suffer damage over a period of time, suffering
progressively from a disease, slow toxin, internal bleed-
ing and so forth. The caster sets the time interval,
ranging from one round to a year or more, and the target
suffers one health level of damage for each interval that
passes (or two per interval, or however else the caster
wants to divide it). Once the interval is set and the spell
cast, it cannot be changed. The caster can choose to end
the spell before it has run its course, and Verbena have
been known to use death curses as a means of coercion.

ENHANCEITIENT

An understanding of Life often springs from a
desire for self-improvement, or improvement of the
human species in general. The Verbena are capable of
using Life magic to reshape and improve their own
bodies in diverse ways. They tend to do so with care,
however, since such magic is both difficult and danger-
ous in the long term. Enhancement Effects require Life
3 when used on the caster, Life 4 for enhancing others.

Pattern Bleeding: Short-term enhancements —
those lasting for less than a day or so — are relatively
harmless, though they can cause the caster to accumu-
late Paradox, depending on their nature. Longer-term
enhancements, those lasting for more than a day, place
a tremendous strain on the subject’s living Pattern. In
essence, the Pattern is forced into a difference shape
and kept there against its nature. This causes the
Pattern to begin to break down, literally unraveling and
feeding on the Quintessence within it to sustain itself,
a process known as “Pattern bleeding” or “unraveling.”

Pattern bleeding causes the subject of an enhance-
ment tosuffer an unsoakable level of lethal damage perday.
This damage cannot be healed until the subject’s Pattern
is restored to its natural state, A mage — either the caster
or the subject — can spend a point of Quintessence to
offset this damage, feeding energy into the life Pattern to
maintain it. This sometimes leads radically enhanced or
transformed creatures to become thaumivores, parasites
with a constant hunger for Quintessence to sustain them.

Pattern Alteration: It is possible to avoid Pattern
bleeding by creating a permanent alteration to the
subject’s life Pattern, reshaping it into a new “natural”
form so that it doesn’t suffer from any strain. This
requires a vulgar Life 4 Effect with a minimum of five
successes, and the caster must spend half the normal
amount of experience points needed to raise the af-
fected Abilities naturally, even if he's not casting the
Effect on himself. For modifications other than Abili-
ties, the subject suffers Paradox.
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Embodied Paradox: Although it is possible to
transform a normal human being into a virtual super-
human using magic, such things are not a part of
accepted reality. Life magic that enhances a subject
beyond the normal limits of its species is always vulgar.
Permanently enhanced creatures engender Paradox by
their very existence. For each dot of an Ability above 5,
and for each additional permanent enhancement, the
subject gains a permanent point of Paradox, causing
Paradox effects to be that much more severe for the
subject. This is one of the reasons many powerful
Verbena masters lived in Horizon, the Seasonal Realms
orother places in the Umbra. Their super-human levels
of perfection could barely exist on Earth.

Enhancements and Modifications: The following
are guidelines for the sorts of enhancements and modi-
fications a mage can create using Life magic, Note that
at least a scene (perhaps longer) must pass before the
mage can cast another enhancement spell on the same
subject. The effects of multiple enhancement spells are
cumulative (and can result in some startling transfor-
mations), but keep close track of successes assigned to
the spells’ duration and the effects of Pattern bleeding
for long-term enhancements.

* Abilities: A one-dot increase to an Ability
requires one success.

MET: The target receives a free level of a single
Ability for the duration of the magic, which can be spent
and regained normally. Grades of Success: No effect.

¢ Health Levels: A success can grant an additional
Bruised health level or two additional Maimed health
levels. Note that if or when these additional health levels
lapse, the subject’s condition might worsen to Incapaci-
tated or even Dead as a result of accumulated damage.

MET: One additional Bruised health level is
granted, which can be lost and regained normally.
Grades of Success: Each additional grade allows for an
extra Wounded health level, up ro a maximum of two
additional Wounded levels.

® Natural Weapons: One success can grant claws,
sharp teeth or similar natural weapons that inflict
Strength + 1 lethal damage. Each additional success
can increase the natural weapon's base damage by one,
up to a maximum of Strength + 3.

MET: The target gains a natural attack that deliv-
ers one level of lethal damage. Grades of Success: Each
additional grade adds one level of lethal damage to this
atrack, to a maximum of three levels of damage.

e Natural Armor: One success can grant the
subject an additional die of armor against bashing and
lethal damage.

CHAPTER T\wea' BLESSINGS @F THE [TI®oN 61

T
'fruu YIL SRR v
A , -

.ll‘ ‘I



-

S B (Gl o *
= N 5.‘4‘\ "“?“AEF:.“FI“' |=|m Yags »--'L« 1)&

= S TAS Nl P g e
- _ MET: One level of natural armor (that is, a health g j _
\~ level with no wound penalties) may be added witha | AGEA D [TISRTALITY! Wl
. successful casting, Grades of Success: No effect. Verbena Masters (or even Adepts) of Life
. * Adaptations: Adaptations generally allow the magic are free of disease and Iargelytmmune toany
4 subject to better operate in a particular environment, ~ poison that does not'iy medkately kill or incapaci-
LH they include things like gills (for breathing underwa-  tate them. They can heal nmast any injury, stave
A\l ] ter), a coat of fur (protection from the cold),  off the effects of aging, e ininate coflgemtal de-
T3 sunburn-resistant skin and so forth. Each adaptation  fects and grant themse es complete and toral
e requires one success. ' health. It would seemtha Verbena Maste

MET: Largely narrative, though Trait modifiers capable of living forever, t‘that is Dot 50
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N = may be assigned in particularly appropriate (or adverse) teuth, the Verbena are grateful for it
N conditions for the modified organism. Although Life magic is eapable of vastly peg
. * Modifications: These changes in the subject’s longing life, and Tnany elder Ve.rlﬁn.a are jgpre
o appearance are largely cosmetic. Modifying minor quali- Fhan acentuty old, i cannotgrant true imipgglity
B ties such as eye, hair and skin color, or even major ones in that its subjectswill not \mforeve'r [@impulse
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like gender, height or weight, generally requiresonlyone  to die is built iggo all livjag Parterns fafifno magic
success (two or three for really extensive madifications). k.rQn is able to elgnmate it ergd Eve#
Unlike enhancements, modifications do not cause per- Masters Oﬁ“tfom can only re the risks,
manent Paradox if made a part of the subject’s Pattern. m, 3oner or latg begmﬁ
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K SHAPESHIFTING '

' ,‘_: Shapeshifting is one of the best-known powers of

the Verbena, who consider themselves kin to bird,
beast, fish and all the other creatures of nature. For
those skilled in the Sphere of Life, the body is like clay,
to shape as they wish. Shapeshifting requires Life 4
Identity Loss: One of the hazards of shapeshifting
is that the mage truly becomes the assumed form. Those
who have not yet mastered the art may lose their own
identity, becoming the new form in mind as well as Vit
body. Mages with Life 4 who shapeshift must spend a : se their Vltalltv and
point of temporary Willpower each day they remain in ~ zest t for life knowt is their time to die. Of course,
an altered form. Otherwise, their true personality is it jiSot ale?() easy to let go of life, especially

subsumed beneath the nature of their new form. With there a other options. The Verbena tell

forms like animals or trees, the mage forgets her former ~ cautionary tales of those who grew too attached to
life and loses the ability to return to her normal shape. ~ their suppogédl immortali§, to the point where
Masters of Life are not affected by identity loss. They ~ they willin 1d themselves to the Nephandi so

can transform into any creature while retaining their ~ they could ue to live,
normal identity.
Size: Mages using Life 4 can assume only those easily discarded clothing like robes (or going skyclad)
54 s shapes of roughly the same mass as their own. Masters for this reason. If the mage shapeshifts while wearing
(f & of Life can assume the shape of any living creature, as  clothing, it will most likely be shredded if the new form

51'-'- small as an insect or as massive as a whale or even a issignificantly different, and it can entangle the mage
"l} dinosaur (or a dragon, for that matter). if the new form is smaller (like a crow, cat or mouse).
i | f Accoutrements: Life magic has the power to re- Verbena can use Prime 1 to magically attune certain
Ll shape only living tissue, not inanimate matter. So a  possessions; effectively making them a part of the mage's

'w| . shapeshifting mage must either discard clothing and own Pattern. These items then change form along with

2 l : . - " b3
' ..t : other accoutrements or take them into account as part  the mage, melding into the new form and reappearing
"1 ofthetransformational spell. Verbena often favor loose, when the mage assumes her normal shape. Verbena
1
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attune important items, but they do so sparingly, since
those items become a part of them, and can potentially be
used against them magically, just like a lock of hair or a
few drops of blood. Wonders belonging to the mage are
already artuned as part of their magical nature.

A conjunctional Matter 3 Effect allows any matter
on the mage’s person (clothing, jewelry and other
accoutrements) to vanish when the mage changes shape
and reappear when she returns to her normal form.

Familiarity: Moving around as a wolf, dolphin or
falcon is considerably different from walking on two
legs as a human, and it takes some getting used to. At
the Storyteller’s discretion, Adepts of Life might suffer
aslight increase in difficulty for physical actions (+1 or
+2)while in another form. Masters of Life are comfort-
able in any form and do not suffer this penalty unless the
new form is particularly unusual.

MET: Those suffering unfamiliarity in their new
form incur a one-Trait penalty to all Physical Tests
until they have had sufficient time to master their new
shape (Storyreller's discretion).

Bygone Beasts: Verbenaare not limited to transform-
ing into earthly animals. They can also become mythic
beasts such as unicomns, dragons, griffins or even flying
monkeys, if they like. These transformations are always

ih .“. i'!'r! 'J,”. "l"f‘l :','u'“l!

1 | rl l'.h 'l" C TN | '1!" l: me g :'Jll'ﬁ I.-'Il*

considered “vulgar with
* witnesses,” even if no one
sees the mage transform,
simply because reality ishard-
ened against such creatures
even existing. This is why Verbena tend to assume animal
forms more often than those of Bygones. Mages also donot
acquire the innate magic of any form they assume, though
they can use conjunctional Effects with other Spheres to
grant the new form similar powers, such as a Forces 3 Effect
50 a dragon form can also breathe fire.

Multiple Forms: With Correspondence 4 and Mind
2,an Adepr of Life can even split intomudtiple creatures,
each a separate living entity, but possessing a common
mind and spirit (that of the original mage). Verbena
Masters have the power to transform into a flock of
ravens, a school of fish, or even a cloud of stinging
insects. Individual members of the group can even be
killed, but as long as one survives, the mage's life force
endures. Any surviving creature can transform back
into the original form; the other remaining forms disap-
pear. If the group suffered losses, then the mage suffers
from commensurate injuries in normal form. Some
Verbena speak highly of the experience of existing as a
flock of birds, for example, though some find the expe-
rience difficult to assimilate.
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MET: Withan appropriate conjunctional rote (made
possible only if the optional rules for conjunctional magic
are in play), the mage can split into several common
creatures, Needless tosay, several props and possibly a few
Narrators might be required to avoid confusion in this
situation. Damage taken in thisform is up to the Narrator SR e w
to adjudicate, but as a rule of thumb, the destruction of Pattern daes not t?akc hol
every 10% of the group past the first 30% equals one  the Fera asserts itself,
. health level lost. Grades of Success: Each additional grade | back into one of their natural forms. Thescfore,
N of success allows for a longer time spent in “swarm” form, | casting a g'géll to turn a er:evtrolf into a

or further division into a larger number of animals. ultimately ineffective. It rakes con timean

Transformation: The guidelines presented here also effort to effect changes in a shapesh:&er $ fﬂfm
apply to uses of Life magic to transform other creatures into spirit, and it's not likely the Fera “".ll‘lt still fod
different shapes. Identity loss is a particular threat for A mage using Life 4 can cast a spell tg k a
creatures transtormed into another shape, since they will shapeshifter into i currepe form andgdl@vent it .
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-:‘ eventually forget their original identity. The Verbena are From changingashape fgr the spell'gil#fation, or
SN el known for turning those who offend them into frogs, !a shapeshifter gnto one cf Siother n’
s dogs and pigs (see Circe’s Enchantment, p. 66). They can forms and Reep it glgere. Needlesg#§$ty, Fera
__{" ™ also transform beasts into humans, giving them human- care tg Be manijfulated i in t i lﬂ most @il |
S e level intelligence (although not necessarily experience). | J,yav ?‘ any m%é* hy ]

= Such former beasts can even become fully human after a = LS

time, and they might notwant toreturn to their former lives.

2 THE Boak oF SHADOWS:
| VERBENA R®TES
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The following rotes are well known among the
Verbena, many of them dating back to the Mythic Age,
passed down through covens and books of shadows over

% the centuries.

' ¥ ADDER'S TONGUE (ITIIND # «)

= I.; The Verbena have long been known for their

ﬁ ability to understand the natural world, in particular

8 = % the speech of beasts and birds, and to speak to them in . 1

i i return. The language of animals is not overly complex Dark Ages: Witches of the Old Faith cast this spell
4 (though some creatures have very refined understand- using Spring * e.

. ing of certain concepts). Animals are generally well
D¢ disposed to Verbena who choose to speak to them, ARREST THEFLIGHT ©F ARRGWS (FORCES ¢ o)
| | . provided they're not hungry or threatened in any way, In the Norse Hdvamdl, the god Odin proclaims, “If
|-5 [l =  Eventhen, the beast mayspeak, if only tocommunicate | see hurled arrows hard at my horde; though rapid their
[jl‘: =+ those feelings. The creature is under no compulsion to  flight I arrest them in air.” Since ancient times, rune-
24 J 1 obey the caster, but it could be persuaded to help, workers have known charms for warding off the flight of

B particularly if offered something it wants. arrows and similar such weapons, and they have passed
K System: A single success is enough to allow the this knowledge on to the Verbena. The spell creates a
Eifd' " mage tospeak with and understand any creature within ~ ward that robs all sorts of missile weapons of their
b earshot. The animal’s vocalizations don’t change, the motive force, causing them to hang suspended in mid-
_J‘E . mage simply understands their meaning. air for a moment before dropping harmlessly to the
i byt MET: Initiate Mind. Generally speaking, thisrote ground. A mage protected by this enchantment is
‘I' M, is largely a roleplaying exercise, [hough the Narrator shielded not OH]Y against hurled spears and Arrows, but

g |~ mayrule that itallows for a free retest of certain Animal  modern ballistic weapons as well.
E +.  KenorSurvival tests as well. Grades of Success: No effect.
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System: Successes scored from the spellcasting are
subtracted from successes rolled to hit the subject with
a missile weapon, from a thrown rock to an arrow or
evena bullet. If the attack roll is reduced to zero or fewer
successes, then the missile drops harmlessly to the
ground a short distance away from the target, robbed of
its momentum. Even if the attack still has one or more
successes, the hit is somewhat blunted by the spell
(since fewer successes mean fewer damage dice). The
caster must allocate successes to duration to maintain
the spell, and he can protect multiple targets by assign-
ing successes to increase the Effect’s area.

MET: Initiate Forces. A successful casting allows
one ranged attack to be negated without apparent
effect, as the bullets or arrows fall harmlessly to the
ground shortly before they would have struck the tat-
get. Grades of Success: No effect.

