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Prologue:
Through
A Darkened
Mirror

They say that magic is dead. It's a convenient fiction, is magic — aquaint artifact
of a history that never existed, afairy tale. Unicorns and dragons, magi? swords and
ancient tomes are al just children's stories. Nobody believes in any of it. But were
giving that the lie right now as we step through this wall... like so... ah, and those
flatfoots on the other side will have no idea where we've gone.

Go ahead and sit down a moment; you'll need © absorb what I'm saying, and |
need to catch my breath. No, don't pick up that board. I'm not going to kill you or
ensorcel you or eat your flesh or any of that crap. So shut up and listen, or you'll
have avery short life in the next few minutes, and not because of me.

Hang on. I've gotta do something else.

All right. We can hide here a bit without worrying about those cops. They'll busy
on the other side of the block. Gives me some time to bring you up to speed.

The Magical World

Y ou've stumbled through your life with the belief that this is an orderly, rational
world, that science can explain everything and that myths and fairy tales are for
children. Y ou've worn blinders put on you by a hundred years of engineered history.
Everybody buysinto it and if you don't, you're a crank, a psycho or a crystal-waver.
The problem is, that's just the world people buy because it's safe. It's orderly and
mundane and everything's explainable. Everyone can get fast food and a boring job
without worrying about crazy things like demons or magic spells.

You're different. Y ou thought you were insane when you looked out tonight and
saw what was really going on, right? That incessant pressure in your head had to be
a tumor and you were just halucinating — that's it. Convenient way to avoid the
idea that maybe your sudden recognition of magic is realy a sudden awareness of
the truth that's been hidden dl of your life.

Y eah, magic. The world is full of it. Everything from neo-Pagan rituals to kung fu
fightin' to bleeding-edge weird science makes its mark on this world. Unlike the
days of yore, though, it's quiet, it's subtle, and it's carefully hidden from the eyes of
normal people.

See, normal people don't want a magical world. They want a safe world where
they don't have to face the perils of demons, dragons, imagination and dreams.
Some people just don't fit the mold of "normal," as you've so recently learned. We
open our eyes to a world where we can make our own rules and choose for
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ourselves what we want to believe in. We Awaken to the magic that's been hiding in
plain sight.

Don't believe me? You just saw alittle magic when we stepped through that wall.
| bet you felt something when | made that sigil with the amulet too — hairs; on the
back of your neck, a sudden feeling like having a word on the tip of your tongue,
right? That's magic, too. Just because it's not visible doesn't mean it's not powerful.
It's there, and once you've seen it a few times, you'll believe. Once you believe,
you'll seeit all thetime.

No, you're not crazy, and neither am |. You've just taken a step into a larger
world. Takes some getting used to, but you'd best accept it, because you can't step
back through that door. The sudden realization that exploded into your mind will
never go avay now.

| know how you feel because | know what I'm talking about. Least you can do is
listen.

Magic 101

Don't look at me like that. I'm trying to help you out here. All right, you've seen a
couple of neat tricks with your own eyes. Just to help push you over the edge, I'm
gonna show you what's really up. Don't move; I'm not gonna hurt you. Just watch
what | do. Hang on — damned €lixirs are aways in the wrong pocket.

All right. You know that sort of vibration that you can just fedl in your skull, the
one that told you something was wrong with that guy back at the shop and weirded
you out when we stepped through the wall? Focus on that feeling. | want you to
think about the power behind that feeling. | know you're skeptical, but not a
goddamn bit of this will work if you don't believe. So just remember how we went
through that rock like it was mist. Take a deep breath and close your eyes for a
second. Think about that power and open them again.

Seeit?

Neat, huh?

What you're seeing in my hand is what we call Quintessence. It's basically the
energy of magic itself. All of creation stems from Quintessentia energy; it's just
bound up into what we call Patterns. Y ou're a Pattern, I'm a Pattern, and anything
with a representation that we can sense or affect has some sort of Pattern. It can get
much more complex than that so I'll keep it short.

When you get this metaphysica kick in the head, you have the potential to do
magic. Some people can do magic without ever really seeing the world in this way,
but there's no way to separate them out. This Awakening to a wider world, on the
other hand, aways signals the capacity to learn real magic. Y ou've seen that there's
more to the world than you were ever led to believe, and you can learn to remake
that world according to your desire.

That's what magic reflects. desire. It's tempered with will and enlightenment, but
really, magic comes as you decide to exert change. Magic gives us al sorts of ways



to transform the Quintessence of the universe. By changing that energy, we rework,
create or destroy Patterns in the world around us. Your magic is atool. Each ritual,
observance or utterance focuses that energy and twists it around. End result: | say a
few words on magical language, and we step through a wall; you concentrate on me
power of magic, and you can seeit: we believe strongly enough, and it became redl.

There are al sorts of ways to discuss magic, ways to categorize it and means to
learn it. Complex ranks, titles and formulae codify magic to the infinite degree.
WEIl worry about that excess crap once you've got handle on some more basic
things.

The Price

Obvioudly, nothing in this world is free. Magic is no exception. Although magic
brings power, it's not all-powerful. A magician can only do what he has the will,
belief and training to back up. | never learned to control weather, for instance, and
it's such a nastily complex and large-scale task that it's out of my league anyway.
Y ou might build a spell to fly, but you're not going to suddenly unweave the concept
of gravity. Remember, you can only handle so much at once. | suppose | could build
amagical portal to Tokyo, but the effort would be so enormous that it's really just
simpler to take a jet. The other problem is that magic has a tendency to get out of
hand. It's not that it's totally chaotic, but it does have side effects. Since magic
reflects your desire, it naturally shows off your intentions and your emotions. Cast a
spell with the intent to kill someone, and your magic will show it— it'll be intense,
violent and angry. Cast something with lust in mind and it's a totally different
picture.

The redly blatant stuff runs the risk of Paradox. See, | know from my training
and my understanding of magic that | can move through awall with the right rituals,
yet everything that we know about the world says that doing so is impossible. It's a
Paradox! So, the more outlandish your magic, the more you run the risk of an
outright backfire. Doing something that just nudges redity aong its appointed
rounds is ssmple. Going hell-bent on whacked-out spells and drawing down all sorts
of nastiness, on the other hand, not only takes work, but it involves some mgor
changes. The more you try to change the universe around, the more likely it is to
whip you upside the head in return. Paradox could just crash your magic, or it could
cause al sorts of weirdness to afflict you. In severe cases, it even explodes. The
moral isto keep your magic subtle and low-key. Trust me, you'll last longer.

The Long Road

Given the problems and difficulty of magic, you'd wonder why anyone would
bother. Truth is, there's no going back. Now that you're Awake, you can't close your
eyes again. Magic will aways exist for you, and you'll find yourself drawn to it.
Once you're Awakened, too, you see the world through different eyes. We mages



tend to see things that normal people don't, and as a result, we get dragged into the
weirdness that you thought only existed in novels.

That's really why I'm doing you afavor here. Just nod and at least pretend to pay
atention. You see, now that you're Awake, you're going to find your way into this
magical world. That means that you can learn to do magic responsibly, or you can
blow yourself apart. Chances are, if you screw up, you get to take someone | know
along for the nide. Cdl it enlightened self-interest, if you will, but | think I'll spare
the couple of hoursto at least |et you understand this mess.