BANISHING BLESSING (ENTR@®PY e e, [TIIND e o,
PASSIBLY WITH CORRESPONDENCE s e )

Verbena who hold to the tenet of “harm none” find
other means to deal with problem people in their lives.
One such is to “release with love” as some Moon-Seekers
say. Using some connection to the target (such asa photo
or a lock of hair), the Verbena sends good fortune, along
with the subtle mental suggestion to seize the opportu-
nity, with the intention that the subject’s blessings will
take him away (preferably far, far away) for some time. For
example, the subject might get a new job opportunity on
the other side of the continent (or even the other side of
the world), win a trip or vacation, hear for distant
relatives she didn't even know she had and so forth.

System: At least three successes are needed to send
the target away for at least a day, with additional
successes extending the duration of the subject's ab-
sence once the blessing has taken hold. Four successes
suffice for a month or so, five successes for six months,
and six or more successes can cause the subject to be
gone for a year or more (perhaps even permanently, at
the Storyteller’s discretion).

MET: Initiate Entropy, Initiate Mind, optional
Disciple Correspondence. Success indicates that the
target receives some stroke of good fortune, which in
order to properly obtain requires her to leave the area
for the rest of the next scene/hour (whichever islonger).
The subject is inclined to follow up this good luck
unless pressing business comes up. The nature of this
blessing is up to the Storyteller to determine, bur it
should be genuine. Awakened targets may spend a
Willpower Trait to ignore this rote, though their good
luck is likewise lost. Grades of Success: One additional
hourfscene per success.
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Dark Ages: Rarely used before modern times, this
spell required Autumn ®®, Summer ®*. Most practi-
tioners of the Old Ways preferred more forceful means
of eliminating those they disliked, however.

BLe®D ®F THE SACRED KING (PRITIE e 0 @)

Verbena understand well the power of sacrifice, the
energy bound up in living Patterns, that is released at
the moment of death, merging back into the weave of
the Tapestry. That power can be captured and chan-
neled roward magical ends, particularly if the sacrifice
is willing (and even if he is not). The emotional
resonance of a willing sacrifice works in harmony with
the magic, whereas the emotions of an unwilling sacri-
fice may taint the spell with an unexpected orunwanted
resonance (of death, fear, pain or vengeance).

Among the Verbena, the most common sacrifice
(apart from Self Sacrifice) is that of the Sacred King,
who gives his life for the land, or the May Queen, who
does the same. The health of the land is the duty of its
ruler. When the land falters, the ruler must perish to
make it grow strong again.

A Sleeper sacrificing himself can release a remark-
able amount of Quintessence. A mage who willingly
gives up his own life, however, can achieve truly re-
markable things through his sacrifice.

System: For each of the Sleeper sacrifice’s health
levels (bashing and lethal) the caster gains one point of
{Quintessence, so a human sacrifice yields 14 points of
Quintessence, which the mage may use as desired. If the
subject possesses any innate Quintessence, it isadded to
the above rotal. The subject’s state of mind at the time
of death applies a strong Resonance to the harvested
Quintessence, which the Storyteller should take into
account when it is used.

An Awakened mage who sacrifices himself (or
allows himself to be sacrificed), on the other hand,
provides the vital Quintessence, but does far more in
addition — he can renew a dying Node by sacrificing
his life and his Avatar to open up the Node. If the mage
channels his death to this purpose, he increases the
rating of the Node by one dot per every two dots of his
Arete rating (rounded up if the player rolls any 10s;
rounded down otherwise).

This rote cannot be fast cast. Furthermore, if more
than one mage performssuch asacrifice at a Node in the
space of one year, the Node may become unstable and
begin behaving erratically (varying drastically in its
Quintessence output, for example, or by becoming a
shallowing or the like).

A mage who sacrifices herself in this way cannor be
brought back by any means. She does not become a
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ghost of any sort, nor can she be contacted in any way.
Her Avatar and spirit are both invested entirely into
the Node she is rekindling. Nothing remains of the
mage's personality, except possibly some tendency of
the land to manifest her personality traits in some
vague, symbolic way.

MET: Disciple Prime. Due to its potentially dis-
rurbing nature in live-action play, it is recommended
that this rote be kept entirely descriptive and used only
at suitably dramatic moments or in order to further the
chronicle's overall plot.

Dark Ages: The practice of sacrifice was well
known among the followers of the Old Faith and the
Valdaermen, who used Autumn ®#**, Summer #o*,
and Forlog ®® e, Galdrar ®* e, respectively, to gather
its power to them.

CIRCES ENCHANTITIENT (LIFE e s e ee)

The legendary sorceress Circe used her magic to
transform men into beasts. The Verbena have long
practiced the art of transformation, though it is a
difficult one to master. The mage must touch the
subject or subjects of the spell with a wand or sprinkle
them with an elixir of distilled herbs to begin the
process of transforming them into whatever sort of
beast is desired. Some particularly infamous uses of this
enchantment include turning some targets into preda-
tors and others into prey, restoring the former only after
they have hunted, killed and eaten the latter. Another
is transforming some subjects into male animals and
others into females, allowing them to experience mat-
ing and childbirth before they are restored.

Verbena do also use this spell as a blessing of sorts,
allowing orhers to experience life in beast form; soaring
as an eagle or swimming as a dolphin, for example. It is
a rare gift, and not one given lightly.

System: Five successes are required to transform
the target completely. Fewer successes might result in
only a partial transformarion (such as giving the target
the head of a donkey or the lower hody of a horse). Each
additional target requires another success, and at least
one success must be assigned to duration (for the spell
to last more than a moment). This makes Circe's
Enchantment a taxing spell for even a skilled mage.

MET: Master Life. A successful casting transforms
the target into a normal beast of the caster’s choosing
for one tum/minute. Targets accepting this rote of their
own free (including the caster) will may spend a Will-
power Trait to enhance this duration to 10 minutes.
Grades of Success: Each grade of success allows for an
additional target to be transformed, or an additional

i1 i minute added to the duration.
' L
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Dark Ages: Spring ®** and Summer ®®ee are
required for mages of the Old Faith to cast this spell.
Valdaermen cast a similar spell using Galdrar ** and
Hjaldar eeee,

CURSE ®F [TIACHA (LIFE » )

In ancienr Ireland, the goddess Macha was forced,
while pregnant, to run a footrace against the swiftest
horse in the kingdom to prove her prowess. She won
and immediately went into labor thereafter, to be
delivered of her child. She laid a curse upon the men of
Ulster that when they were in need of their strength,
they would feel the pangs of labor upon them, just as she
suffered them. This curse allows a Verbena to cause the
victim, male or female, to feel labor pains clutching at
them. Verbena women most often use it to teach men
a lesson about “the weaker sex.”

System: Each success on the spell is treated as two
levels of bashing damage for purposes of determining dice
pool penalties due to the terrible pain. Targets Incapaci-
tated by the spell are incapable of doing anything other
than moaning and writhing in agony. Successes must be
assigned to duration as normal, though the mage can also
choose to consciously maintain the spell.

MET: Initiate Life. The targets suffer wound penal-
ties as though they suffered two levels of bashing damage,
though no actual damage is inflicted. This pain lasts for
10 minutes or until the caster wills it to stop. Targets
Incapacitated by this pain are helpless to do anything
but write in agony, and those pushed beyond that limit
pass out for the duration. Grades of Success: No effect.

Dark Ages: This curse was known to women of the
Old Faith, who cast it using Autumn ¢ee,

LAY ©F THE LAND (CORRESPONDENCE o, LiFE o o)

Oneness with nature has long been a deeply held
Verbena belief, one that this magic makes a reality. The
caster weaves a web of enchantment that connects her to
all life within a particular area, both plants and animals,
allowing the mage ro become aware of the nature of a
place and everything that is happening there. Generally,
the more sophisticated and plentiful the life in an area is,
the more the Verbena learns. This spell is more effective
in an old-growth forest or a jungle filled with numerous
creatures, less effective in a barren desert, and all but
useless in a blasted and barren landscape. Information
comes filtered through the life of the land, so it might be
somewhat distorted by the different perspectives.

System: One success is needed to create the con-
nection berween the caster and the life of the land.
Additional successes expand the range of the caster’s
senses as follows: an area 100 yards in radius with one
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additional success, up to a mile with two, 10 miles with
three, 100 miles with four, and 500 miles with five. At
greater distances, the information the mage receives
becomes increasingly vague simply because there is so
much. The Storyteller may require a Perception +
Awareness roll (difficulty 1 + total spell successes) to
sort out specific information.

MET: Initiate Correspondence, Initiare Life. For
the rest of the scene, the mage receives a free retest on
all Awareness tests related to the surrounding area, and
may receive flashes of information gleaned from the
local flora and fauna at the Storyteller’sdiscretion. This
rote does not function in areas without plentiful natural
surroundings. Grades of Success: Each grade of success
adds another scene to the duration.

Dark Ages: Witches and druids of the Old Faith
cast this spell using Autumn ®®, Spring * e,

MAGIC CIRCLE (PRITTIE » », SPIRIT @ )

Verbena often perform their rites within the bounds
of a circle that is warded to protect them against all
unwanted influences and spirits, intended to keep in the
power that they raise until the time is right to release it.
Traditionally, they create the circle by walking or
tracing its bounds with wand, staff or blade three times,
The spirits of the four elements and the four directions
are then called upon to consecrate and enforce the
circle’s boundaries until the Verbena release them.

System: A Magic Circle can have a radius up to the
caster’s Arete in yards; each success allocated to the
radius increases it by a yard. A circle cast for a specific
ritual lasts until that ritual is complete. A circle cast for
general purposes must have successes allocated to its
duration. The remaining successes from the casting
provide dice for countermagic. These dice are rolled
automatically against any spell cast on a subject within
the bounds of the circle. Make a Willpower roll (diffi-
culty 6) forany spirit attempting to cross the boundaries
of the circle. A number of successes equal to the spell’s
casting are necessary for it to do so. Spirits cannot affect
those inside the boundary with their powers.

MET: Initiate Prime, [nitiate Spiric. Spirits at-
tempting to cross the boundaries of the circle must first
best the caster in a Willpower Test, with the caster
adding her Arete rating to her Willpower for the
purposes of ties and overbidding. Additionally, spirits
cannot target those within such a circle with their
powers unless they break through, and mages receive a
free retest on all countermagic tests while standing
inside the circle. Grades of Success: No effect.

Dark Ages: This spell originated in the rituals of
the Old Faith, which used Autumn ®# to cast it.
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SELF SACRIFICE (PRITIE o)

The Norse god Odin hung himself from the branches
of the World Tree to gain knowledge of the runes. So
must the Verbena sometimes sacrifice for their magic.
Rituals of pain and endurance — as simple as cutting
runes into flesh or scourging or as complex as hanging
in imitation of Odin’s sacrifice or the Native American
Sun Dance — fuel Verbena magic. Other mages con-
sider such primitive and painful rituals unnecessary, but
the Verbena understand that sometimes pain is the best
way to know that you are alive, and the willingness to
sacrifice is one of the greatest strengths.

System: For each level of bashing damage that she
suffers, the mage gains a point of Quintessence she can
use for a particular spell. For each level of lethal dam-
age, the mage gains an additional point of Quintessence.
This damage is done directly to the mage's Pattern, so
it cannot be healed using magic, only time and rest. In
essence, the Verbena is drawing upon her own life
force, breaking down the Quintessence of her own
being, to fuel her magic.

MET: Apprentice Prime. Each health level of
bashing damage suffered adds a Quintessence Trait that
can only be used for a single rote named when this rote
is cast. Lethal health levels add Quintessence Traits at
the same rate, but they can be used for any rote. No form
of magical healing can repair damage done by this rote,
only natural rest. Grades of Success: No effect.

Dark Ages: Old Faith mages cast this spell using
Autumn ®, while the Valdaermen cast itusing Galdrar ».

STRAINS &F LAUGHTER, SLEFP AND SGRRGW
(ITIND ee)

The Celtic god Dagda was said to possess a magical
harp that played certain songs that could enchant all
those who heard them. These haunting melodies caused
uncontrollable laughter or weeping, or they sent listen-
ers into a deep and peaceful sleep. The bards and skalds
of the Verbena have long practiced the art of influenc-
ing and enchanting listeners with their music and can
produce similar effects. Traditionally it is the melody of
a harp, pipe or flute that produces the magic, but some
Verbena accompany the instrument withasong oreven
sing unaccompanied. Some casters have been known to
achieve the same effects with modern instruments.

System: The caster weaves a powerful strain of
emotion with his music. The successes from casting the
spell determine the strength of the emotion. Two or
three successes are enough for the listeners to feel
whatever emotion the caster projects. Four or more
cause the subject to feel it intensely, and even act upon
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it. At this level of success, subjects laugh or weep openly THR‘E'E‘F@LD RETURN
or drop off into a deep and peaceful slumber. A target (ENTRGPY eeoe TITIE oo o)

can spend a point of temporary Willpower to shake off
the Effect briefly, but as long as the caster plays, it will
return. The effects of the spell end within a minute after
the caster stops playing or singing, though listeners who
have fallen asleep will remain so for at least an hour or
two, unless they are awakened before then.

MET: Initiate Mind. After casting this rote, the
mage must defeat his target in a Social test of either the
Performance or Expression Ability, as suits his chosen
medium, If successful, the target immediately begins
feeling the specified emotion for the rest of the scene.
Those sent to sleep do so peacefully, though they are
instantly roused if attacked. The performance also must
continue, or the effect fades a minute later. Grades of
Success: Each additional target requires another grade
of success.

Dark Ages: The Pillar required for this spell de-
pended on the emotion the caster wished to provoke:
Summer @ @ for laughter, Winter @ ® for sleep and sorrow.

STRENGTH ©F THEEARTH (LIFE e e e)

For the Verbena, the living Earth is asource of great
strength, spiritually and magically. Using this spell, it is
also a great source of physical strength, investing the
caster with the power that raises mountains and directs
the course of mighty rivers. To cast the spell, the
Verbena must be in contact with bare rock, soil, sand or
dirt. Pavement and wooden floors will not do, though
solid stone floors set firmly into the ground might, at
the Storyteller’s discretion. The caster needn’t be bare-
foot, though some Verbena prefer it when using this
magic. The spell also ends if the caster loses touch with
the earth for any reason.

System: Each success on the spell's casting adds a
dot to the mage's Strength. The caster must also assign
successes to duration for the spell to last for more than
a moment. The spell is coincidental as long as the
mage’s Strength remains within human bounds (five or
fewer dots). Greater levels of strength require vulgar
magic to achieve. A similar rote exists that uses oak
trees to augment the mage’s Stamina.

MET: Disciple Life. This rote grants the mage the
following Physical Traits: Brawny and Ferocious. This
rote is coincidental if these Traits do not boost the mage
over normal Trait maximums, but it is vulgar if they do.
Otherwise, these Traits can be bid and lost normally.
Grades of Success: No effect.

Dark Ages: Mages of the Old Faith cast this spell

Many Verbena believe in the Law of Threefold
Return, which says that what you do returns to you
threefold in the fullness of time. Some Verbena are not
willing ro wait for the fullness of time, so they choose to
help things along a bit, providing a touch of “instant
karma” where others get exactly what they deserve.

The Verbena prepares a suitable charm as a focus
for the spell, which must be worn or carried, The most
common charm is a small mirror or other reflective
item, though metal rings (representing the circular
nature of the Law of Three), symbols connected with
fate and woven or knotted cords (particularly of three
colors) are also common. The Verbena chooses when
to activate the charm, releasing the power of the spell.

System: The caster must achieve at least one
success to prepare the charm. When the spell is re-
leased, the total number of successes determines its
effectiveness. It magnifies the actions of the subject
performed for or against the caster and returns that
fortune (good or ill). So someone who did the caster a
good turn might gain some small benefit (for one
success) to a great windfall (for four or more successes).
Someone whodid the caster harm might suffer asimilar
harm (for one success) to a terrible series of misfortunes
(for four or more successes).

MET: Adept Entropy, Adept Time. This rote relies
largely on the Storyteller to adjudicate, but they are
encouraged to make the results suitably dramatic, for
better or worse — after all, the target is only getting
what'’s coming to him. Grades of Success: Each grade of
success allows for a longer length of punishment (or
reward), or a more severe result.

Dark Ages: Masters of manipulating fate, the
Valdaermen cast this spell using Forlog eeee.

\X/ ATERS ®F THE WELL OF LIFE(LIFE e s 00 e)

Although the masters of the Verbena can create life,
it is a power they rarely employ. The same is true for the
power to restore life to the dead. Therein lay the hubris
of Asclepius and Hippocrates, they say, which led to the
creation of the Cosian Circle and their modern heirs, the
Progenitors. Such power over life and death is necessarily
limited, because without death, life has no meaning.

The Verbena do possess mystic secrets for holding
death at bay for atime, however. Thisenchantment has
been found (in one form or another) among many
different branches of the Old Faith, from the druids to
the witches of Thessaly to the spae-wives of the North.

- . . i
P using Summer bl while Valdaermen cast something  Tpe cagrer infuses a bath — often in a greart cauldron —
! similar using Hjaldar e ee.
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with sacred herbs and magical power, transforming it
into the waters of the Well of Life, which can restore life
to the recently deceased.

System: A minimum of four successes are needed to
effect the spell, which is only possible if the subject has
been dead no more than a number of hours equal to the
caster’s Arete. The deceased is restored to life with a
single health level, and she must recover normally from
that point (though magical healing can assist in this as
well). This spell is always vulgar, since rampering with
the forces of life and death in this way is no small thing.

MET: Master Life. Success restores a corpse to life
as described already, and subject to the same limits.
At the Storyteller’s discretion, this rote may be-
come more difficult or even outright impossible :?
depending on the condition of the corpse and the [
nature of their death. This effect is always mas-
sively vulgar, and evensuccessful castings frequently
result in visits from Paradox spirits. Worse still, the
mage might be taken on a harrowing trip to the Under-
world to learn the value of life and death. Grades of
Success: No effect.

Dark Ages: The mages of the Old Faith once cast
this spell using Spring seess,

W/ ILLFUL BINDING ([TTIND e e s )

Although theyare believersin the tenet, “An it harm
none, do what thou wilt,” the Verbena also believe that
using magic to enjoin others from doing harm (essentially
binding them to the same credo) is entirely fair and just.
Sometime rather than calling down a curse upon a
wrongdoer (which could invite similar harm to return to
them), Verbena use this spell to bind that person’s will
and prevent any further transgressions.

The spell requires that the caster be in the presence
of the subject and pronounce the binding upon him, or
else have some personal connection to the subject to
cast the binding from afar. The subject is thereafter
unable to violate the commands that the caster has
specified — be it as broad as “do no harm” or as specific
as troubling a specific person no more.

System: The caster requires Correspondence 2 and
a personal item (picture, lock of hair, etc.) to cast this
spell on a target she cannot see. Otherwise the binding
must be done in the target’s presence. Successes deter-
mine how long the binding lasts (as given on p. 209 of
Mage). While under the effects of the Willful Binding,
the subject cannot rake any action contrary to the
mage's prohibitions, though the Storyteller may permit
the subject to spend a point of Willpower to momen-
tarily overcome the binding for a round. Countermagic
can also undo a Willful Binding.
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MET: Adept Mind. Targets affected by this rote are
incapable of aggressively harming others in any way,
including ordering allies or underlings to harm their
enemies, though they may defend themselves normally
if need be. This rote lasts for the remainder of the
session. Grades of Success: Each grade of success allows
for an additional target to be so influenced.

Dark Ages: Although less common in the past,
this spell could be cast using Winter eoee,

FAMILIARS

Witches of legend are well known for their famil-
iars: spirits (or demons) in animal form that do the
witch’s bidding and serve as hereyes and ears. Although
the legends are as distorted as any about the Verbena,

familiars are common among members of the Tradi-
tion, more than in most others.

Verbena familiars normally appear as fairly mun-
dane animals, but they possess powerful, mystical spirits
that make them more than just beasts. Most Verbena
prefer familiars that inhabit a living form rather than
disembodied spirits. Familiars are, in essence, living
Fetishes, forms for powerful spirits that serve the Ver-
bena asallies (see the Forged by Dragon’s Fire for more
information about familiars).

Common animal forms for Verbena familiars in-
clude crows, ravens and cats (perhaps the most common)
along with dogs, wolves, toads, snakes, ferrets and even
more exotic animals such as owls, swans or cranes.

[TIARKS ®F THE CRAFT: [TIERITS AND FLAW/S

Thefollowing Merits and Flaws from Mage:
the Ascension are common among the
Verbena and particularly appropriate for
§ Verbena characters:
Merits: Green Thumb, Unaging, Oracu-
il lar Ability, Cyclic Magic { particularly tied to
the cycles of the moon or the seasons), Fae
| Blood, Shapechanger Kin, Sphere Natural
(Life) and True Faith (the Old Gods)

Flaws: Primal Marks, Berserker, The Bard'’s Tongue,
Devil's Mark and Geasa

Physical Flaws like Disfigured, Deformity, Defective
Sense and Lame are fairly uncommon among the Ver-
bena, given their expertise in using Life magic to correct
them, Verbena who have such Flaws are either inexperi-
enced, ill-favored, cursed or have chosen to retain their
physical imperfections for whatever reason (which might
offer a potential story hook for the character).

Lenc-LiveD (I-pT, ITieRIT)

Whether through heredity, the blessings of the
gods or just good, clean living, you are especially long-
lived. You age, but gracefully, retaining both your
vitality and your faculties. You can easily expect to live
to see your first century, and possibly another beyond
that, Note that adepts of the Life Sphere can achieve
this Effect through magic. This Merit grants it naturally
(and does not incur the possibility of Paradox).

HenoRED LINEAGE (2-PT. [TIERIT)

Your bloodline is descended from one of the oldest
and most respected families among the Verbena, and
you can trace your ancestry back to the Burning Times,
if not farther. You are a true scion of the legendary
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Wyck, the First Ones. Among mages (particularly Ver-
bena) who care about matters of lineage, reduce the
difficulty of your Social rolls by two (but not to less than
2). You're also likely to receive a measure of deference
and respect from these people, though others will also
expect great things of you and could be disappointed if
you don't live up to your heritage.

CLOAK &F THE SEAS®NS (3-PT, [TIERIT)

You are magically protected from the effects of the
weather and the natural environment. You are perfectly
comfortable in winter's chill or summer’s blazing heat
regardless of your clothing (or lack thereof). Youdo not
suffer from sunstroke or exposure. You're not even
bitten by insects or other vermin. Your senses are still
limired by the elements (including fog, rain and snow),
and you're not protected from either hunger or thirst.

NATURAL SHAPESHIFTER (3~PT. [TIERIT)

Youare anatural and ralented shapeshifter when using
Life magic (not necessarily related to the Fera, though you
mayalso have the Shapechanger Kin Merit). Youare never
in danger of losing yourself to the identity of your beast-
form, and any new shape you adopt is as comfortable to you
as your own. Moreover, the difficulty of Arete rolls to
change your own shape is two less than normal.

MET: You are two Traits up on all tests involving
changing your own shape, and you need not worry
about ever losing your identity while in another form.

ToucH oF LiFe (3~eT, [TIERIT)

Your Avatar and your Pattern are filled to over-
flowing with the energies of life. You are especially vital
and vivacious, and others find your presence uplifting
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and energizing (and possibly annoying, for those who
don't care for such things). You recover from injury as
if your condition was one health level less serious. (A
Wounded character recovers as if he is only Injured,
taking a week rather than a month.) Reduce the diffi-
culty of your Stamina rolls to fight off diseases and
poisons by one. More importantly, your liveliness tends
to rub off on others. Plants thrive under your care
(much like the Green Thumb Merit, p. 294 of Mage).
Injured people under your direct care recover as quickly
as you do (treating their condition as one health level
less serious for purposes of recovery).

The downside of this Merit is that your blood is
particularly rich in life force, meaning vampires gain
twice the normal amount of blood points when drink-
ing from you. This might make you a target of
bloodsuckers and similar life-draining creatures.

¥/ ITCH'S BANE (3~ T® S—PT. FLAW)

The touch of cold iron is anathema to both you and
your magic, or both. This may be due to some faerie
heritage or the like (and is most common among
Verbena with the Fae Blood Merit). Asa 3-pt Flaw, the
touch of cold iron either provides three dice of
countermagic against your spells or inflicts a health
level of bashing damage per turn it's in contact with
you. As a 4-pt. Flaw it does both, or inflicts lethal
damage. As a 5-pt. Flaw, it provides both three dice of
countermagic and inflicts a health level of lethal dam-
age each round it is in contact with you.
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MET:: For the three-Trait Flaw, opponents holding
cold iron receive a free retest against your magic, or iron
inflicts one level of bashing damage per turn of contact
to your skin. For four Traits, it does both, or weapons of
cold iron inflict lethal damage regardless of type. For
five Traits, it grants foes a free retest, and you suffer a
level of lethal damage per turn of contact.

BOUND BY THE LAWY &F THREE(S-FT. FLAW)

For whatever reason, you are more than just a
believer in the Verbena ideal of the Law of Threefold
Return, you are a living embodiment of it, in that
whatever harm you do to others using magic eventually
returns to plague you.

The exact definition of “harm” is up to you and the
Storyteller to decide, but it definitely includes inflict-
ing injury, pain, illness and bad luck, as well as
influencing others against their will. Using magic to
achieve any of these ends is always considered “vulgar
with witnesses” for you (you and the gods are witness to
it, if no one else). This means you accumulate more
Paradox for it {possibly much more), and you're more
likely to suffer Paradox Backlashes because of it.

You can still use magic on others against their will,
as long as doing so does not cause harm. Examples
include binding someone to prevent them from doing
harm to themselves or others, and using rotes like
Banishing Blessing (p. 65) to gently guide unwanted
people out of your life for a while.
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Solitary trees, if they grow at all, grow strong.
—Winston Churchill

8| Thedevastation caused by the Avatar Storm
l] and the consequences of the Ascension
| War have had their impact on the Tradi-
tions, barring many elder mages from the
world and leaving a younger generation
without guidance, Where some Traditions
have foundered, the Verbena have blos-
somed under these hardships, like a sudden
frost causes a tree to flower in an effort to
scatter its seeds and ensure the survival of its kind.

The ranks of the Verbena have increased consid-
erably over the past few decades, and the younger
generation has taken up the cause of the Old Ways
from their elders, hardly missing a step. They know
that life endures and that the Verbena have seen such
dark times before. As long as they remain true to their
beliefs and live their lives to the fullest, then hope is
not yet lost. The one Divine Self that awakens to its
own nature might yet secure Ascension for all. The
Ascension War is not over. It’s merely being fought on
a different plane than before.
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This is fortunate, because the Traditions are sorely
in need of the vitality that the Verbena represent. The
others see darkness all around, despair and those who
have lost hope, clinging to memories of past glories or
railing uselessly at the cruel whims of fate. To the
Verbena, far too many of their fellow mages have
forgotten how to live and that life itself is the greatest
mystery and the greatest gift.

Even though winter lies deep upon the world and
all magic is falling into its chill embrace, the Verbena
know that such cold and darkness is always followed by
a new spring and the return of life and light. Seeds wait
in the frozen ground for the first warming rays of the
sun, and the keepers of the Old Ways are the gardeners
who tend to them. It's not over, the Verbena say — it
can’t be. If it is, then all their efforts won't matter one
way or another, but it’s not just the result that matters,
it’s the effort and the effects of a life lived true to what
you believe. Even if that is all the Verbena achieve —
to remain true to the Old Ways and the legacy of the
Wryck until the end — then it is enough.

CHAPTER THREE: CHILDREN &F THE W/YCK 73
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3% ’,"‘ The Verbena are a diverse crop, sprung
_ from the scattered seeds of the oldest mys-
} tical heritages, Their tremendous diversity
is both their greatest asset and their great-
'ﬁ est potential weakness, since the Verbena
lack unity and are in greater need of it.
Verbena belonging to different factions
and different cultures are respectful of each
other, but only as respectful as they are of
related Traditions such as the Dreamspeakers or the
Cult of Ecstasy. Deep divisions still cut through the
Verbena, between traditionalists and New Agers, be-
tween the Old and New World, between factions,
covens and cultures. At their best, the Verbena repre-
sent the ideal of diverse mages working together toward
Ascension, a microcosm of the Traditions. At their
worst, they are a squabbling, barely united group suffer-
ing the effects of infighting and arguing over semantics.
The following are a few Verbena who have made
names for themselves through their heroism, skill or
otherwise exemplary behavior.

HECT®R DE XANGSD

Background: Bom in poverty in Rio De Janeiro,
Hector grew up in a shantytown, learning how to pick
pockets and bilk tourists out of their money so that he
might have enough to eat. He was barely 12 years old
when an ialorixd, a Candomble priestess, recognized a
spark of magic in him. She encouraged the boy to come
and talk with her and eventually told him that the Orixd
had chosen him and that Xang8, the Orixd of thunder and
lightning, ruled his head. Hector became her apprentice,
and the first time he attended a ritual of hersanto (house ),
Xangb entered into him to dance. Hector felt truly alive
for the first time in his young life, and he Awakened.

Hector quickly outstripped his teacher, becoming a
babalorixd, or priest of the Orixd, before he turned 16.
Respected throughout the community for his strong
connection with the spirit world, his good advice and
his gifts for healing, Hector spent a fair portion of his
time interceding with the Orixd on behalf of the people.
Many came to him for advice and blessings, and word of
him eventually reached other ears.

When Hector was 18, a Verbena Santeria master
contacted him and recognized his potential. She of-
fered to teach Hector about the true nature of reality,
but he had to come and join her house in Miami. He
agreed and found his new apprenticeship a humbling
experience, Although he was a talented mage, most of
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what Hector knew of magic was self-taught. He had to
start out at the bottom again, and there was a lot to
learn. He spent several years learning all that his master
had to teach him before he was ready to return home as
a man and a true priest of the Orixd.

In his mid-20s, Hector went back to Rio, where he
became a pai de santo, head of a house, with students of
his own. It didn't take long for the community to
welcome him back or for Hector to feel at home again
among them. For the past 10 years, he has divided his
time between Rio and Miami, working with his fellow
Verbena and theirallies to further the cause of the poor
communities in those areas. He has also made several
trips to Africa to meet and study with masters of the Ifa
tradition that is the root of Santeria and Voudoun,
deepening his experience with the Orixd. Now in his
mid-30s, Hector is recognized as a talented and capable
adept and a teacher in his own right.