A History L esson

| first discovered magic many, many years ago, but | was just as ignorant as you.
| thought I'd cracked, that 1'd seen too much horror and my mind had just broken. It
took a few weeks for me to run into someone who recognized my predicament and
decided to show me the truth. From my teacher | learned the rudiments of magic,
history and society, mystical style. Now I'm doing afavor and passing it on to you.

Magicians have always existed. We're the pioneers and visionaries who do the
impossible: the men and women who explore the unknown, take up causes and seek
answers to the great mysteries. For the better part of, say, about ten thousand years,
these people dug up bizarre secrets, cavorted with strange entities and basically ran
around engaging in al manner of experimentation in the pursuit of power, wisdom,
security and anything else that humans could want. It's there in history if you look
for it — dtories like the epic of Gilgamesh, the Bible, the tales of King Arthur.
People redly did al of those miraculous things, and they still do today.

So, when you've suddenly realized your potential to change the world and opened
your eyes to the big picture, how do you learn to use that power? The earliest mages
probably had to improvise as they went along. Somewhere along the way, they
started talking to one another about how they did things. Mages shared ideas and
theories, they concocted reasons for their spells, and they passed down their beliefs
from teacher to student. From these roots were born magical orders.

Obvioudy, when you get a bunch of really powerful visionaries together in one
place, they're not going to agree on anything. These magical fraternities fought like
angry cats over fine points of dogma, theory and practice. Martia arts masters
kicked the crap out of reincarnationist Kevorkians while the Church burned witches
a the stake. Middle Eastern seers and achemists clashed with European knights.
Shamanic cultures got eradicated in the crossfire. The sad fact is that every damn
one of them was convinced that it had a handle on "the truth”. So I'm getting a little
histrionic. Close enough.

Basicaly mages warred over who was right, who was wrong and who deserved to
guide and shepherd humanity. Everybody had a vision but none of them could
agree. Masters and their students formed jealous cabals to defend their hidden
treasures, and each group sgquabbled with al the rest. Somehow, humanity stumbled



along, dternately fearing and worshipping these mystics who brought them potent
new ways of thinking but also shackled them with conflicting ideas or pure, outright
disbelief. This all gets kicked under the rug for reasons that I'm getting to, so just
hang on.

A Dak Age

By the Middle Ages, people had developed a substantial bunch of different
societies. Europe labored under a feudal system where nobility and the Church
fought for dominance as scholars and mystics evaded scrutiny so that they could
pursue knowledge undisturbed. In Asia, great empires that would form China,
Japan, Korea and the like al pioneered complex social systems meshed with the
budding martia arts and philosophical religions like Buddhism and Shinto. Africa
had thriving cities, kingdoms and wizardry advisors before it was decimated with
plagues, famines and colonization. The Americas boasted native peoples who built
mathematical systems, engineering feats, intricate religions and some frighteningly
clever devices. In every one of these cultures, mages pioneered everything from
agricultural developments to mechanical wizardry to social change. Sure, some
normal humans had great impacts, too, but by and large, mages inspired a lot of the
most outstanding, radical changes.

Europe got organized with ambition. There's 7?2?11y no better way to say it; the
Chinese mages were organized but never redly spread, while the American guys
were heavily fragmented, and the African ones had no desire for power. In Europe,
the mages involved in the Church found themselves in political warfare, while the
more scholarly ones pursued their magic in an attempt to understand and control the
universe. Naturaly, they spread. The wizards tried a great experiment to bring all
magicians under one banner, but th?? fell to their own limitations and the
temptations of demons, while the churchmen decided to eradicate everyone who
didn't think like they did. Every group was so caught up in establishing its own
superiority that the humans who hadn't Awakened wound up victims in the mages
wars.

Although mages made some great strides, they |eft people behind. That pride cost
them dearly.

Reason for the Masses

One important thing to remember: just because you've suddenly seen the world as
it is doesn't mean that you equally suddenly do magic. Everyone Awakens to their
power in a different way. For some it's the ability to make things happen according
to studied mystical principles, strong faith or well-practiced exercises. For others, it
comes as a flash of intuitive genius that |eads to feats of science. The defining point
Is that you wake up and suddenly you believe that you can change the world — and
you can.



So there were a bunch of magicians running around burning heretics, summoning
demons, sacrificing virgins and basically tearing up the landscape so badly that
normal people could do little more than hide in their homes. About the same time, a
bunch of people start latching on to the idea that most of the world can be explained
in repeatable, rational steps, that reason can arrive at al the solutions and that
everybody can benefit from an understanding of the rules by which the world works.
Combine the two, and on one side you get magicians who don't give arat's ass about
normal people, while on the other side you get magicians who take up the banner of
reason and rational thought and really believe in it. Thus was born the Order of
Reason.

Although science and rational thought all seem to work on objective principles,
the frank redlity of the matter is that alot of science didn't work until these people
codified it and believed in it. Working together and sharing ideas, these thinkers put
together a way of looking at the universe, but posited that it would work the same
for anyone. Sure, their theories were wild and it took a lot of work to learn such
insights, but the idea was that, even if you didn't understand how the universe
worked, it worked the same for you as it did for the professor, the clergyman or the
noble. The scientists just knew the rules so they knew what to expect.

The talented Order of Reason worked much as ”n? other group of mages. They
worked wonders with their chosen tool — reason — and they made advances in
thinking. They fought a lot with other mages. They had their setbacks and problems.
But they hit on one thing that none of the other groups had done: a lot of their
policies inadvertently helped normal, everyday people. Rationa thinkers built a
world where man, not God, was the center. Reason paved the way for tools that
anyone could learn to use. Champions of a safe, ordered world took it upon
themselves to battle the demons and witches who preyed upon common humanity.
With the support of those people behind them, the Order of Reason's thinkers could
disseminate their ideas to the populace. People tested and used their theories, and
worked out the kinks. Peasants rose up to depose tyrannical priests or mysterious
and dangerous wizards. The revolution snowballed, and suddenly the magicians
found themselves on the outs. People didn't have any more tolerance for the groups
that had abused them. The Order of Reason pressed its advantage, ruthlessly
eliminating anything deemed dangerous for mankind, even as its theorists decided to
build a new world where people wouldn't have to worry about spirits or dangerous
rogue magic. Technology and science became the watchwords of the day.

What's Left Today

Over severa hundred years, the Order of Reason established its stranglehold on
society. You sSit here in a city lit by eectricity, with modern construction materias
for the buildings, truckloads of food brought in from mechanical farms, and you live
by their principles. It's not abad life, if you don't want anything better. The Order of



Reason took technology as mankind's savior, and it took the name of the
Technocracy.

Today the Technocracy holds all the cards. Though the Technocrats don't actually
control the world, they certainly watch it, and they have influence in al of the right
places. They protected humanity from extermination by supernatural forces, and
built this safe and prosperous world that you see around you.

So why doesn't anybody believe in magic? How come history books dismiss it
al? It's part of the Technocracy's program — or Pogrom, as they cal it. Back in its
early days, the Technocracy decided that magic was too dangerous (and too
concentrated in the hands of irresponsible individuals) to be alowed in this world.
So the Technocracy instituted a search-and-destroy attitude. Groups of agents, be
they knights in the Dark Ages or Men in Black in the modern age, would hunt down
"anomalous manifestations' and "sterilize" them. (And, sure, some of the hard-core
scientists want to study these phenomena, one runin with a wild, out-of-control
magical manifestation or a real, honest-to-badness demon from Hell cures them of
that.) Anyway, the Technocracy decided that magic was bad for the world, and it set
about curing that particular ill. If that meant killing or converting mages, stamping
out native cultures and rewriting history itself to eliminate the traces of legend... so
beit.

Magic's on the way out. The scientists who think that reason is a safer tool have
made sure of that.

Magical Society

Let's get out of here. My warding spell can only last for so long, and | can't expect
you to absorb al of thisif we spend the evening sitting in a refuse-strewn alleyway.
Somewhere that we can it for a while — late-night restaurants are perfect for that
sort of thing. I know one not far from here.

What, you still think I'm spewing a bunch of crap? All right. Watch this. Pretty
damn impressive, huh? Y ou don't see people conjuring fire much these days. It's just
too damn hard. You could do it, too, but there's a price. Come on; | can't keep this
up, and if you're gonna evade the technocracy you've gotta listen and learn. | bet
right about now something in the back of your head is kicking you and telling you to
agree with me, too. I'll get to that later.

Anyway. The Order of Reason sure put the smackdown on mages of all sorts, and
it hurt. The Dark Ages bloomed into a Renaissance of possibility, but the Order got
pretty ugly. Mages started to see their native cultures and magical systems dying out
as people became more hostile to the very idea of magic. Naturaly, the magicians
on the losing side had to do something about this, so they finally did, what the Order
of Reason had done: they got organized.

Essentialy, one of the largest magical cabals of the era contacted a bunch of other
groups under a flag of truce and put out a message saying: "These other guys are
kicking all of our asses, so it's time to cut the shit and pull together". A lot of



squabbling and infighting followed, but as one magical site after another fell to the
Order's dterilizing influence, the mages of disparate heritages put aside their
differences. Eventually they agreed on a coherent system by which they could work
together and discuss their forms of magic. This new group became the Traditions,
espousing the heritage from cultures across the globe.

The Tradition Council set about consolidating the resources of the Tradition
mages and propagating their magica style. By combining their assets, they managed
to stave off total destruction. It was aready too late, though. The Traditions still
hadn't focused on the common man, and the Order of Reason had too much impetus
behind it. One loss followed another, and the Traditions found their mages scattered,
on the run and unable to mount serious opposition. The war of magic became a
battle of ideologies as Tradition mages tried to convert common people to their
ways of thinking, with only limited success. The nascent Technocracy conversely
stamped out all traces of magic from every culture it encountered.

The Tradition Council went through severa ups and downs, but it suffered some
of its nasties defeats by the modern age. Most of the old Tradition Masters are dead
or gone. The technological age has firmly entrenched itself in a disbelief of magic.
Contact with the spirit world and the forces of magical energy has become
progressively harder and more dangerous. Even the best magicians left have only a
moderate understanding of what we're.

The Traditions try to keep magic alive in aworld that doesn't even know about it.
If you hear that call, you'll become one of us and you'll join the fight for magic, too.

So why join the losing side?

A Quiet Little War

By now, you may actualy be willing to accept that there's such a thing as
"magic". You've seen it in action and you've got that nagging itch in your soul that
tellsyou it'sreal. Still, the Traditions sound like a bunch of crazies trying to dredge
up old, dead history while the Technocracy's on the cutting edge. To some degree,
such aview is even true. The fight between Technocrats and Traditions used to be
called the Ascension War. It was a no-holds-barred battle to see who'd shape human
destiny. Would the Technocracy convince everyone that science was al there is to
the world, or would the Traditions let the world know that redlity is as fluid as the
air they breathe? By now, you can probably tell the Traditions have lost.

Here's the kicker. Back in the day, the Traditions had it al, and they lost it
because of their own pride. The Celestial Chorus tried to commune with God, but it
fostered a church that was deaf to the needs of parishioners. The Order of Hermes
posited a powerful formulaic verson of magic, but it was accessble only to a
talented few. Verbena practice a form of blood magic that's downright frightening.
Given their relative indifference to normal people, it was anly natural that they'd
lose out when the Technocracy got the backing of the whole press of humanity.



Once, the Traditions hoped to bring back a mystical way of looking at the world.
Mages wanted to release their magical powers again and turn back the clock. They
hoped to open the floodgates of mysticism and make magic acceptable. It's too late
for that now. We can't go back, so we have to make do with what we can. End of the
road. For al intents and purposes, the Ascension War isover.

Monumental Hubris

The Technocracy has fallen to the same trap as the earlier Traditions, though.
Originaly they just wanted to make the world safe for people. The Technocrats
brought in better crops, more stable societies and a world where you wouldn't get
struck down by God or carried off by a random beast from the nether realms, where
the dead stayed safely dead, and everything fit into neat little categories. The
Technocracy gave humanity a taste of that world where nobody had to take risks,
use their imaginations or worder if things could get better. And people liked it.

Every mage thinks that he knows a better way. | can do some pretty potent stuff
and I'm not going to sneeze at it. The Technocrats, though, convinced themselves
that thelr way was not only better, but that no other way could possibly be good.
They decided that their judgment was superior and that they would make the
decision for humanity of what was right, what was good and what was gone, gone,
gone.

People don't want change any more. People don't want to have to think, to use
their imaginations, to aspire to anything more than mediocrity or to open their minds
to possibility. They just want regular meals and an easy life.

Now, there's not really anything totally inherently bad about regular meals, but
the stinger is that the Technocracy doesn't think that people have the responsibility
to choose anything else for themselves. The Technocrats believe that only they can
make that decision for humanity. The real problem is that now nobody wants to
accept anything new. Think about how long I've been hammering at you to accept
that magic is possible, even with it staring you right in the face and with your own
new awareness screaming that you should believe. Now imagine trying to convince
six billion moronic couch potatoes of the same thing. Good fucking luck.

And yet, there's the rub, as it were. The Technocracy can't make any new
superscience these days against this monolithic tide of apathy. People just won't
accept it. Look at the outcry against cloning, or thetotal lack of interest in the space
program. Humanity has chosen to live in a world of crap. It's a least-common
denominator dystopia, and neither Traditionalist or Technocrat can jar these six
billion lumps of flesh from their programmed complacency.

That's why the Ascension War really ended, kid. The Masses have spoken, and
they've chosen absolute slack-ass mediocrit?. The war we fight is all about scale
these days. The Technocracy still wants to wipe us out, and we've still got nobody to
turn to but each other. The way things have been lately, most Traditionalists can't
even tell the difference. They still have to dodge and duck just as much as ever to
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keep from getting ground in the gears of the Machine. What's changed is the fact
that we're not so caught up in bringing the entire world around to our way of
thinking. You can't convince me that's even worth fighting for any more. What is
worth fighting for is a world where you can think and believe whatever you want.
That's the secret to what magic's al about. Without that freedom, magic is going to
die, and it's going to take all the wonder and elegance that exists with it.