Image: Hector de Xang6 is a dark-skinned Brazilian
man in his mid-30s with an intense glare that seems to
extend right into the soul. He has a broad nose, sharp
cheekbones and somewhat wild hair with a short beard.
He tends to dress simply in a short-sleeved button-down
shirt, a T-shirt or a tank top and a pair of loose-fitting
drawstring pants. He often goes barefoor (preferring to
feel the earth under him), but he wears sandals on
occasion. He dislikes wearing shoes. He typically wears a
necklace of cowry shells and a beaded bracelet or anklet.

The foci for Hector’s magic are primarily the trap-
pings of the Ifa tradition, including rum and cigars
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(favored by Xang6), drums, knives and cowry shells or
kola nuts for divinations. Important rituals call for a
blood sacrifice, usually of a rooster or goat, which
Hector offers up to the Orixd to call on their aid.

Roleplaying Hints: You are a fierce advocate of the
good of your people, whom you consider to be all those in
need of spiritual guidance. You do not believe material
success is the key to happiness. A full belly is meaningless
with an empty spirit. The poor don’t need money, they
need something to believe in and hold on to. If they have
that, then the rest will come. If they don’t, then all the
charity in the world won't make a difference. You believe
that people should make it on their own, but that there’s
nothing wrong with offering guidance along the way.

You are a man of deep and abiding faith in the
Orixd, and you accept their guidance. Unlike many
Verbena santeros, you do not see a need to purge the
Christianized elements from the Way of the Saints,
They are a part of your tradition and your beliefs, and
they show that all faith springs from the same root
source. Although you have your beliefs, they don’t
invalidate anyone else’s, and you're not threatened that
others believe differently from you.

You're an earthy and practical man. You have
slaughtered chickens and goats as offerings to the Orixd
since you were a boy, and you wield a butcher knife
without squeamishness. Consequently, you have little
patience for squeamishness in others. Your hands are
always dirty or bloody — callused hands that have done
hard work and never shy away from it.

Faction: Twisters of Fate

Essence: Primordial

Nature: Caregiver

Demeanor: Traditionalist

Attributes: Strength 3, Dexterity 3, Stamina (Tireless) 4,
Charisma (Primal) 4, Manipulation 2, Appearance 3,
Perception 3, Intelligence 3, Wits (Visionary) 5
Abilities: Alermess 2, Athletics 2, Awareness 4, Cosmol-
ogy 2, Dodge 2, Leadership 3, Linguistics 2, Medicine 2,
Qccult 4, Performance 2, Stealth 3, Streetwise 3, Sur-
vival 2

Backgrounds: Avatar 4, Dream 3, Mentor 2, Node 2
Arete: 4

Spheres: Entropy 3, Life 4, Matter 2, Mind 1, Spirit 4
Willpower: 8

Quintessence: 6

Paradox: 0

Resonance: (Dynamic) Vital, (Dynamic) Energetic,
(Static) Spiritual, (Entropic) Visceral
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HESHA H‘leaRNINGSHADE

Background: Hesha Morningshade was destined
to be one of the great teachers and leaders of the
Verbena, though not even she expected that her time
would come so soon. The Verbena Primus and master
Nightshade recognized Hesha's potential, however,
and took heras her student and apprentice. This choice
stirred up considerable speculation and jealousy, par-
ticularly since Hesha was not from a known bloodline
or sympathetic to the Gardeners of the Tree. She was a
simple country girl who first learned the Old Ways at
her grandmother’s knee and made no claims of any ties
with the ancient Wyck. Her interests lay much more
with the Moon-Seekers, and she looked forward to the
future rather than back toward the past.

Hesha proved herself a capable student. She was
also a talented reacher and quickly became a high
priestess and mentor in her own right, seeking out and
guiding potential initiates onto the paths of the Ver-
bena, all the while showing them how to find their own
way in the world, Hesha has always believed that
teachers only plant the seeds of knowledge into their
students — the students must grow and mature in their
own way. They should take care to weed their gardens,
but not to prune their charges overly much. Each must
take her destined shape and path. This made her a
sought-after teacheramong the Moon-Seekersand many
modern Verbena, and it only brought her more into
question as far as the traditionalists were concerned.

She lived simply, traveling the world to share her
knowledge and insight with other circles, seeking out
potential students. This meant that she was on Earth when
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the Avatar Storm closed off the spirit realms to the masters
of the Traditions and when Horizon fell. Although she was
saddened by those events, Hesha believesthat they showed
adeep flaw in the Traditions’ thinking that the Ascension
somehow lay beyond Earth and humanity. Since the
Avatar Storm, she has found herself in a leadership role
even more, now one of the eldest and most respected
Verbena still accessible to the Tradition's initiates.
Image: Hesha Morningshade is truly handsome
woman, classically beautiful and a serene mother figure.
She has straight, flaming red hair that falls to her waist,
usually ried back with a colorful ribbon (a silver diadem
or crown of flowers in ritual). Her eyes are deep blue,
reflecting a youthful passion and vigor. Although she’s
in her 40s, she has an ageless quality about her.
Roleplaying Hints: You disdain any sort of formal
leadership position, and you are not a member of any one
circle. Instead, you continue to travel the world, seeking
out potential studernits, teachingand maintaining contact
with the many “gardens” of Verbena you have helped to
plant. More than ever, you are convinced that the hope
and future of the Tradition (and perhaps all humanity)
lies with these young initiates who are still filled with
wonder, life and vigor, and not yet bowed by age and
cynicism. They may try your patience sometimes, but
they also help keep you young and honest about yourself
and your path. You learn at least as much from them as
you teach them in return, and that has become your own
personal path toward Ascension.
Faction: Moon-Seekers
Essence: Questing
Nature: Visionary
Demeanor: Pedagogue
Attributes: Strength 2, Dexterity 3, Stamina (Vigor-
ous) 4, Charisma (Passionate) 4, Manipulation 3,
Appearance 3, Perception (Insightful) 4, Intelligence
(Knowledgeable) 4, Wits 3
Abilities: Academics 3, Alertness 2, Awareness 3,
Cosmology 4, Enigmas 3, Eriquette 2, Expression 3,
Leadership 4, Linguistics 3, Medicine 2, Meditation 3,
Occult (Verbena Lore) 5
Backgrounds: Avatar 3, Destiny 3, Dream 2
Arete: 5
Spheres: Correspondence 2, Entropy 1, Life 5, Matter 2,
Mind 3, Spirit 2, Time 1
Willpower: 8
Quintessence: 10
Paradox: 0
Resonance: (Dynamic) Bountiful, (Dynamic) Vigor-
ous, (Static) Cyclical
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The Verbena (like most Traditions) claim many
noteworthy mages among their number, stretching back

to the Aeduna and the legendary Wyck. To the Verbena
all primordial mages are ultimately a part of their lineage.

[TIEDEA

The witch Medea is one of the most infamous
ancestors of the Verbena. Born to a royal family, Medea
possessed the blood of the Wyck and a strong talent for
magic. Asa girl shestudied the craft. By the time she was
a young woman, she was already a formidable sorceress.
Then she met the dashing Jason, a prince from Thessaly,
who came to her land with a crew of heroes known as the
Argonauts, searching for the legendary Golden Fleece.
Medea fell in love with Jason immediately and offered
to help him claim the Fleece if he took her and her
younger brother with him back to his homeland.

Jason agreed, and Medea prepared the sleeping
draught that lulled the dragon guarding the Golden
Fleece. When the Argo was unable to escape her father's
ships, Medea killed her brother, cut his body into
pieces, and scattered them behind, forcing her father to
stop to collect his son’s body for a proper burial. Medea
continued to aid Jason with her magic after his return
home. She went to Jason's usurping uncle in disguise,
claiming she could restore his youth and vigor. To
prove it, she cut up a sheep, then boiled the pieces ina
pot with magical herbs. A young lamb sprang from the
pot. When the King's daughters attempted the same on
him, they got nothing but a cauldron of boiled flesh.

Jason assumed the throne, and Medea gave him two
50N, Eventually, however, the king's eye wandered. He
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became enamored of a princess of a nearby country and
offered to take her as his wife, cementing an alliance
between the two lands. Furious at being set aside, Medea
arranged to send the new queen the gift of a fine cloak.
When this queen clasped it around her, it burst into
flames and burned her to death. Medea then murdered
her own children as a final strike against Jason before
fleeing Thessaly in a chariot drawn by dragons.

Medea fled into the Umbra, where she sought to
create the life that eluded her in the mundane world.
She refined her mastery of Life magic to a tremendous
degree, creating new lovers, new children and a new
family to replace those that she had destroyed. Some
Verbena elders were able to treat with her from time to
time, but she was well known as a dangerous ally and an
even more dangerous enemy. Still, she was recognized
as one of the greatest masters of the Verbena and
eventually considered an Oracle for her vast powers.
There was a time when Medea ruled as a queen over
worlds of her own making, and she sought to be a
benevolent ruler — though a jealous one.

AsMedea’s world became more and more expansive,
she sank deeper and deeper into her own creation and
into the depths of Quiet, becoming a Marauder. In recent
years, the Verbena grapevine has been full of talk of
Medea. Some have said that the Avatar Storm shocked
her out of her Quiet and into an awareness of the modern
world and the grim condition it's in. While a handful of
Verbena elders have tried to corroborate these tales,
none have been able to do so. But if they are true, it
remains to be seen what role so powerful an Oracle of Life
might play in the Ascension War — even assuming that
she can reach Earth or that other mages can find her.

[TIERLIN

Legends say that Myrrdin, or Merlin as he is known
in the modern world, was born the child of a mortal
womanand aspirit or devil. The Verbena maintain that
Merlin's father was one of the legendary Wyck and
Merlin’s extraordinary power was a result of the blood
of the First Ones running so strongly in his veins.
Certainly, Merlin was extraordinarily gifted, able to
foretell the future even as a boy. The Verbena claim
that he was trained and initiated into the Old Ways by
one of the surviving Aeduna, and that he performed
many of the great fears of magic artributed to him
(although not the building of Stonehenge, which the
Verbena attribute to the Wyck themselves).

Perhaps Merlin’s greatest deed was arranging the
birth of Arthur, the young chieftain-king who served as
a leader to unite the pagan and Christian peoples of
Britain under one rule. Merlin educated Arthur and

B R ,'u-;« '.*'rl, :'f,

LTl
L FYeT ‘I i |

. "
coy Baln g -

a‘f"r'l.

supported his dream of Camelot, serving as his advisor
and counselor. Unfortunately, the dream of Camelot
failed, betrayed by love and trapped by its own ideals.

Even before Arthur fell at the hand of his son
Mordred, Merlin left the world behind. Legend has it
that he was sealed within a tree or stone by his student
and lover Nimue, although there is some question
whether or not she berrayed Merlin or did this at his
request. Some Verbena maintain that Merlin foresaw
the end of Camelot and, powerless to prevent it, chose
to sleep away the ages until the time of Arthur’s return,
so that he could once again advise and aid his protégé.

NIGHTSHADE

The woman known only by her craft-name of
Nightshade was the co-founder and first Primus of the
Verbena Tradition. Without her efforts, it is quite
possible that the Old Ways of the Verbena would never
have survived the struggle against the Order of Reason
(and its misbegotten child, the Technocracy). They
would now be as dead as the unicorns and other By-
gones they once protected.

Nightshade was born in England in the late 14th or
early 15th century (history is unclear as to her exact birth
date). Her parents were pagans, keepers of the Old Faith,
and Nightshade was raised to honor the old godsand their
ways. She was a natural priestess and leader, and she
trained with a coven. In adulthood, she was a prominent
member of the pagan community in England.

Nightshade was the sole survivor of the massacre at
Harrowgate, when the forces of General Wyngarde
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So Nightshade supported the formation of the Coun-
cil of Mystic Traditions. Moreover, she sought to unire the
diverse pagan paths of Europe into an alliance. Such an
alliance could not only withstand the onslaught of the
Order of Reason, but it could also take a position of
strength on the new Council withour having to answer to
the whims of the Order of Hermes or the Celestial Chorus.
Her efforts led to the creation of the Verbena, and she is
honored as the mother of the modern Tradition.

Nightshade walked the Paths of the Wyck and
traveled the world gathering allies for the new Tradi-
tion. She also avenged her family and friends by burying
Wyngarde's army in a blizzard and slaying the general
with her own hands. She was recognized as one of the
most formidable members of the Council of Nine,
although she exercised her power carefully.

As the centuries passed, Nightshade spent increas-
ingly more time in Horizon, although she visited the
earthly realm on occasion and even continued to teach
students and attend seasonal rituals. After the fall of
Horizon and the Avatar Storm, Verbena circles and
covens lost contact with their Primus, and some fear that
Nightshade is dead, either at the hands of the Technoc-
racy or torn apart by the Avatar Storm. Still, those who
knew her point out that she has literally walked through
fire and death many times before and survived.

ALL-VERBENA CHRENICLES
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descended upon the pagan celebrants at a Midsummer
ritval. The cruelty and the sheer hatred she witnessed
that night marked Nighrshade for the rest of her days.
[t became quite clear to her that there would be no
accord between the Old Ways and the Order of Reason,
that the Burning Times would consume all pagan folk
unless something was done.
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a‘-i-'\!- 2% The Verbena are a diverse lot, but they have
certain things in common thar bind them
8l together as a Tradition, not the least of
@ which are their love of life and their respect

for the Old Ways. Since the founding of the
Council of Nine, Verbena have often been
suspicious of outsiders. In the past they suf-
fered at the hands of the ancestors of the

entirely the same, and the Verbena wouldn't have it any
other way. In addition to the four major factions within the
Tradition (described in Chapter Two), the Verbena enjoy
adiverse range of cultural and mythic backgrounds. A circle
might consist solely of Celtic descendants of the ancient
druids and bards, but it is just as likely to include a druid, a
rune-worker, a New Age "kitchen witch," a ceremonial
Wiccan and a priestess of Santeria. Storytellers can make

Celestial Chorus and the Order of Hermesas
well as the Technocracy. They understand the need for
unity within the Traditions, but such old grudges are not so

#obfs:  easilyseraside. Moreover, mages of other Traditions often

)| » find Verbena ways and rites disturbing, even harbaric,

L]

Verbenachroniclesasfocused orasbroad and diverse as they
wish, since the Tradition is one of the most inclusive of all.

THEITES

A number of themes common to the Verbena can show

N> making them less likely to work with the followers of the  up in an all-Verbena chronicle to enhance the story.
s . Old Ways unless the Verbena are willing to modify and  Chronicles can include some or all of these themes. Al-
'{1 ] tqne-down their traditional Pmc"-i.ces- Some Verbena are  though they might notnecessarily be in the forefront of every
U willing to do so, but others arent. Therefore, Verbena  story, these basic themes underlie much of the Verbena
. T circles and covens often consist solely of initiates of their  Tradition, and they tend to show up in one form or anather.
ol ¢ Tradition, perhaps with an ally or two from a sympathetic

path such as the Dreamspeakers. VITALITY

All-Verbena chronicles still offer plenty of opportuni- The Verbena believe in living life to the fullest by

_ties for variety. No two followers of the Old Ways are embracing all the many joys and experiences that it has
1‘ to offer. They are not ascetic mystics who lock them-
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selves up in their ivory towers to contemplate the
nature of reality. They’re all about getting out into the
world to experience reality firsthand. Their emphasis on
doing rather than just being makes the Verbena appeal-
ing to young mages, who might find the philosophies of
the Akashic Brotherhood, the Celestial Chorus or the
Order of Hermes too dry or austere.