The Goddamn Point

Here were are. Just take a booth: they don't care. | recommend an inconspicuous
corner where my voice won't carry too much.

All right, I've stuffed your head with magical practices, the Traditions and the
Technocracy, this war for humanity and the shaping of redlity itself. | can tell from
that glazed look in your eyes that you're gonna need some coffee and a few daysto
absorb all of this, so I'll wrap this up. You're one of us now. You may turn your
back on magic, but it'll always be there waiting in the sidelines. Better you should
learn to do something with it than to just let it sit or get out of control. We aren't the
only workers of magic out there. The world is overrun with al the artifice of magic,
if you know where to look. It's hidden, yeah, and it's dying out, sure. Still, it's there.
We can sometimes show it to people, pull back the veil alittle and let them redlize
that the world is more glorious than they want to believe. We can protect people
from the fantastic creatures and powers. We can even decide to leave this world
behind and head out for something new. We can't leave the magic. All of us have
the potential to become something better. We don't know what, exactly, but we all
fed the call. You'll start to get it, too, in dreams or hunches or daymares. Maybe the
rest of humanity won't wake up, but unlike the cattle, you've got a choice. You can
decide to let "rationa thought" rule your world, or you can accept the risks and
rewards of magic. All you haveto doisbelieve.

The Traditions can teach you, help you to find a way to use your magic and to
reach your potential. The Technocracy could do the same, but only on its terms. |
can't make that decision for you. The fact that you've Awakened means that you've
got the insight to make that choice — or no choice at all — for yoursdlf.

Welcome to awider world, kid. | hope you survive the experience.
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I ntroduction

Imagine aworld where visionaries struggle to bring wonder to the mundane. Picture awar where the winners decide the fate of the world, and
the losers arc hunted for their presumption. That world and that war have happened. The old war is over, and it's time for the survivors to take
charge. Old age and treachery have failed; now, youth and speed will make their mark in a desperate struggle over the entire human race.

For ten thousand years, humanity has struggled to understand the cosmos, life and reality itself. Seekers of knowledge look for rules to the
universe, but only afew Awaken to the understanding that the only rules are the ones created by belief. Forging their own rules through the power
of will, these enlightened few cast the shape of tomorrow. Ultimately, they seek to surpass the limitations of the universe, to transcend this reality
through Ascension. Their special wisdom sets them apart forever — they are mages.

For the common man, the world includes televisions, automobiles and fast food. Magic spells, ancient pacts, spirit quests and shamanic visions
belong only in the fiction of stories, books and Hollywood movies. People tell their tales of magicians and wizards, envision the spells of lost cults
and the wisdom held in dusty tomes, then go back to their normal lives. Magic isjust athrill and afantasy. The world is an orderly place, where
what you see is what you get.

Except that it's not. A shadowy world exists underneath the everyday picture. Myths and legends say that only those with the proper insight can
communicate with this other layer of the world. Using rituals passed down from antiquity, enchanters and sorcerers commune with powers that no
common man can see or believe. These mages see aworld far different from the picture of the commoner. Their beliefs shape the very form of that
world, even when their actions remain unseen.

In aworld where mages vie for their individua visions of redlity, this struggle reaches into every belief of mankind. Mages have long guided
humans with their foresight, but they also battle for the right to shape their own destinies. For some, their own magic is enough. For others, theirsis
the responsibility to lead al humanity down a single, unified path. The very right to believe is the focus of war. Humanity's future rests in the
balance as each mage struggles for Ascension, whether as an individual or for the entire world.

Storytelling

Asan ancient art, telling stories is acommunity endeavor. People cometogether to tell legends and tales, and to learn. A storytelling game like
this onelets you and your friends make your own stories. Mage: The Ascension is White Wolf’s game of belief, heroism, hubris and enlightenment.
With these rules, you can make stories about your own mages and their destinies.

The rules of this book show you how to build a character — an alter-ego in the game — and then tell astory with that character. Each player
takes on arole, much like an actor in aplay. However, this story isn 't pre-scripted; each player describes what his or her mage says and does. In the
world of the game, each mage has his share of triumphs and tragedies. Thetelling of that tale isthe fun of the game. Of course, the outcome of the
story is no more set than the courses of our own lives. In some cases, then, the rules in this book offer guidance for resolving situations where
chance swaysthe tale. The important thing is to develop the character's personality and capabilities through the course of events.

Remember: The name of the game is storytelling. Rules are just convenient constructions for adjudicating chance occurrences with some
consistency and fairness. The rules aren't the point of the game, so they should always give way to amystica, rousing story.

The Measure of aMage

Inaworld like our own, the most thrilling roles are the ones that differ from usin significant ways, while still reflecting some of our key beliefs
and desires. Each player in aMage game takes on the role of amagician who can bend the very shape of the world through word and deed. It'san
imaginary world not far removed from the one in which we live, but the players have roles of those rare humans who can change that world (and
themselves) through an insight beyond anything known to the everyday person.

The Awakening

Although many people study for years to unlock the mystic secrets of the universe, only a rare few open their eyes and Awaken to their
individual truths. No one formula or path can dictate Awakening; this awareness strikes where it will, without distinction. The mage discovers that
she possesses the ability to shape her own destiny and to turn the world upside-down by dint of will and practice done.

Awakening can strike suddenly or gradually. Some mages just "wake up" one day, jarred into a new insight through some traumatic event— or
no event at all. Others experience a ow heightening of awareness, a winding road of hunches, inklings and feelings that leads to eventua
enlightenment. Either way, the supplicant stepsinto awider world. Once Awake, there's no turning back.

The Awakening opens a nascent mage to the power to shape magic with his Avatar, but it does not bring practical knowledge automatically.
Pushed by visions, dreams or subliminal impulses from the Avatar, many such mages seek out an understanding of their strange new awareness.
Through self-tutoring or training in a Tradition, they discover techniques and formsto control their magical powers. Magic, in turn, makesits mark
on the mage. Events twi st in strange fashions, and the mage finds himself irrevocably set upon a new road, on which mystic events and chance
occurrences become the norm.

Seeking
Once Awake, the mage's Avatar is not content to rest. Instead, the mage finds himself driven to greater and greater heights of understanding.

Confronting his own fears and frailties, the mage rises to the challenge and passes through the fire to become atempered, forged soul — or hefdlls,
flawed, in the attempt. In dreams and quests, the mage grasps far higher knowledge instinctively.
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Some mages eschew their Seekings for temporal power or material gain. Others cloister themselves from society, the better to explore their
inner natures. Regardless, all are driven to justify their beliefs. Although magic brings power, it springs from wisdom. Magic is change, both of the
world without and the magician within. From such change, the mage is honed to a more sublime state, willingly or not. Through the fitful Avatar,
the mage may find himself driven into a Seeking at any time, striding through spirit -puzzles and dreamlandsin a search for inner meaning or the
conquest of persond flaws.

Eventually, the mage learns from Seekings and passes beyond the frail concerns of human existence. He puts old foibles and prodems asidein
the pursuit of amore perfect form. Ascension isthe end of this path, but few mages ever go so far. Many never pass through thefires of their own
faults. Some are tempted into an easy path to power. Others die before they can muster true understanding. Those who cannot devote time to the
practice of magic choose to spend their livesin service, strife or hiding instead. Some put aside Ascension for a different existence as spirits or even
gods. Since none return from Ascension, there's no tdling where it leads, but the glorious revelations that come with each Seeking show that
Ascension must be a potent ending indeed. Perhaps mages believe in thisideal because, in aworld of darkness, the greatest enchantment is hope.

Sage, Savant, Scholar

Mages often lead humanity by envisioning new and different ways to shape the world. At the same time, they stand apart, marked by their
eccentricities, alien views and magica occurrences. Magic follows its shapers, twisting their lives in its turn. Even those mageswho help or lead
humanity, who gather believers under their banner, are forever set apart from the standard run of mankind. Unable to relate to the Sleeping masses
of mortals, consumed by a need for knowledge and driven to the pinnacle of excel lence, mages stand apart from humanity as the shining stars of
future possibilities.

Many human institutions bow to the strange visions or manipulations of mages. Indeed, magical conspiracies criss-cross the world, dipping into
nearly every aspect of human endeavor. At the same time, mages draw their philosophies from human culture, history and society. The two change
one another in an intertwined dance. The legacy of past innovation colors the powers of magic for even the most cloistered magician. Magic births
new forms while it bows to the gtrictures of past beliefs. As much as mages would like to claim that they control human destiny, human history
shapes magesjust aseasily.

The Ascension War

Every mage learns to manipulate the stuff of the cosmos through painstaking study, practice and ritual. Naturally, these forms determine what
mages can do, how they do these things and what they hold as the "truths' of magical practice. Mages believe in the correctness of their views
firmly, and that belief channel stheir will to transform their visions into reality. Groups of like-minded mages gather to share their insights, while
opposing sects decry each other's false practices.

For as long as they have existed, mages have argued over their mystical doctrines. Where faith, science and magic clash, battles erupt. All
mages are certain that their mystical ways lead to an enlightened state beyond mere human consciousness, but none can agree on the path to such
Ascension. For ages, the Awakened have adhered to their versions of "truth" and battled each other for the right to inculcate al humanity under
their dogma. The conflict to bring enlightenment to the world was called the Ascension War.

Over the past few centuries, the Ascension War has raged between magic and stience, as the adherents of scientific thought spread their ways
throughout the world. Magicians find people increasingly skeptical of and hostile to their ways. Mystics must hide from persecution and a paranoid
world that neither knows nor wants their tenets. Magic itself is dying as the world is strangled by static constants. People give up innovation for
complacency and daring for comfort. Once, magicians fought to bring magic back to aworld in the grip of science; now, they fight to keep their
ownmagic dive.

Science itself stagnates under the weight of its own rhetoric, and true invention dies in the harsh threads of "good enough" and "self-
sustaining”. The Masses have spoken, and they choose to be derelict. Their caretakers press on with more science while the spark of mysticism
gutters. The idedlists who sought to bring Ascension to the world, to give everyone the gift of this superlative understanding, find that the very
people they shepherd no longer care. The war for the Ascension of the entireworld is over.

And yet, a few mages cling to the idea of returning magic to the world at large. Some want to open the doors of possibility for the Masses.
Others want to raise up al humanity with the drive to explore, seek and learn. Still Others desire a Renaissance of magic where they can create a
new frontier and bring only the best and brightest. For its part, humanity seems content in its womb of safe and sterile technology. In such aworld,
the battle rages now for the Ascension of the individual, before magic itself dies out.

Hope Amid the Rubble

It may seem that mages fight a lost cause. The Ascension War that drove the old guard may be over, but the youth of the day have a new
direction. Where mages once fought across the cosmos over ephemeral ideas now they fight on Earth for human causes. Even if theworld can't be
turned back to the days of magic, there are still things worth fighting for. Y oung mages take up the mantle of leadership in their groups; where once
they filled the agendas of their Traditions, now they set those groups goals. All the human struggles that mages found important — family,
friendship, religion, community, learning — till exist, and they're till places where mages might make a greater difference than any other lone
human. The Technocracy's hold isn't as firm as it thinks; mages dip among the shadows of superstition, bringing belief back to the masses and
subverting the world of science to their uses. With the Ascension War over, more mages ask whether it was an important war, or oneworth fighting
— or whether it's more important to help individual s where they can, instead of trying to change the whole world at once. Into this new conflict are
thrust the mages of the new millennium.



How to Use This Book

Each chapter of t hisbook details a different aspect of the game, from telling storiesto creating charactersto resolving rulesissues. Y ou should
skim them in order then read in depth the areas that interest you. Let your imagination guide you. None of these rules are concrete, and all of them
are intended to inspire, rather than constrain.

Chapter One: A World of Darkness examines the world in which mages battle for Ascension. And yet, the World of Darknessis more than
just the world we see. It aso includes the invisible world and the spirit realms where mages fight for abstract magical principles or places of power.

Chapter Two: The Traditions explores the heritage of magical studies passed down through old ways. Each Tradition espouses a unique way
to practice magic, codified through centuries of practice and cultural refinement.

Chapter Three: Character and Traits explains the rules for building a character and elaborates on the building blocks for them. Here you'll
find detailed descriptions for describing your characters and defining them in game terms.

Chapter Four: The Spheres elaborates the powers of magic. Mages often divide studies of magic into nine Spheres, each corresponding to a
specific facet of reality. The abstract and practical applications of magic are al explored here.

Chapter Five: Rules isthe simple set of mechanics for moderating your games. This framework shows how to use ten-sided dice to resolve
random events if you don't have a story -related outcome in mind.

Chapter Six: Systemsand Drama describes specific waysto apply the rules to certain game situations. Here you'll get detailed descriptions of
the types of events that may come up in play, with some suggestions on how to resolve them.

Chapter Seven: A History of the Ascension War outlines the workings of mages from time immemorial to their modern struggles. This
broad painting provides a backdrop to place your chroniclein an evolving millenniaold struggle.

Chapter Eight: Storytelling provides advice for Storytellers on shaping compelling and entertaining tales. Y ou'll aso discover waysto draw
charactersinto the game and suggestions on themes, moods and classical story elements.

Chapter Nine: Antagonistslists ahost of problems and enemies that plague modern mages. Here you'll find descriptions of some of the other
creaturesthat stalk the night, and of the fearsome powers they bring to bear against workers of magic.

Last, the Appendix provides a selection of optional rules to spice the game up with some additiond flavor.

Source Material

Mage draws its inspiration from countless sources of mystical wisdom, erudition and even quackery. Even in the rea world, an interest in the
mystical has run as an undercurrent through nearly every culture. Look to the pages of history for myriad examples of magica belief.

Among literature, look to the books that posit the full range of human endeavor, or that show the mystic archetypes of magical practice. Try
Zen and the Art of Motorcycle Maintenance, The Book of Five Rings, The Once and Future King, A Brief History of Time and just about any
historical work you can get your hands on. Magic stemsfrom belief, after all.