Their vitality also makes the Verbena an active
part of the world, which can be a boon for a chronicle
since there isn't likely to be as much “downtime” with
the mages off on their own performing experiments or
research. While the Verbena do feel the need for
solitude, they're more likely to do things that are easier
to incorporate into the cooperative storytelling of the
game rather than solo activities that require little
narration and don't involve the other characters.

Inaddition to theirjoie de vivre, the theme of vitality
can also show up in Verbena stories by confronting the
characterswith challenges to their liveliness. The World
of Darkness is often not a vital place, and it can be
difficult for even the Verbena to maintain their sense of
life and hope in the face of so much despair and apathy.
It also offers opportunities to raise issues about the
quality of life. For the Verbena it's not just enough to be
alive; they also want to feel alive. That colors their
reactions to lingering illness and infirmity.

TRADITI®N

For centuries, the Verbena and their ancestors have
held fast to cultural beliefs (and even cultures), keeping
them alive ina world that increasingly doesn’t care about
the Old Ways of thinking, believing or doing things.
They'vesuffered and been persecuted for their beliefs, but
they have remained faithful despite it all. They are strong
believers in tradition, though exactly which tradition can
be a matter for debate (or even heated argument).

The Verbena Tradition consists of a diverse number
of pagan traditionsand beliefs, and it is balanced between
dedication to those ways and the need to accept others
and forge ahead into the future. Conservative elements of
the Verbena fight to maintain rradition and to keep the
Old Ways pure as their ancestors knew them. More
progressive elements try different combinations of the
Old Ways and are always looking for new innovations,
which the Tradition as a whole might be slow to adopt.

The Technocracy promotes a kind of homogenous
culture that is anathema to the Verbena, who struggle
against the loss of their individual cultural identities. At the
same time, they are aware that theirs is a living Tradition,
which changes and develops over time. How the Verbena
are changing, and how parts of the Tradition react to such
changes, can be an important theme in a chronicle.
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CYCLES

The Verbena recognize cycles in all aspects of
creation: life and death, the beating of a heart, the
rthythm of sex, the seasons, the tides, the sun and the
moon. Everything has its cycle, and all things change
while ultimately remaining in a state of dynamic bal-
ance. These cycles can express themselves in a Verbena
chronicle in various ways.

One way is to base the narrative arc of the chronicle
on the progression of cycles, such as the seasons or the
Wheel of the Year. A chronicle can start out with the
circle in spring, representing new relationships and
opportunities. The world is fresh and the mages are
newly Awakened to their potential. In the summer of
the chronicle, the mages grow into their power and
place within the Tradition. They achieve great things
and pursue their own passions. In the autumn of the
chronicle things stabilize, mature and perhaps become
somewhat routine, The characters might have achieved
many of their goals and passed on their knowledge and
experience. In the winter of the chronicle, things
decline. The mages lose some of the vitality they once
had. Perhaps they've become set in their ways. The
world is darker, colder and less filled with opportunities
than before. The chronicle might end with a slow
decline, or perhaps the cycle comes around again and
there is a renewal of hope with the coming of spring.

Cycles can also appear in an extended chronicle
through history. For example, a historical chronicle
that progresses through different eras (see pp. 81-82)
can highlight both the small cycles found within indi-
vidual characters’ lifetimes and the much larger cycle of
the rise and decline of magic that can be seen only over
a long period of time.

TRANSFORITIATIGN

Although they are devoted to the Old Ways, there
isa strongstrain of rranshumanism among the Verbena,
an interest in becoming more than they already are.
Many Verbena rituals are rites of passage, and there is
an underlying theme of transformation in their Tradi-
tion and their magic.

The progression from birth to youth to maturity to
old age and finally death is one of the prime transforma-
tions and cycles among the Verbena. It is found in many
of their gods, who are dual- or triple-aspected to reflect
the different stages of life. The Awakening and initia-
tion of a mage is a prime transformation, as are the
Seekings a mage embarks upon to gain greater enlight-
enment and understanding.

The Verbena also experience literal transforma-
tions. With Life magic, they can become entirely
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different creatures, experiencing what it's like to be a
tree, fish or bird. They can also re-invent themselves,
shaping their bodies to suit them and even creating
permanent changes in their Patterns over time. Explor-
ing the uses (and shortcomings) of this power can
become a theme in the chronicle.

Finally, the Verbena are transforming as a Tradition
by incorporating new ideas and new initiates, adapting
the Old Ways to serve the needs of the modern world.
This ongoing evolution and development can become a
part of the chronicle as the Verbena struggle to continu-
ously redefine their identity and place in the world.

SACRIFICE

The Verbena believe strongly in sacrifice — not
just bloody-handed animal sacrifices, but deep personal
sacrifices as well. While it is a theme that should be
explored with care, it can create powerful stories as well.

Sacrifice is the willingness to give up something (or
to give up everything) for a particular cause. The sacrifice
of produce and livestock among the pagan traditions
represented a true gift from the people to theirgods, since
they were so dependent upon the land and its bounty.
The Verbena also sacrifice their time, their security and
even their lives to safeguard their beliefs and their tradi-
tions, They have willingly suffered condemnation,
imprisonment and death for what they hold sacred.

In many ways, sacrifice is the ultimate expression of
Verbena vitality, because it represents a willingness to
give one's self over to a cause or belief completely, The
sacred priest-king gives his life willingly to restore the
land because it is his duty and responsibility to do so.
The Verbena give of themselves to maintain the cycle
of life and to preserve the Old Ways because they see
themselves as the chosen guardians. The realization of
the importance of sacrifice can make a fitting climax to
a story or even an entire chronicle.

INCLUDING NN~/ ERBENA CHARACTERS

It's fairly easy o include mages from other Tradi-
tions in a mostly Verbena chronicle or as part of a
Verbena circle. The Verbena Tradition is a diverse
group with respect for many other mystic Traditions.
Some Verbena view the other Traditions as offshoots of
their own, although some apples have fallen farther
from the tree than others. Verbena factions such as the
Moon-Seekers look for things they can leam from other
Traditions and are the most likely to work with them.

The Dreamspeakers and the Cult of Ecstasy are the
Traditions most likely to be found working side-by-side
with the Verbena, particularly among characters who
come from a similar culrural background. Hermetics of
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SEX AND SEXUALITY

The Verbena try to have very few hang-ups
when it comes to sex and sexuality. For most mem-
bers of the Tradition there is nothing wrong with
recreational sex (simply forpleasure and enjoyment)
qrml any sex;gal expression involving consenting
*adultsis fair game (including homosexuality, bisexu-
 ality and variou§polyamorous arrangements).

@f course, i 'erbena live and'wererajs*ed in

thatl anythgmher : se -
hypocrisy, or at least se mpased ppr A
handful of stodgy traditiondlists insist that r_he {t50-

larity” between male and female makes heterosexua
couplings the only “natural” ones. &
Just as the Verbena have a ! broad gl of
sexual mores, so d(*'peopl in the realg@rld, and
the Storytellepand playp‘s should bgdware ofthat
dealing with sgxual issues ingii@€onte

e chréhicle. Seme players i@ md itfu
mteregtﬂ'lg tocﬂl with the sg of their clffr- i
actels in the : others” mightbe.
ottible (or any all¥of sex

Tl askuheothe ayersito
Whl[t_ a Mage chroi

House Ex Miscellanea have also been known to join
Verbena covens, and the might even trace their lineage
back ro common ancestors in the Dark Ages. Those
members of the Euthanatos and Celestial Chorus who
are pagans worshipping old gods might acrually find
themselves more comfortable among the Verbena than
they are among members of their own Traditions.
Technomancers such as the Virtual Adepts and Sons
of Etherarerelatively infrequent associates of the Verbena,
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but a circle of “techno-pagans” might welcome them,
particularly if they have the Dual Tradirions Merit (Mage,
p. 298) or if they trained as Verbena (before or after
deciding to become technomancers). The same is true of
the Akashic Brotherhood, though there are Moon-Seek-
erswho find wisdom in Eastern philosophy. They note that
Taoism, in particular, has a great deal in common with the
Verbena concept of the Goddess and the God.

VERBENA ARGUND THE \W/ @&RLD

As befits one of the oldest Traditions, Verbena are
found nearly everywhere, and their love for the living
world has kept many of them close to Earth when other
mages departed for the depths of the Umbral Realms and
Horizon, The shrinking of the wilderness and the loss of
old cultures and ways have had their impact on the
Verbena, however, forcing them to adapt to the modern
world as they have for centuries. They blend inamong the
people they live with, sometimes adopting their ways
outwardly while keeping their own traditions in secret.

Europe: The Old Country is still the heartland for
many Verbena. There they can feel the spirits of their
ancestors among the rocks and the trees. They fee] the
power flowing through the land, the waters and the sky,
and they can almost touch the lives they once knew as
sacred guardians of these places. Although the Burning
Times decimated the Verbena in Europe, they have since
sprung back, like new growth from the remains of a forest
fire. Europe is now one of the strongholds of the Tradition
and home to the greatest number of Verbena-controlled
Nodes, some of them ancient and truly powerful.

The Verbena in Europe tend to be secretive, hiding in
plain sight. While many people know of a local wise
woman or man with the Second Sight, they think fairly
litele of it, and the Verbena go about their business quietly.
Old habits instilled by the Burning Times have been slow
to change, and the practitioners of the Craft in the Old
Country keep a low profile for the most part. This is at least
partly because Europe is also strongly influenced by the
Gardeners of the Tree, who hold to the Old Ways of the
Craft. Many of the secrets of the traditions are passed down
along family lines, though even the Gardeners have begun
adopting initiates from outside their bloodlines.

North America: North America has proven fertile
ground for the Verbena to put down new roots. From
Colonial New England, the Tradition spread slowly out
across the continent, meeting and mingling with prac-
titioners of other similar paths such as the ways of the
Native Americans, the Voudoun of New QOrleans and
the Santeria of the South and Southwest.

The Gardeners of the Tree were most common in
and around New England for some time, with the
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Twisters of Fate along the East Coast and the deep
South, the Moon-Seekers spread out across the Mid-
west and up and down the West Coast and the
Lifeweavers pretty much wherever they damn well
pleased. In modern times, the factions are not so geo-
graphically divided, though they remain slightly more
common in those regions favored by their elders.

Areas like the Pacific Northwest (stretching from
Santa Cruzto Vancouver, BC), New England, the North-
ern Plains states and the Mississippi Delta in particular
are home to Verbena circlesand Nodes in North America,

South America: South America’s vibrant magical
styles, derived from African traditions blended with native
beliefsand Spanish and Portuguese Catholicism, are among
the newest additions to the Verbena. Moon-Seekers and
Lifeweavers are among the most common here. A number
of Twisters of Fate also recall the earliest and most primal
ways of their ancestors, as do some Gardeners who fiercely
resist any effort to homogenize their culture or ways for the
comfort of others in the Tradition.

Africa: The mother continent of the Ifa rradition
that is the root of Voudoun and Santeria, Africa has
become a home for Verbena who have returned seeking
their roots and an understanding of those primal Wyck
who once walked the jungles, hills and grasslands of this
place. These seekers have met and shared with
Dreamspeakers and disparates in Africa and have
brought some of them into the Verbena in turn.

Asia: The Verbena don’t have much of a presence
in Asia, apart from a few individuals and isolated
covens here and there. The majority of Asian Verbena
are found in and around Russia and the Balkans, follow-
ing the ancient traditions of their ancestors. Russian
Verbena have long lived in the shadow of the hag-
witch Baba Yaga, but recently tales of the “little
grandmother's” demise have come from Mother Russia,
leaving some of Baba Yaga's followers in a struggle with
the Verbena guardians of the land.

Australia: Verbena presence in Australia tends to
be limited to the cities and outlying farms, though some
Verbena do seek out the Dreamspeakers of the Outback
asalliesand teachers. Verbena have supported effortsto
protect the environment and the sacred places of Aus-
tralia and the surrounding region.

HisTorRICAL CHRONICLES

One option for a Verbena chronicle is to make use
of some of the material from Chapter One to set the
game sometimes in the Tradition's long history, per-
haps even before the founding of the modern Verbena
Tradition in the 15th century.
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A chronicle set in the Mythie Age could focus on
the deeds of the legendary Wyck or the Aeduna, inter-
acting with figures and crearures and legend. Players
can experience the split between rhe Greek Aeduna
and the Cosian Circle or the Lighting Scourge of the
Roman magi against the Celric druids and fae. Story-

tellers might want to either use the rules and systems

from Dark Ages: Mage forsuch chronicles or adapt the
modern-day Mage rules as needed.

For chronicles set during the Renaissance, Mage:
The Sorcerers Crusade is an invaluable resource,
allowing players to experience the early years of the
Tradition. Perhaps starting with the founding of the
Verbena and struggling to incorporate many diverse
paths and cultures under a single aegis represented on
the Council of Nine.

Finally, the schism between the Iron Circle and the
Verbena during World War Il and the turbulence and
new hope of the 1960s make interesting settings for
Verbena-centered Mage chronicles.
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A historical chronicle may take place entirely ina
particular era, or it may progress through several differ-
ent eras, possibly culminating in the modern day. Since
the Avatars of mages reincarnate from one life to the
next, the characters in each different era might be
linked by possessing the Avatars of their “ancestors,”
giving them past-life memories and karmic ties to other
characters in the group.

Such a chronicle can serve as an in-depth prelude
to a modemn Verbena chronicle, giving the players a
strong sense of the Tradition's history, since they have
been a part of it. It can also provide ready-made plot
hooks for the characters, since their Avatars might
have connections with certain past events and other
characters in the setting. Perhaps the ancient rivalry
between an Aeduna mage and a Cosian physician is
played out again between a modern Verbena and her
Progenitor counterpart. (Or perhaps it is the Cosian
Avatar that has incarnated as Verbena in this lifetime
and the former Aeduna who is now a Progenitor!)

CABAL: NExw HePE FARITI

1 [n a rural area not far from a major city is one
| of many cooperative organic farms found

| throughout North America. This particular
/| farm is distinctive because it is the home of a
circle of Verbena dedicated notonly to prop-
| erly harvesting the bounty of the land while
living in harmony with it, but also finding
| and teaching potential new members of the
* Tradition. They do what they can to help
pratect the environment while keeping the Old Ways
alive in the face of the growing power of the Technocracy.

HIST®RY

The seeds of New Hope Farm were planted when
six potential initiates were gathered and trained by the
Verbena, initiated into the Tradition after their Awak-
ening. Although they came from diverse backgrounds,
they all became friends during the trials of their initia-
tion and their experience as new members of the
Tradition. Two of them became particularly close.

Jon Fairmont and Kameria Shula became lovers at
the first Beltane ceremony they attended together, em-
bodying the young God and Goddess in theirunion of the
Great Rite, Their relationship blossomed into love, and
they were handfasted a year later in a ceremony con-
ducted by their friends and chantry-mates. Jon, a student
of ecology, suggested the idea of starting a new Verbena
chantry based around an organic farm co-op, something
he'd often thought about doing. The couple gathered the
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support of their friends and, with a litrle magical help,
found the ideal location for New Hope Farm.