Mages don't figure as prominently in film asthey do in literature, but there are plenty of examples of people changing the world through force
of belief or perception. Check out The Matrix, Practical Magic, Dark City, Cast a Deadly Spell, The Raven, Rashomon, and even less luminary
flickslike Zardoz, Tales fromthe Crypt: Demon Knight, The Wizard of Speed and Time, Legend or Crossworlds The television shows of Kung Fu,
G vs. E, In Search Of, Poltergeist: The Legacy, Friday the 13th: The Series, Quantum Leap, The Twilight Zone and The Outer Limits can all
provide some interesting (if occasionally oddball) inspirations aswell.

TheWorld of Darkness itself is well-captured in many of the aforementioned movies, as well as scenes from films like The Crow, Batman,
Nick Knight, Fear and Loathing in Las Vegas and Mission: Impossible.
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An object fals at approximately 10 meters per second, per second, except for that first second
when it moves at only five meters per second per second. Or, at least, that's what my physics
professor said once. It's strange how you remember things like that when you're looking out the
door of an airplane as it flies severa thousand feet above the ground. Oh yes, and | think of one
other thing — terminal velocity. | can't remember what the exact speed is, but whoever thought
it up has obviously never been skydiving. Anyway, | think he should be shot. Putting "terminal”
into anything about falling is a mistake. So, it's three, two, one and boy is that last step a doozie!
Terror, wind and now I'm flying. Sort of.

My mind grapples with the sensations, and suddenly it's like I'm flashing around through
everything again. First come the memories, then something else....

"Let's go sky diving!" Cegj says. "It'll be ablast." She smiles and looks over the brochures.
"Come on, you'll love it."

Shaking my head, | look at her like she's crazy. "Are you nuts? Jumping out of an airplane is
not my idea of a good time."

Ceg holds out the brochures to Aaron. "What do you think?"

The S.O.B. smiles at me. "I dare you."

The ground is getting closer. I'm starting to like this — freedom, total and compl ete freedom.
Forty-five seconds 'til | have to pull the cord.

Aaron's still smiling at me as the tiny plane takes off. "Oh lighten up. Y ou know you're going
to loveit."

| grimace at him and half-growl at his cohort in crime. "Cegj, I'm going to get you for this,
just you wait."

She winks at me and blows me a kiss. "WEe'l see after we get to the ground. Now get ready,
the guy is going to open the door soon."

Ten seconds to go. So close... the ground is so close. Okay, so Ceg was right; | want to do
this again. It's like getting in touch with a part of me that | rever even knew was there.

"CEEJ CEEJ TREMLETT, YOU OPEN YOUR EYES RIGHT NOW!" | hold my hands on
the gaping hole in her side, and | start crying "DON'T YOU DARE LEAVE ME!"

Looking around, | spot Aaron lying with his back to the wall, breathing shallowly, trying to
hold onto a handgun. He seems to be looking at me and through me at the same time. "We put
up agood fight, didn't we?' he pleads. "It was good knowing you, Lee Ann." He looks out of the
window of the small room. "They're coming. Get ready."

The chute jerks, and I'm back in myself. "What the hell was that? The ground is coming up. But
now I'm disoriented. | need time to think. Maybe | don't like skydiving as much as | thought.
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Chapter One: A World of Darkness

Pull up achair and get comfortable. Y ou might as well get something to drink, since this might take some explaining. Countless philosophers
and poets have spent their time examining the world around us. There are gas stations and trees and Slums and rock concerts and scientificfacilities
and unexplainable phenomena. Somewhere in the mix of al that is something that we label “the world”.

In Mage: The Ascension, that same world exists. It has al the modern conveniences, historical foibles and raging debates. However, it's a
darkened mirror of our universe, aflip-side touched by atainted whisper of broken-down redlity. It's a World of Darkness, where the streets are a
little dirtier, the corporations shadier and the light of the human spirit adim, guttering flame. In the crack s between sanity and madness, thingswalk
those darkened streets. The folk tales and whispered legends are al true. When people line up to see movies about starships, monsters or giant
conspiracies, they hardly redize that such things exist in their darkened world.

This World of Darkness is a backdrop for the greatest wars that ever raged out of human sight. While humans squabble over their mundane
borders and material concerns, the mystic world exists right beside them, unseen to al but a gifted few. For those who know where to look, an
entire realm of spirits, ghost, demons, spells, ancient traditions and hidden wisdom awaits. It's aworld of magic.

With the presence of wonder-workers who bend the cosmos to their whims; isit any wonder that reality itslf is up for grabs? While al manner
of hidden monsters skulk about the fringes of humanity, the rising stars of human endeavor have always been mages — those few who have the will,
the enlightenment and the imagination to grasp the unseen, seek the unknown and illuminate the edge of tomorrow. These keepers of wisdom wage
their own shadow war, where they determine the future of humanity (they hope) and fight for the right to uphold their beliefs against the tides of
sterile conformity. All the while, they must balance the demands of magic with the wondrous and terrible panoply of amaddening, decaying world.
They can be the final sparks against the jagged edge of history, aslong asthey survive their own Awakening into that cold magical night.

The World of Darkness

Although the world of mages seems like our own, it's darkened by the presence of lurking horrors that wait on just the other side of
imagination. Mages bend the strings of the universe to their will, and their conflict reachesinto the hearts of human society. With so many disparate
visions tugging at belief and shaping the world, strife is inevitable. As mages shape the world to suit their visions, the world itself becomes an
instrument for their war. The lives of people and of nations are torn asunder asideology and the pragmatic needs of the conflict twist at the fabric of
creation.

Gothic-Punk

Theterm “ Gothic-Punk” best describes the decadent ambience and rebellious fervor of the World of Darkness. Violence blends with elegance
aswealth and privilege mix in the panoply of fear and cultural conflict.

In the cracked, squalid cities, people dance and while away the hoursin glittering social clubs, trying to ignore the urban centers' decay. The
towering buildings of the downtown scene cling to at-graven styles. By contrast, dums roil with strife and warfare, as desperate masses of
humanity claw at their pieces of turf. Beyond, the remaining wilderness stands untouched by human tracks, forbidding in its small, pristine sites.
People cling to their smothering and protective governments because they fear the chaos bubbling beneath the skin of society. Under the gleaming
spires of the Church, the halls of justice and the artifacts of society, the masses strive for lives of comfort and refinement. The Gothic image of
looming architecture is everywhere, chased with gold and silver as it watches over the dispossessed.

In contrast to the buildings that stand like juggernauts to humanity's achievements, Punk nihilism echoes in the overpowering despair of dreams
destroyed. Ignored by society, the less fortunate rebel. The upper classes revel decadently in their wealth while gangs, criminals, theinsane and the
deprived maraud through crumbling neighborhoods. The buzz of technology is nearly overwhelming, asdisenfranchised groups revolt through
shocking displays of brutdity, art, faith and mysticism. The world careens down afast track to self-destruction, and everybody wants an escape.

Through the descriptions of the game, the Gothic-Punk setting provides a distinct ambience. The Storyteller's narration lets the feeling of a
desperate, edgy world come through in the action, while the players reactions reinforce their place in such a desperate setting. Of course, every
group has an image of the World of Darkness, and your image can be as Gothic or Punk as you want it to be.

Mages

There is strength — and safety — in numbers. Conversely, there are very few mages on Earth, especialy with the recent changes presaging
new dangers in the spirit worlds. Skilled Masters from al factions have been forced to abandon Earth, as their magic is too dangerousto performin
this stultifying society. Y ounger mages must band together for survival, and even those who don't choose sides find that their uniqueness makes
them stand out from the crowd. Mages are a society unto themselves.

Since they're so different from the normal humans that surround them, mages naturally polarize according to their own standards. Mages
measure one another by their prowess with magical feats, the strength of their destiny and the ideologies to which they cling. A mage's skill with
the magical arts determines the respect she can command in mage society, while her style of magical practice helps determine the groups of mages
with whom she works. Mystics who carry on the beliefs of ancient societies or cast-off theories fall into the heading of Traditions, while the
philosopher-scientists of progressive reason fal into the ranks of the Technocratic Union's Conventions. Beyond these boundaries are magestoo
insanely wrapped up in their own beliefs to interact with the sane world (Marauders) and those who sell their hopes of enlightenment in exchange
for the power to bring about the dissolution of reality (the Nephandi). Lastly, arare few mages clin g to systems of cultural belief or even to their
own self -developed ways of magica practice. These Crafts and Orphans are the rarest of thelot, and perhaps those in the most danger as well. After
all, with little organization to protect them, they're the first ones against the wall when trouble comes.
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There's no room |eft in the hectic world for fence-sitters. The few remaining mages who have not chosen sides are either in deep hiding or
dead. Most independent mages have since chosen to throw in with the Traditions, and avery few with the Conventions — if only for protection.

The Nine Traditions

To numerous magical traditions, nine is considered an auspicious number. To followers of the Hermetic way, that number represents the mage
bearing the lamp of enlightenment through reality. Nine is also the peak of power and experience in anine phase cycle; it representsthe perfection
of mind and spirit. Based on such auspicious symbols, the Order of Hermes, an ancient group of mages hearkening to the magic of Egypt, Solomon,
Thothmes and similar structured formulae, brought together the mystic Traditions to form a glorious union.

The Council of Nine Traditions attempted to harness this destiny. Throughout history, unfortunately, it has failed to fill al nine seats of its
leadership for any length of time. Eight seats — representing the mundane world and its trappings — has been the rule through most of its history.

For atime, there was hope. Recently, with the addition of the Virtual Adepts, al nine seats were filled. The Council was invigorated by this
swing of the pendulum, and its members truly believed that they could overcome the opposition through numerological divination, despite being
outnumbered and outgunned. The Council felt that this superiority, along with its greater magical flexibility and emphasis on personal freedoms—
the latter more appealing to Sleepers than the conformity the Technocratic Union espoused — would provide the necessary advantage to win the
Ascension War.

The Council of Nine serves as a mutua protection from outside threats and as a neutral ground where mages of differing Traditions can
exchange ideas or work together toward common goals. The Council built what should be agrand alliance of mystical Traditions, working to create
aworld where each person is free to choose her own path.

Troubled Times

The Council lost most of its experienced leadership in a devastating invasion, its far-away holdings have been cut off from most
communications with Earth, and the Gauntlet between the spirit and material worldsistoo dangerousto traverse casually. The global consensus has
hardened against mystical magic, forcing Tradition magesto resort to more subtle gpplications of their arts.

Even worse, no one has heard from the old Masters and Archmages since the last known communique from Horizon. Many who were on Earth
have simply vanished. A few have been found, but most must flee the stringent Earth realm where their very magical existence incites disastrous
CONSEgUENCES.

The mages |eft on Earth, mainly new initiates, disciples and adepts, have been eft to their own devices. These mystics fight a desperate guerilla
war against the Technocracy, likely hoping in vain to strike atelling blow and survive to find persona Ascension. However, many have begun to
lose hope and drop out of sight in favor of pursuing personal goals.

The Ties that Bind

The Council has never been aunified pillar of strength. Rather, it is nine separate columns that serve to support a much greater whole. Each
column is of adifferent design, but al share common elements, such asthe belief in personal Ascension and the freedom for humanity to choose its
own path. The Council's flagship goa has long been to restore magic to the world and bring back the mythic ages of old. Most Council mages,
however, understand that this goa isaliteral impossibility. The world has become so entrenched in science that it no longer accepts magic.

Many idedlistic young mages still believe that there is hope, that there is some way to exploit the increasingly obvious cracksin the Consensus
and fill them in with magical ways and philosophies, that these flaws can be exploited to restore the magical times of old. Others believe instead
that it is necessary to find a new path and a new world. They understand that the old ways are forever gone from the Masses, if not from the
Traditions. These dissident voices believe that they must adapt their ways to the Consensus to better exploit its faults. In so doing, the resulting
world will have undreamed wonders, and everyone will be free to seek his own path to Ascension.

Many have simply given up all hope, and they fight only to survive. The Masters' disappearance, the loss of contact with the Horizon and the
heightened Pogrom and Paradox drive these mages to hopel ess despair.

Ascension

The Traditions believe primarily in abalanced interaction between personal Ascension and humanity's overall development (spiritually as well
as materially). Mages should be paragons of their philosophies, to serve as examplesto Sleepers. If their values are true, the Sleeperswill redlizeit.
The Council espousesthat no mage hastheright to force humanity to conform to any paradigm.

When humanity achieves perfection — at its own pace — redlity will advancetot he next stage.

Seepers

Tradition mages generally hold compassion for Sleepers. Everyone, they say, has a right to achieve persona fulfillment without external
interference. All cultures deserve enlightenment.

Ironically, this sentiment forces mages to charge themselves with protecting the well being of people who ultimately reinforce the
Technocracy's paradigm. Their skepticism reinforces science and makes mystical workings even more difficult.

One aspect of that philosophy that leaves many mages uncomfortable is simply that if the Sleepers choose to support science, then the
Traditions must protect that decision. These mageswould prefer other, more proactive paths.

Horizon Chantry

The Council of Nine shared a central Chantry called (somewhat erroneously) Horizon, where it held major meetings every nine years and more
informal gatherings on afrequent basis. Horizon was the rallying point for al Tradition mages and a symbol of the Council's unity.

All this security and symbolism changed recently when a presumed-dead revolutionary incited many young mages to attack Horizon openly,
leading to fighting within the Council Chamber itself. The Gauntlet's thickening compounds the aftermath of this attack further. With little or no
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reliable contact between Earth-bound mages and Horizon, the symbol has lost much of its power. With the deaths of many Councilors, the
Traditions ideal of unity lies shattered.

Some mages seek to establish a second Horizon Chantry on Earth, where they can again gather, coordinate and reestablish their former unity,
or perhaps achieve grester success. Only timewill tell if this effort succeeds.

Ranks and Titles

At the Grand Convocation at which the Council formed, the Traditions agreed to a system of ranks and titles to be used across T radition lines.
Ranks rate a mage's relative enlightenment and skill with particular spheres. Additionally, titles may be granted for exceptional deeds, feats of
magic, venerable age or even on awhim. However, a mage who cannot support her title will soon lose it.