The loss of many of the Traditions’ Masters and the
ultimate end of the Ascension War spelled trouble for
New Hope Farm. The farm became a haven for Tradition
mages in need of shelter, but that also endangered the
farm's safety, Magic was fading from the world, smothered
by the apathy of the Sleepers. So Jon Fairmont made a
decision to preserve his dream and that of his friends and
family, at the cost of his own life. His sacrifice dramati-
cally rekindled the Node beneath the land, and since
then, New Hope Farm has been not only a bastion of
magic in an increasingly mundane world, but also truly
sacred to the other members of the New Hope Circle,
who honor Jon's sacrifice by carrying on his dream.,

[TTISSI®N

New Hope Farm's purpose is manifold. [t is a success-
ful organic farming co-op that uses modern and ancient
ecological techniques in harmony with the land and
nature. It helps provide an example to others of a more
ecologically sound way of living in addition to supporting
the community of people who live there. The farm also
serves as a home base for the New Hope Circle, a training
ground for Verbena initiates, and a safe haven for Ver-
bena (and, to an extent, any Tradition mage) in need of
shelter. The circle wants the farm to serve as a symbol of
hope to their fellow mages and a place where the Old
Ways are still practiced and honored.
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The practical day-to-day work of the farm takes up
much of the New Hope Circle’s time. Everyone living
on the land, including the circle members, students and
consors, works to support the farm by performing vari-
ous tasks. Those tasks range from cultivatingand weeding
to mulching, harvesting, food preparation, cleaning
and other routine chores. The farm sells produce and
herbs in excess of its subsistence needs to local markets
and restaurants, The farm uses organic growing tech-
niques and no chemical pesticides or fertilizers. Fairly
little actual magic is used in the growing process, other
than the simple magic of hard work and care.

Everyone living full-time at the farm is aware of the
existence of the New Hope Circle and the fact that they
are mages, though they know little else about the
Traditions or even the Verbena as a whole. They're
aware of the Ascension War but, fortunately, haven’t
been overly affected by it. The farm is too far out of the
way to be much concern to the Technocracy, particu-
larly since the start of the Avatar Storm. The circle is
careful to maintain the security of the farm; its exist-
ence as a Verbena chantry is not widely circulated.

The New Hope Circle takes on a small number of
apprentices each year, but it rarely has more than nine
of them on the farm at any one time. These potential
mages are taught how to work the land, and they study
with the members of the circle in their particular areas
of expertise. Some of them Awaken and are initiated as
Verbena, but others do not. They either find their path
elsewhere or remain as consors of the farm. Some new
students are already Awakened, in which case the circle
takes great care to see that they get training in how to
deal with their newfound awareness and ability.

The Verbena of the New Hope Circle are relatively
young and inexperienced themselves (compared to
masters who have practiced the Craft for decades, even
centuries). They're also well aware that most of those
experienced teachers are no longer available and that
it's up to them to carry on the Verbena's traditions.
They do the best they can with the time and resources
available to them, but there is some concern whether
they're doing neophyte mages a disservice by training
them. Thus far, none of the circle's students have
complained that their education is lacking. (They
complain freely about many other things, but not that.)

New Hope Farmalso servesasa “safe house” of sorts for
Tradition mages in need of a haven or simply a place to get
away from the outside world for a while, provided they're
willing to do their fair share of the work. The circle is
careful about who it allows to stay, since maintaining the
secrecy of the farm and the safety of the students and
consors is the primary concern. Nobody wants some rogue
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Ascension warrior leading a squad of HIT Marks to their
doorstep. By the same token, the circle tries not to tum
away allies in need. A measure of discretion and a willing-
ness to follow the rules is usually enough to gain the New
Hope Farm's hospitality, at least for a short while.

ORGANIZATI®N AND PSLITICS

New Hope Farm is a cooperative, meaning that it is
jointly owned and operated by the members of the New
Hope Circle (who are full members of the cooperative),
and by their students and consors (who also have a
voice in how the cooperative is run), though only full
members of the circle have a vote.

The New Hope community gathers at least once a
week to discuss business on the farm and handle any
issues that arise. These meetings generally gosmoothly,
though they have been broken up by personal conflicts
in the past. Community members are allowed and
expected to speak their minds at meetings and gather-
ings, so things can sometimes get a bit heated.

The tasks on the farm are regularly divided upamong
the members of the community, including the circle,
which is not exempt from performing chores. The circle
members tend to have more fixed roles and tasks, but they
pitch-in wherever and whenever they are needed.

The farm's by-laws say that most decisions can be
passed with a simple majority vote of the members of
the circle, but adding a new member to the circle
requires a unanimous vote, as does removing a member
from it and making any significant changes ro the by-
laws themselves.

THECIRCLE

The core of the New Hope Circle consists of the
five remaining Verbena founders, who were initiated
and studied together. They're all considered equals in
running the co-op, though each has a particular role
within the organization and the circle. Debates among
the circle members can sometimes get heated, but they
are close friends first and foremost, and their bonds run
deeper than simple friendship or partnership.

Kameria Fairmont: Born a hunchback with a mal-
formed spine, Kameria was taken from her home village
in Africa when she was six years old. Missionaries cared
for her and eventually placed her in an adoptive home,
but Kameria never felt at home with hernew family. She
always felt out of place, a freak, self-conscious about her
deformity. Her training as a Verbena truly transformed
her. It awakened primordial past-life memories and a
talent for shapeshifting in Kameria, and anyone who
saw her today would never recognize her as the shy,
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awkward girl she once was. Now through Life magic she
stands straight and tall, a stunning African woman with
long black hair usually worn in beaded cornrows, with
a passionate fire smoldering in her dark eyes. Kameria
has changed in spirit as well, with the passing of her
husband and the birth of their child, she has gone from
the passionate and innocent maiden to the fierce and
powerful mother-figure of the New Hope Circle.
Teague O’Connel: Teague was another wounded
soul healed by the Verbena. Teague always felt that
he'd been born centuries too late. He dreamed of being
an Irish bard in the days when such poets were sacred
keepers of lore, yet he had to settle for being a harpist at
various Renaissance Faires. He was estranged from his
family for being gay, so his Ren-Faire friends became
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Teague’s new family. In the mid-'90s, Teague con-
tracted HIV and developed AIDS, not long before the
Verbena found him. His training as a mage has allowed
him not only to heal himself completely of his infection
but also to fulfill his lifelong dream. Teague is New
Hope's resident bard and keeper of lore. He's a tall,
willowy man with long, straight brown hair that falls
past his shoulders. He's fond of wearing a cloak out of
doors rather than a jacket or coat whenever he can, and
he’s rarely far from his hand-made Celtic harp.
Takoda Walking-Bear: Takoda's grandfather
Kohana was Verbena, and he hoped to teach his grand-
son tofollow in his footsteps, sensing the potential within
him. But Kohana passed on before he was able to teach
Takoda, so he arranged for a friend to initiate him in the

UsING NEXw” HEPE FARITI

Storytellers can use the New Hope Farm in a
number of ways, as suits the needs of the chronicle.
The farm can be a home base for different sorts of
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the farm, but they won't turn away those in need. If
the characters’ enemies do follow them to the farm,
then the mages should feel honor-bound to help

| Mage games, a placeiof refuge or just bomewhere for_ defend the farm — at the very least.

:: the characters to visitfrom time to. A " ‘Rinally, N Hope Farm can simply be a place
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Old Ways. Takoda's inability to experience visions led
him to perform the Native American Sun Dance, where
he saw a vision of his grandfather. Thereafter, he was
initiated as a Verbena and has become a skilled healer.
Takoda is in charge of the farm’s medicinal plants and
herbs, and he regularly communes with their spirits. He's
also the chief healer of the circle, adept at treating many
ills with herbalism, homeopathic remedies and magic.
Takoda isatall, broad-shouldered Narive American with
long black hair. He usually dresses in comfortable work
clothes like jeans and a flannel shirt.

Deborah Gray: Deborah (“Deb” only to her close
friends) admits that she came to the Craft seeking
power and that it is still important to her. Deborah
always felt powerless, angry at the world, so when an
acquaintance offered her a chance at power, she took it.
Deborah’sinitiation into the Verbena was not easy, and
she soon unearthed past-life memories of being burned
at the stake, which haunted her visions and dreams.
Her Avatar was deeply scarred by the experience, but
Deborah claimed her power and has healed many of
those scars (though it’s doubtful they will ever entirely
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fade). Her anger has been transformed into confidence,
though she still has a caustic wit and a vengeful streak.
She's not squeamish about doing what needs to be done
to protect herself and her circle, and she doesn’t apolo-
gize for it to anyone. Deborah is a thin, somewhat pale
woman with a pinched look to her face and straight
black hair that she usually wears back in a ponytail.

Aileen Wilkinson: Aileen grew up in a strict
middle class Protestant family. When her twin sister,
Kathy, was raped and murdered, Aileen found no sym-
pathy from herstern father. (He blamed Kathy for going
out alone and dressing in a “provocative” manner.)
Alone and filled with grief, Aileen stumbled upon a
pagan celebration and took some comfort in it. Later
the man who killed her sister stalked and atracked her,
but she fought him off. When her father's sole concern
was how itwould all look, Aileen decided to leave home
and seek out the pagans who had helped her. They
introduced her into the Verbena, where she sought to
claim her own power and become a role model for
women, young and old, who felt powerless.

LEGENDS ©F THE ®LD FAITH

"| The roots of the Verbena are ancient in-
_ deed, and many stories have been handed
A "= down from generation to generation of the
(| Old Faith, existing throughout history to
[ (N the modern day. Some Verbena believe

g that these tales are the literal truth, while
others consider them either metaphors for
a deeper truth or simple folk rales that
offer wisdom and insight. Whether the
events and people they describe really existed isn't as
important to those Verbena,

LILITH

Some Verbena consider the Witch Mother Lilith
one of the Wyck, the First Ones. Certainly, Lilith is an
embodiment of dark feminine energies that the Ver-
bena honor, a paragon of empowered womanhood,
which the Verbena claim is why she has been maligned
so often by history. Possessing enlightened free will,
Lilith chose not to remain servile to Adam in the
Garden of Eden, striking out on her own instead.
Deprived of paradise, Lilith had to create her own,
working her will upon the world. Among other things,
Lilith carved out realms within the Umbra, some of
which are still known to the Verbena today.
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Various stories associate Lilith with the spawning
of monsters, though these tales might be misunder-
stood. (Then again, they might not, as some Verbena
point out.) Lilith might have ties with the ancient
ancestors of the Fera, the changing folk, and with the
creation of vampires. Legend hasit thatshe took pity on
Caine and taught him to survive and use the power
inherenr in his blood, granting modern vampires their
powers. Verbena often honor Lilith as a dark aspect of
the Goddess, associating her with Hecate, Kali, Macha
and other Dark Mothers who are honored for their
strength and feared for their power.

Moreover, some Verbena believe that Lilith is
immortal and that she dwells still in the dark reaches of
the Umbra, where she watches over and guides her
many children. The Dark Mother is certainly a power
to be reckoned with, although her purpose may not
necessarily be universal Ascension. Some believe the
Nephandi have corrupted Lilith (or perhaps vice versa),
while others say she is beyond good and evil as most
understand it. Although some claim to have encoun-
tered the Dark Lady, or her works, no one can say for
sure if she still walks among the living. If she exists, and
if she is a mage, Lilith is surely one of the most powerful
of the Oracles by this point.
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(&\ N The Verbena are among the most diverse
el of a diverse lot. Despite the best efforts of

&\\I | traditionalists, the Verbena have included
’( ‘ [] a variety of people and magical paths over

the centuries since the Tradition’s own
formation from the diverse pagan faiths of
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Europe. The Verbena’s diversity is a source of both
strength and tension within the Tradition, and the
following pages offer only a small sample of the many
different willworkers who follow the Old Ways, in one
form or another.
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ECo~ACTIVIST

Quote: Fuck with the planet, and the planet will fuck with

YOu., HATURE Architect FacTan: Twirters of Fate
4% B : EnBee Pattern COHCEFT Eco- Activiet
Prelude: You have always had a deep love for the i Crmsucis DeMeAvon:Pedegogue CABAL
natural world, Even as a child you liked to walk in the woods ATTRIBUTES =
and camp. As a teenager you developed 2l swewh_ 08000 Chutin____ 90060 Tonqrin____ 88000
. . L Yoo BB0DO0 Manipulsion_____ @800 lnelipme 08800
strong sense of right and wrong and of B Swe 86000 Awemc____ee00 W #8000
i ious wilder- : — ABILITIES
conservation of the precious wdd‘er =S = o) :
ness. In college you decided to major Motnan_ 88000 Cti_____ 88000 Asbuia___ 88000
i y : 2. SO000 [hive 0000 Comparer______ DOOO0
in environmental studies, even L Awwe 90000 fspein 00000 00000
51— ks I OO000  Enigma,

| 1 ilr Dodge #8000 uni o, I L 80000
though your parents considered ita 3 .'W Mebimir—— 89000 lesigion
waste of time. You also got politically 00000 Frrkimmoce____ 0000 Linguis_____80000

iy D000 Swealth, BSO00  Medicine SOOO0

. P - % c 5 al. %
involved, joining protests against the S i LN — it

destruction of the rainforest, the poi- ¥ p——————"SrHrRe —————or]
soningof the earth and the extinction [ 3 '

of so many species. [t awak-
ened you to a rorally
different way of living, .4

YAl @000 #0000V 0 0000 Hue
- Lontocts _ @€000 N ILLPONUER, Iuired. 40 RS

in harmony with the 79 JE—25000 sssanssggy o T8
planet rather than as Ja¥f ————50%  Gurewe  TSIE—— s
just another parasite 351 DTHER TRATS 2> 0%y O i SRR '!
slowly killing it. . T———oomo '3 g Sk 20000 |+
Your eco-activ- ‘ﬁ — 0 Peest l_;—;__—m:l _"_'.

ism also bmught you ']",-!':rm';-?‘! ot by b ey o Al I'.-.gl} -"]\
into contact with @ [V 53 " < et e ia < vy et e o dil v W e e T * 't

lot of neo-pagans:
Wiccans, modern shamans, Celric restorationists and so forth. Through them you
found a spirituality to match your social and political beliefs, a deeper and more
spiritual connection with the living Earth. Not all of your connections were necessarily
spiritual, however. Some of your friends were pretty radical, and although you were against
using violence to get your message across, you have spiked your share of old growth trees and
done some monkey wrenching in your time.
= It was at a protest when cops used tear-gas to disperse your group that you really opened
\ | P l your eyes to the cries of the Earth and to your own power and potential. Things happened
: ' ¥ around you that protected you and your fellow protestors and caused the cops to retreat.
'? Some of your neo-pagan friends said that you needed to meet some people, who taught you
2 about the ancient times when your ancestors lived as true children of the Earth. Now it's up

. ’4“:“ to you to help save Her.

W@ 7 Concept: You're very much a part of the modern world, and you're well aware of its problems.
You don’t necessarily want things to revert back to that Golden Age that once existed, because
you know that innocence cannot be reclaimed. Yet you do firmly believe that something hasto ¥

everything is sterile and all life comes from a lab. You're not going to let that happen.
Roleplaying Tips: You're passionate about what you believe in. Maybe a little too passionate
sometimes for other people’s comfort, but you're all about shocking people out of their !I

"
greatest threat the Technocrats pose, not to magic, but to life itself, They won't be happy until e
(]

complacency and making them aware of what's really going on in the world. You try to teach by
| example as well, living the kind of life that you think is necessary to be at peace with the Earth,
Magic: Your magic calls upon the Earth Mother and the forces of nature for aid. You prefer
natural tools like herbs, branches, twigs, water and soil, and you're not afraid to get your hands
dirty. You're sensitive to the ebb and flow of life.
Equipment: loose cotton clothes, hemp sandals, shoulder bag of spell components and
foci, beaded necklace
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1 Quote: Weather's lookin' a mite ugly tonight. You better go &4
'1 before it gets much worse. HATURE Architect FACTIEN: Gardaners of the Tres
Prelude: You grew up in the Catskills in rural New York. £ F Cmecie ety oo L Itmi
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and kidney failure
and the long litany of cancers that other towns around you are dealing with. Thanks
to foresight and just a little spellwork, the apples from your family orchards are the
tastiest and healthiest fruit in the state of New York.
Your Awakening took place when you were just 17. Some kids from a neighboring
town had driven in to cause trouble. They'd heard that your family was a little weird and
maybe had some self-professed witches among its number. When they found out who you
were, they were only too eager to show you what good upstanding Christians did to witches.
You, in turn were only too happy ro show them what good, sensible witches did ro lowlife
hypocrites like them.

The coroner (your second cousin once removed) and the editor of the town paper
{your great uncle) reported the two fatalities as death by narural causes. “Those freak spring
thunderstorms, after all, can sneak up on you pretty suddenly, and the kids must have had
something on 'em made of meral..." And that was the end of it.

Your initiation into the family craft took place the very next week.

Concept: You are a storm witch from a long and illustrious line of Verbena witches. Your

family made you the guardian of the orchards. It’s your duty to see that the rains are plentiful
and the frost is not. You stir the clouds when you need to and nudge the winds in the right
direction for pollination. You feel your place in the great cycles, and it is good.
Roleplaying Tips: You're all about having a good time, living life to the fullest and
showing other people how to do the same. You don't believe in moderation, but you do
believe in quality of life, and you know from bitter experience that overindulging can sometimes
diminish that. You use your abilities to know what other people want, discover what
E makes them tick and to influence them subtly,
Magic: Your magic is largely made of rituals toaffect the weather.
You whistle for winds, spit three times for rain and hiss for snow.
Your entire family is lining up to teach you more rotes, but so far
your interest is solely in feeling, shaping and causing the weather.
Equipment: pruning sheers, small iron cauldron, a fresh
apple (or two)
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Quote: Hate to ruin your day, child, but the Loas are about to
kick your ass.

Prelude: Your grandmotherused tospend
hours telling you stories about the Voodoo
queen Marie Laveau. Your mind was

N«<H041

so full of Marie Laveau that you used
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your mother was working. ADVANTA K

puted to be Marie

And move you did. To Seattle.

you haven't seen her in years,

departed, you were left to call the ambulance.

things happen.
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And you knew whar you wanted to be when you grew up.

In time, your mother found our what had been going on {as she couldn't help bur do}, and
she decided that the only way to protect you from your grandmother's influence was to move.

Equipment: Bowie knife, cigar, bottle of rum, live chicken
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Laveau's and then saw the one that nobody knew about that was the real thing. You saw an
old friend of Grandmama's raise a zombie in the full light of day.

Grandmama still sends you letrers from time to time, and she visits you in dreams, but

Your Awakening was particularly traumatic. You were about to be the victim of a rape,
but instead of being there in your body as it happened, you invired the Loas to take your
body instead. And they did. The Loas, it seemed, had a reach well beyond the outskirts of
New Orleans. You were kicked out of your body, and Loa of vengeance, Erzulie Toho took
over your body. When it did, your attacker began suffering from terrible, wracking
convulsions. His back muscles clenched up until his spine snapped, and when the Loa

Concept: You are Seattle’s only Voodoo priestess. It's fate as much as anything that
makes you Verbena. In slightly different circumstances, the Bata'a would certainly have
claimed you as one of their own. You have studied Afro-Caribbean witcheraft since you
could read. Your grandmother trained you as best she could, and yow've educated yourself
since then on the Loas. You've even let the Loas ride you as a horse from time to time.

Roleplaying Tips: You have inherited your magic through your grandmother.
The ways of Voodoo stretch back ta Africa, and you are the student of these ways.
Soon, you even hope to be the teacher of these ways. While you are easygoing most
of the time, you take your role as guardian of the knowledge of Voodoo very seriously.

Magic: You see spirits, Mareover, you see how the spirits work through people and
animals, and to some small degree you have learned to channel rhe spirits. You can see how the spirit
world works and how spirit affects the flesh. And when you need to, you can summon the Loas to make
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NEW AGE \W/ITCH

Quote: My Goddess gave birth to your uptight lile God.
Prelude: When you were a kid, you believed in things like
Santa Claus, the Tooth Fairy and magical fantasy worlds. By the
time you were an adult, you didn't believe in anything, least of all  *
yourself. A friend invited you to attend a pagan festival, and you fele PHYSICAL SacaL ITENTAL
1 N . 2 . % S KKK Charess SB00 Deatopion____ 99900
something there. It was a real connection, like something you didn’t i 00000 Muuliin 88000 lulliene_____8ee00
even know was missing until you had it back. You talked to some of
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tolearn more. Youdevoured the informationand quickly discovered B Ao #9800 (e 80000 Aok __So800

y , : Avnieren______@@800 biginn #8000 Cemier______ 98000

thatonly some of what the bugks had tosay worked for you. (The rest = e e Wouos

of it was crap.) You were particularly drawn to the idea of Goddess- (il Doie— 80000 Medraion st e 544

: S x s A . apresion______ @0000 . .
worship, of honoring the divine as feminine as well as masculine. 00000 Terummer____DOOOO Lingmmes 00000
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When some Christian acquaintances of yours found out, they felt e .

the need to “rescue” you. Their ignotance SPHERES
seemed to know no bounds, but neither did [ Cwpondeocs 08000 L8000, P
their excessive zeal. Not only did they pray el T 00000 Min:
| ; e —
for you, they pushed tracts into your hands and — ADVANTAGES
tricked you into going to church. When those ) Amie 88000 €80 0000000
tactics didn't work, they began actively harassing you. ', if: Dowm_____esec0 WALLRIER
i : . . 88000 ¢ ®
Eventually they gave up, but their nse left you e —oooco SO B8885888
y they p respc you 4 i
with a strong dislike of Christians from then on. ' e il ooo00  GwnEseXE cgrcitate]
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You wanted some more guidance, so you sought A 7 TR TRAITS g" °% Drnarc 00000 |
¥ D000 ; o — DD
out a real teacher. You ook some classes at a local ) " 00000 g 8 Shuic. Bacthibg_ 0000 =
bookstore and joined a discussion group on the Internet. 00000 T,Gn 99” BaBie i i
You attended more festivals, and it wasn't long before - K b i
: “ en BRI Rt bt Bt aptaes e
ou =d yau a full- wits “‘."“'”
you declared yourself a full-fledged witch . N T H T . g X

even though you didn't really know what
it was to be a witch then. You found out
when you joined a coven, only to
discover that it was full of pet-
tiness, big egos and
catty birching. Dis-

illusioned, you quit

thegroup, resolving to
pursue your path alone.

. with it when necessary, realizing that i1 d(_w:sn't
' change who you are or what you believe.
Wiy, Roleplaying Tips: You strive to be a true
witch in yourheart, regardless of what anyone else
thinks that should mean. To those who say that lineage
matters, you counter that only the Goddess and the
God can make someone a true witch, and they're
never wrong when they choose. You want to
learn from your peers, but you have no
patience with arrogance or pretense. If it
works, you use it, if it doesn't, then at
y  least you tried it with an open mind.
=y That's your greatest virtue, and per-
S haps your greatest flaw.
Magic: You describe your style
s “eclectic” (though others
call it “flaky” or “scartered”).
Youmake use of the rraditional
tools (wand, athame, chalice
and such) bur also your share of
crystals, essential oils, herbal
remedies, reas, chimes, Tarot
cards and pretty much whatever else
comes along.

Then, one night, as you praised
the Goddess beneath the full moon,
the Goddess actually spoke to you and
told you that you were not alone, thar
you were never truly alone. For some
time after that, you reveled in your
new power. Yousought out overzeal-
ous Christians and argued with them
and, sometimes, did things to make their
lives just a lirtle more miserable,

Eventually, the real meaning of the
Wiccan Rede sank in, and you stopped perse-
cuting Christians (for the most part). Youstill
think of yourself as being on the front lines in a
great battle between the Old Ways and this pushy
new religion that's not even a full two millennia old, though.

Concept: Afteryour Awaken-
ing vou discovered that there were
others like you and that they were
a diverse group, even if the petti-
ness you encountered in your first
coven wasstill there in some of them.
You learned to overlook it and deal (e

s

Equipment: long,
sweeping dresses and
N\ casual clothes, ceremo-
nial cloak, wand
(decorated with crys-
tals), Tarot decks
(several different styles),
athame (ceremonial dagger)
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RUNE-CRAFTER

Quote: The runes show me the shape of the future, There's not
much. left to yours,

£ s
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HATURE Surviver FacTWeE: Twisters of Fare
Prelude: When you were a child, the One-Eyed Man came O hti sty ORI il
to you in a dream and taught you how to tie a proper hangman's ATTRIBUTES 1
PHYSIZAL Secwl Mental

noose from a lengeh of rope. He whispered certain ancient names

Chuirinary [ 1 e

Perepteon______ 99800
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in your ear and said they were important, though you didn't know 89800 ::f;t:«n_pm bcligece 99000

why or how. He taught you how to spell those names, in a crude, ABILITIES =1
angular alphabet that no one else recognized — the runes. You TaLENTS SweLs KharLEDGes

. i M . 5 Alergpen__ S8000 Crufn_____ #8000 Acdemica_ 80000

knew certain things by listening to the squawking of crows. You Adiletics______ #0000 Dnve_____00000 Cemputs 00000

~ Awnnen__ OO0 Ergeents 00000 Cosmolgy BOODO

knew what they were saying to each other, Beael e — s S —

. y . i [dge. S0 0000 | DO000

and your insights disturbed people, includ- Expresion______ Q0000 Meles 88000 Liw 00000

Incimidation______ SO0 Pefuimame____DODOD  Lingstics Bum Lare 89000
Lesdership.__ O0OODO  Saealth
Steriwise_______ @000 Survival__
: Technokam

OODDD  Madicineg

ing you. You learned not to talk about your
DOOD0 el
00000

dreams or the things vou knew. You

did your best to ignore them, PHERES =
: . - Conopondence___DO00D Lt #9000 Prinie #9000 W
b'l-l'[ thEY ]'I.I.St wuu[dnl g0 Entropy____ @000 Moo SO000  Spint, DOO00 rf
T di ed e BODOG Mind DO000  Time 00000 ?
away. You were diagnos P ADVANTAGE <l B
asschizophrenic, and doc- BACKGREAMNDS HeaLTH i
i 3 ) Avatar @800 @800 Q00000 Hrused 40 L7
tors prescribed anti-psychotic Destiny _____@@000 Hims— il
. . . . Dream _ @8800 LM ER Injured ] b
medication for you that dulled your brain ; Besrc #0000 9 0@ @@ 88000 -
p _ H —_— 00000 O0DODOO000 Maud -.’_l:l 1 d
but made getting along with others ‘;? T 0000 el . B
; i ; ST ———  ooooo ncapactnied o
a little easier. If you still had i eo"—‘%o Resanance 511
5 Tt ETHER TRAITS ] Do 00000 (41, |
the dreams, you didn't re- 05 " “ovooo o Fopc_ 5
h h el __0ODDDOD "-‘o {l;-‘ Srtic ODO0 e
member them N :‘_ o :Ouuo° Exrerieice i |
One night, youranout |'5 —————0o000 :l A
of Clozaril, the medication s WAV ok, T g e AN AN AR

ﬁ " 1, .,Ii LI ’i 1l s |‘_-|. \lu .'_.__-r rood

) you were told ta take, and
you went to the all-night pharmacy to get more. You picked the nigh[ that it was held up. Four
people were shot that night. You lost your right eye in a bright, explosive moment of pain, and
as you lay on the floor warching your blood spread out around you with your remaining eye, the
One-Eyed man was with you again. He locked down at you from the shadows under his broad-
brimmed hat and said, “It's time.” Suddenly, in the spilled boxes, floor tilesand smears of blood,

you saw things — meanings, patterns, connections — that you had never seen before. You

smeared bloody rune words across the floor tiles — old words of great power. Words of healing.
Words of vengeance. The paramedic said it was a miracle that you survived. He thoughr it was
pretty funny that you lived while the robber who shot you only made it two blocks before losing
contral of his car and burning to death in the resulting explosion. You both had a pood laugh
over the irony of it all.

You stopped taking your Clozaril — or any medication — after that. You didn't need it
because you weren't crazy. Then someone came to your door and showed you the runes he'd carved
into his chest, telling you that he’d had a visjon, too.

Concept: Since your Awakening, you've learned the secrets of the runes. You know how to
draw forth their power by carving them or chanting their names. You've leamned the history and
lore of the preat rune-crafters, and you have embraced what others call madness (which you call
understanding).

Roleplaying Tips: You are a product of a bygone age and tradition. Some call you mad, but you
have merely seena greater truth, and you embrace life with the fierceness and dedication of one who
hasspent toolong in the waking death of mood-stabilizersand antipsychotic drugs. Yourexperience

has filled you with newfound conviction and unshakable confidence. You are fierce and forceful,
While you are truly kind and generous to your friends, you are terrible to your enemies. You fear
nothing, except perhaps the sort of slow suffocation you endured before your Awakening.
J Magic: The runes are your source of magic. You chant their names. You carve them

[5[(-‘ into wood, stone or even flesh. You draw them in ink, paint or blood. You use stones carved
% with their images. You have only begun to explore their depths, and you intend to master

all of their secrets.

Equipment: long coat, broad-brimmed hat, pouch of runestones, Bowie knife, glass eye
{subtly etched with rune words)
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SCI®N ©F THE W/ YCK

Quote: | am descended from the Wise Ones. Their blood and
power flows through me.

Prelude: Orher Verbena, other mages, Awakened to
their power and learned of magic and Ascension after living
mundane lives, but not you. Your bloodline stretches back to
the dawn of Verbena history with the legendary Aeduna and
Wyck of the ancient world. Your family has followed the Old
Faith and maintained the Old Ways for centuries, through
the rise and fall of empires and the dangers of the Burning
Times. Many of them suffered for their beliefs, and
many of them died. You were taught all of this when
youwere only a child, and your parents showed you
many wonders. When other kids took vacations in
Disneyland, you visited the Horizon Realms and
saw real faeries and unicorns.

EsceE Pattern Carm" Scion of the Wyck
Lemeadesk; Pedagogue Capal:

Your family always expected great things from
you. After all, you had a noble heritage to live up
to. More than anything else, you wanted to
make them proud of you, so you worked hard
to study magic and learn all that you could
about the Old Ways. There was a time
when you feared you would never truly
understand, rhat you would be consigned
to the life of a humble sorcerer, but your
blood was true. You Awakened to your
power in the middle of an otherwise
unremarkable familyargument. Youruse
of magic was considered such an excel-
lent omen that the fight stopped and a
celebration began.

are not
apen to
wharyou have
to offer them, you
won't necessarily give up
on them. Often it takes rime for understanding
to seep through for those not raised in the
magical life. It can be difficult for some to let go
of their mundane preconceptions. Be patient
but firm in dealing with them. Never forget
that yours is an honored and noble bloodline
(and don’t ler anyone else forget it, either).
Magic: You perform magic the way it has
always been done, using ritual tools and spells
passed down to you in your family’s book of shad- 1
ows. Yourecite your spellsin languages hardlyever 4
heard in the modem world, and you wield your 7
wand and athame with great authority. You've " »
studied many old recipes for brewing potions and f

The loss of Horizon and many of the
great masters of the Traditions makes it
all the more important that people like
you remain true to their heritage. The
Verbena have seen times like this before
and survived, and so will you survive. Your
heritage and all the sacrifices of your ances-
tors depend on it.

Concept: You are a true Verbena, born
and bred. Magic is your birthright but also a
great responsibility. It is your duty to uphold
the Old Ways and to teach others about them;
to nourish the roots of the World Tree to keep
it strong and vital. It is a heavy responsibility,
but you know that youare capable of shoulder-
ing it for as long as necessary. You are proud to
do so.

elixirs in your great cauldron.

L Equipment: magical tools |
(wand, athame, cauldron, pen-
tacle, chalice, etc.), collection of

dried herbs, family book of shadows (hand-

copied, of course) V1

R

F e

Roleplaying Tips: You never miss an op-
portunity to educate, since it is through
teaching that the Old Ways survive. If others
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SHAPESHIFTER

QQuote: There's more to all of us than meets the eye,

Prelude: You grew up in an upper-class suburb on Chicago’s
North Shore. Your parents had very high expectations of you.
You were to be cultured, educated and, of course, pretty,

You never felt you quite managed that last one.

Even as you studied, even as you atrended dance classes
three times a week, you wanted to cut loose. You wanted to be
someone else — someone less staid and more vital — bur you
were stuck.

You graduated from your boring and prestigious high school
and went to a boring and prestigious university, and from there
you entered the work force as one more yuppie drone. You tried
dating, but the guys you met were all dull and things never quite
worked out. You feared you simply weren't pretty enough ever to
meet a man who would turn you around or geally love you.

One night, you went down into Chicago to explore the
neighborhood around the comer of Belmont and Clark. That's
where the wild kids hung out. The ones with tattoos and
piercings. The ones who wore Jeather jackets that said things like
“Gutter Girl" or “Pain Is Just Weakness Leaving The Body.”

You met a guy who had to be in his early 30s, and you liked
hima lot. He was radically different from anyone you'd ever mer,
and you were enthralled. There was something magnetic about
him. Maybe it was his long eyelashes or his big brown eyes or the
taut muscularity that showed through his clothes. He took you to
dinner at an Ethigpian restaurant (you'd never had Ethiopian
before) and told you stories of hiking through Nova Scotia as the
leaves were turning fiery orange and about bathing in hot springs
in Oregon while snowflakes drifted lazily out of the sky and
dissolved as they hit the rising steam.

You began driving down into the city more regularly. He
never quite seemed to look the same when you saw him, but you
knew who he was. You felt you knew his soul. When you rebuffed
his sexual advances, you thought you'd never see him again, but
yOu were wrong.

He rold you he was leaving soon to go west. He asked if you
wanted to go.

A month later, you were camping in the desert outside
Santa Fe and he said he had some things to show you. You
thought he meant sexual things, but instead he turned into a
wolf. Then an eagle. Then he tumed into you.

“You can do this too," your double said to you.

He became himself again, and he was on you like an animal
in human form. The whaole time he was undressing you, he was
whispering strange, exciting things in your ear. The moment he
took your virginity, you felt something in you change, and not
just in a symbolic way. Your body became fluid and moved with
his body, and you made love as panthers, as minks, as foxes.

And nothing about you would ever be the same again.

Concept: Like a house pet gone feral, you appreciate free-
dom like few others. There is nothing in life that you won't play
with, including your own form. You've learned ro rake your own
Pattern and reshape it in nearly any way you wish. Now you
understand what the word “wild" really means. You're constantly
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trying out new
shapes and identi-
ties, and you've
started working on
permanently modify-
ing your Pattern in
different ways to suit
you better.

Roleplaying Tips: You blend in any-
where. You can be the strikingly
beauriful culture maven, oryou can
besoferal that youscare even brave
men. You find joy in your free-
dom as in nothing else. There
may be a day when you settle
down into a routine, but for now,
you're happy sinking your teeth into
life and taking all it has to offer.

Magic: Your magic is focused on shaping and
molding the Patterns of life. You use various
Talismans, articles of clothing, even totems like
feathers or animal hides, to transtorm yourself
into different shapes. Mirrors, once your bane,
have become your windows of insight, and things
like dance and movement — once a duty done to
please others — are now a pleasure and source
of power for you.

Equipment: leather jacket, wide variety
of clothing and accessories
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W/ ISE HEALER

Quote: Relax, it looks a lot worse than it really is.

Prelude: Youalways had a knack for taking care of things, from
the first time vou found a wounded hird and nursed it back to health.
When you were a kid, vou always knew thar you wanted to be a
doctor and help people get well. You worked hard for the opportu-
nity, too, since college and medical school were expensive.
Unfortunately, you found that the reality of becoming a docror
didn't match up to your expecrations. There were so few doctors or
even med-students really interested in helping heal people, They
were all more interested in how much money they would make and
how to protect themselves against potential legal liabilities. Med-

< aVh vl Ny 10
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treating patients, and you got sick and tired ofhearing about how you
had to be objective where your patients were concerned.
Youalsodidn't care for the restrictions placed on you, so you
decided to run a little free clinic on the side for people who
needed your help but couldn’t afford it, You even recruited a few
fellow students to help out there. When the school administra-
tion found out, you were expelled and charged with practicing
medicine withoutalicense. The charges were eventually dropped,
but you were blackballed from attending medical school. Your
dream of becoming a doctor was over, or so you thought.
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You began looking into alternative forms of healing:
herbalism, holistic healing, acupressure, aromarherapy and oth-
ers. Among them you found what you were looking for, an
approach that focused on compassion and treating the patient as
a whole person. You also found a connection to ancient and
honored healing techniques and folk remedies that went back
centuries. Through your studies, you encountered someone who
said that you had a great deal of potential. You would make an
excellent healer, if you were up to the challenge, but
your results were still mixed.

2 B

One night, you were opening your own doors
of perception (with the help of psilocybin mush-
rooms), when two young parents brought in their
kid, who'd been hit by a car. You recognized severe
shock when you saw ir, and you didn’t think the kid
had much of a chance. Worse, you were just about
peaking on the "shrooms and not in any state of mind
to be dealing with any kind of healing work (or so
you thought). Then all of a sudden, all of the
theories — the spiritual healing techniques and
the like that you'd been reading up on —fell into
place. The necessary course of action was
suddenly clear as good air. A few herbs and
some carefully channeled energy later, the
kid was sitting up and laughing.

/
fdl In time, the effects of the psilocybin
::13 passed, but the understanding you
i b arrived at that night did not. el
I ' if Now you're becoming the healer
| you've wanted to be
‘o | o sincetheverystart.
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Concept: You're not adoctor, yours isasacred calling. You're
part physician, part counselor and part therapist — whatever your
clients need ro help them on the road to recovery. You've learned
a great deal about how the mind and spirit influence the body and
vice versa, as well as how to use simple and rime-honored methods
for bringing them all into alignment and harmony to treat
disease and maladies on a deeper level.

Roleplaying Tips: You're compassionate and
caring, with a need ro help others who are suffer-
ing. You're disdainful of Western medicine for
what you see as its shortcomings and blind
spots. Helping people become truly healthy
in body, mind and spirit is your calling in
life, and you atrend to it with considerable
zeal and pleasure,

Magic: Herbal mixtures, teas, infu-
sions and similar brews are a primary
focus of your magic. You also use
sound, meditation, scent
/G and massage to stimu-
[" late the body's many

hidden properties.
Equipment:
medicine bag (con-
taining herbs, salves
and other remedies), research

notebook
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Tom was packing when Kameria came into the
room, sowrapped up in his thoughts that she simply
stood and watched him for a moment before he
realized she was there. He paused in the midst of
putting some folded clothes mto a duffel bag, like a
M child caught doing something he shouldn't be.

“I hear that you're leaving," Kameria said. It
wasn't a question.

“I can't stay," Tom said, shoving the clothes
into the bag and looking idly around for anything else he needed to
take with him, anything not to have to meet Kameria's dark-eyed
guze, to have to think about. ..

“If there's something we can do to help..." she offered, but
Tom just shook his head.

“No, that's fine. It's just... I... I just can’t deal with this.”

"“With what?” she asked innocently.

“With what! Kameria, he’s dead! Jon's dead, and you...”
Tom bit his lip as tears welled up in his eyes and he twisted an old
T-shirt in his hands.

“And I killed him,” Kameria said. “Is that what you were
going to say?"

"How could you do that?” Tom whimpered, sinking doum on
the edge of his bunk, looking up at Kameria looking very much like
a sad and lost little boy rather than a recent college graduate. “You
were his friends. He was your hushand.”
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“Thart's why it had to be me.”

“How can you be so calm about it?”

“I've known this would happen for some time,” Kameria
replied, “and I've had the chance to make my peace withiit, like you
will.” She blinked back tears of her own and smiled. “It’s what Jon
had to do.”

“But why" he pleaded.

“For us, for the farm, the circle, the Verbena... For you."

Tom jumped to his feet, throwing the T-shirt aside. “Don’t
even try to tell me he died for our sins.”

“No,” Kameria said. “Jon's not a martyr, Tom. He didn’t
die to redeem anyone. He died for what he believed in. He died to
give this place and us a chance. He did what trie Verbena have
always done, sacrificed for the good of his people and for life!”

Tom started to say something but Kameria cut him off, taking
a step closer until she was almost face to face with him, looking up
at the taller young man.

“And I'll tell you this: If you can’t handle it, if this lifeisn’t for
you, then you should go and find whatever it is that you need, but
don’t blame Jon's sacrifice for that. Don't casually throw away what
he's given you. If you really caved about him and his sacrifice really
matters to you, then honor it by helping us carry on his work!”

“I... Idon’t know if I can,” Tom said quietly. Kameria laid
a gentle hand on his arm.
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“If he didn't think you could, Jon wouldn't have invited you
to join us,"

“I'm afraid,” he said, beginning to tremble under her
touch. She took his face in her hands, forcing him to look deep
into her eyes.

“Life is scary, Tom," she said. “Life is risk. Don’t nun away
from your feelings, don’t live your whole life being afraid. Jon is
gone, but that doesn’t mean you can't live.”

Sobs wracked the young man's body, and his knees buckled.
Kameria guided him gently to the floor, holding him in her arms and
letting him cry, like @ mother holds her child. She thought of the
child, hers and Jon's, growing within her, and she stroked Tom'’s
hair. She felt the tears wash his eyes, and his spirit stretched its
wings. She felt him Awaken, and she smiled as her oun tears came.
The “waters of life," Jon had called them.

“It’s not over, my love," she whispered. “It's only beginning
again.”

Paganism is alive and well and thriving in the modern
world. Real covens of real witches meet in small towns in
every state in the US, in England, New Zealand and places
even farther flung. Like the bumper sticker says: The Goddess
is alive and magic is afoor.

Obviously, the Verbena Tradition is based on the prac-
tices and traditions of modern pagans. Those practices and
traditions, however, are enhanced with fictions for your
gaming pleasure, Those seeking an alternative to the patri-
archal — some might say authoritarian — religions of the
West might want to look into paganism in more depth. While
reading a game book won’t make a witch of you, some of the
following titles might.

SUGGESTED RES®URCES

Storyrellers and players will find rhe following resources
useful in providing information and inspiration for Verbena
characters and chronicles in a Mage: The Ascension game.
Note that there are many, many additional resources out
there for those looking to find out more about paganism,
witchcraft and related topics. A visit to your local witch shop
or New Age store will expose you to more books than you
would ever need to read on the subject. For clarity and
directness, however, we recommend the non-fiction titles
we've listed.

FICTIoN

Bradley, Marion Zimmer, Mists of Avalon. A lengthy
novel that offers a sympathetic view of Morgan Le Fay
(“Morgaine” here) as a pagan priestess struggling with thé rise
of Christianity (represented and championed by King Arthur).
The television movie adaptation (starring Julianna Margulies
as Morgaine) is also worth watching.
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Kurtz, Katherine, Lammas Night. A novel about a coven
of English witches in the 1940s, working to coordinate a
grand coven and ritual to keep the Nazis (backed by theirown
rune-mystics) from invading England. Useful for insights into
the Gardeners of the Tree, the idea of sacrifice and as
inspiration for a World War Il-era Verbena chronicle.

Lackey, Mercedes. The Diana Tregarde Mysteries. The
main character of these occult detective stories could easily
be Verbena. The three books in the series are Children of the
Night, Burning Water and Jinx High.

Starhawk, The Fifth Sacred Thing. This novel features a
totalitarian government versus a neo-pagan ecotopia. Good
inspiration for the Technocracy/Traditions conflict, particu-
larly where the Verbena are concerned.

NeN-FICTi®oN

Adler, Margot, Drawing Down the Moon. A survey of
paganism in America, covering many different traditions and
backgrounds. Although it’s a bit dated, it provides a good idea
of the kind of diversity the Verbena Tradition includes.

Cunningham, Scott. The Truth About Witchcraft Today.
Probably the simplest and most accessible puide to the Craft
available for non-pagans.

Frazer, James. The Golden Bough. If you like your pagan
history a little on the mytho-poetic side, this is the book for
you. Frazer wrote the book (initially spanning 13 volumes) in
1922, intending it to be a historical study of the myths and
folklore of pre-Christian Europe, and he inadvertently wound
up promulgating the notion of a continent-spanning witch-
cult. The Verbena as presented in Mage have far more to do
with Frazer's view of witchcraft than, say, Cunningham’s,

Starhawk, The Spiral Dance. One of the best-selling
books on paganism, Srarhawk’s perennial classic, now in
print for almost 25 years, has been an introduction to Wicca
for many people. She covers the history, deities and festivals
of paganism and makes some very sensible recommendarions
for incorporating witchcraft into daily life.

FiLm

The Wicker Man. This brilliant 1973 film is the remark-
able tale of a police officer who finds himself on an island off
the English coast that turns out to be controlled entirely by
pagans. The people of Summerisle represent the Gardeners of
the Tree well and the film as a whole gives a great feel for what
an all-pagan town might be like. And Christopher Lee does
an excellent job portraying the island's high priest. The
ending is pretty cool, too.

ONLINE

The Witches' Voice (www.witchvox.com) is one of the
largest pagan and Wiccan websites and online resources.
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VERBENA

MAGIC OF TH € WILCIIEs

The Verbena witches are heir to the secP®of the druids, the power of nature and
the wisdom of the Great Goddess and the Horned God. Theirs is the rage of the storm,
the resilience of the oak and the cunning of the fox. Charmed they're not. Amoral as
nature itself, Verbena covens gather in their moonlit groves, working magic to hasten
the return of the Old Ways. So mote it be.

UNTAMED. UNLCASHED. UNCOVERED.

With a wealth of new magic for those playing a Verbena witch, Tradition Book:
Verbena clarifies the history of the Verbena magical tradition and brings it up to date
with the latest events in the World of Darkness. Specifically for Mage: The Ascension,
many of the insights contained herein will be valuable to players of Dark Ages: Mage
as well.

THE ASCENSI®N

=~ > o
%;Mim] S Eue mﬁa}re‘?

www.white-woll.com
ISBN 1-58846-415-6
WW4659 $19 95US
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