The most common method to gain atitle is through aptitude with one or more Spheres. A mage new to magic is often considered an Apprentice
or Initiate, regardless of whether he receivesinstruction or not. When he demonstrates greater control over a Sphere, he may be elevated to the rank
of Disciple. With even greater command comes the title of Adept. The exalted rank of Master is awarded to those mages who achieve the highest
degrees of control over a Sphere. A mage who has attained a legendary refinement of her control of magic receives the coveted and rare title of

Archmage. Such recognition comes only with the acknowledgement its concomitant

responsibility. What Do These Titles Mean?
An old mage might be recognized as a Master over several Spheres, but most of these For game purposes, these ranks reflect Sphere

powerful mages have retreated from Earth since the Gauntl et thickened, fleeing the prison ratings of onetwo (Apprentice/Initiate), three

imposed within the material world. These titles recognize power over understanding, and (Disciple), four (Adept), five (Master) and six or

some claim that this hierarchy encourages hubris. A mage might race to master a $here higher (Archmage).

simply for want of power and without care for the enlightenment that should accompany it.

The Council of Nine chose these termsin 1466 to serve as generic modes of address. Today, however, only the Choristers and Hermetics even
remotely support this decision. Other Traditions prefer to use their own terms. The Sons of Ether use Student, Scientist, Professor, Doctor and
Master Scientist. Several Traditions (Dreamspeakers, Verbenaand Virtual Adepts, for instance), bestow no ranks at all.

The Technocratic Union

In the dawn of this new millennium, the world and its peopl e are dominated by the Technocracy in body, mind and soul. Programs instituted to
subvert and trivialize isolated pockets of deviancy have come to fruition, the Traditions have been brok en, and now this monolith turnsits attention
to finishing the job. Scientists within the Union see themselves as architects of the new world, a reality they've spent six and a half centuries
building. When other factions tamper with the Masses, the Unionhas the most to lose. For this reason, the Technocrats react with swift efficiency to
quell threats to their dominion.

The Modern Day

The frenetic pace of the modern world keeps the Technocracy busy inventing new theories and devices, protecting the populace from
dangerous discoveries and expanding the sphere of human knowledge. At the same time, though, the mystic Traditions defy conventional science,
the stagnant society of the Masses presses against any creativity or deviance, and science and technology fail under the burden of their own
complexity when managed by fallible humans. Technocratic agents respond to this pressure with fervent action — whether hunting down the
mystics they don't understand, seeking ways to rebuild flawed technology or even fighting against the excesses of other Technocratic quirks.

With atrack record like that, who cares if a few throwback wizards get steamrollered in the process? Perhaps once, the Technocracy was a
noble endeavor, but it was founded in fear, greed and hate, and it has grown long and twisted roots from such tainted seeds.

Scientific Procedure

To the Traditions, the Technocracy's application of science and technology is magica — to the Council of Nine, the ability to cross the
Gauntlet, read minds, fly or otherwise transcend human limitsisthe act of exerting will to manipulate reality. To the Technocracy, nothing could be
further from the truth. Union scientists research, build and fight to create and preserve aworld in which magic does not exist. To them, magicisa
thing of superstition, aregressive evolution in thinking, a non-reproducible phenomenon and a dangerous experiment in uncontrollable forces.

Scienceis the cornerstone of everything for which the Technocracy stands. It espouses provabl e, repeatabic results, technology that any human
can use without danger and a categorization of natural, scientific laws. Science is something not governed by belief, but demonstrated through
rigorous experimental procedure.

Similarly, Technocrats don't accept any of the trappings that surround magical beliefs. They don't accept the existence of Avatars. Instead, they
acknowledge Genius. They do not connect to humanity's Dreams when they need to pick up needed information. Instead, they Cram a database. To
a Technocrat, al scientific works are separate from her. She may build a teleportation platform, but she does not entertain the belief that the
platform works because she willsit so. It works because she researched, constructed and tested it, probably with the aid of assistants. Technocratic
scientists see themsel ves as the most enlightened minds of humanity, able to comprehend sciences far too esoteric for the Masses to understand or
use.

Chain of Command

The Union is avast, shadowy organization with tentacles reaching into nearly every human endeavor. Most mages rarely encounter more than
oneor two of itsarms. Despite appearances to the contrary, the Technocracy is not the omnipresent entity many Tradition mages believeit to be.

The capstone to the Union's hierarchy isthe Inner Circle, amysterious body of scientists few have ever met directly. To most Technocrats, the
Inner Circle is nothing more than a letterhead for Union-wide announcements. Since the recent shutdown of deep-space operations,
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communications from the Inner Circle have been spotty, and most Earthbound Technocrats rely more on personal discretion than mission
statements from this exalted body. This change in procedure is something of an inconvenience, sinceit's believed that only the Inner Circle hasthe
complete Timetable that dictates when new discoveries must be introduced to the Masses.

The Inner Circle sets schedules for monthly Symposiums, where the leaders of each Convention gather to discuss the current situation and
plans. When a consensus is reached, a vision statement is prepared and distributed throughout the Union. Again, due to limited communications,
these documents don't dways get full distribution on Earth. Sometimes, they aren't applicable to current Earthly matters and are ignored in favor of
more pressing issues.

Despite appearances, amajority of the Technocracy's operatives —at dl levels, in al Methodologies — are not Enlightened. They are Sleepers
who are, at the very least, trained in advanced techniques to enable them to make use of advanced equipment. Most of the New World Order's
agents in governments and media, or the Syndicate's agents throughout big business are Sleepers as well. There simply aren't enough Enlightened
personnel to use them for such low-profile jobs

Vision

Now that the Ascension War isfunctionally over and the Traditions are on the run, the Union has more personnel and time available to devote
to completing its goals. Each Convention has its own vision on how to achieve these goas, but all work for the same final end.

First, the Union intends to make as much of the Earth habitable as possible. Overcrowding leads to supertition, lack of education, lowered
expectations, poor living standards and poverty. With room for al to live comfortably — or at least with a modicum of privacy —the Technocracy
hopesto encourage the Massesto improve themselves.

The Union tries to encourage and improve education worldwide; this god tiesinto the first. The simplefact isthat if instructors have moretime
to devote to individua students, each student has a greater chance to excel in whichever field of study he chooses. The New World Order has
developed many instruction techniques that are well in advance of those commonly used in First World countries.

Once Earth is secure, the Union intends for humanity to move to the stars, to colonize first the Moon, then other planets within the solar
system. First, the Void Engineers must ensure that it's safe for humanity to leave Earth — that Nephandi, alien creatures, Marauders and other
threats are subdued.

Technocratic doctors reduce and eliminate disease, birth defects and crippling conditions. The Progenitors are primarily behind this program to
improve health care technology worldwide. They seek to introduce new medicines, diagnostic and surgical techniques and encourage greater
vigilance in watching for health-threatening conditions. By eliminating the specter of illness and injury, the Union hopes to free humanity from its
fear of mortality.

Finally, and most importantly, the Technocracy seeks to trigger its vision of globa Empowerment. Each Convention has its own particular
ideas on how this event might happen, but it appearsthat the Progenitors and Iteration X are the most likely to work out the technology necessary to
accomplish this exaltation of humanity to near-godhood. They seek to increase intelligence viamachine or direct human augmentation, and to make
further increases possible.

The ultimate result of each of these courses of action isthat magic will not only be forgotten, but outmoded. Everything mages could possibly
hope to accomplish will be easier to do with technology, and it will be available to everyone. Without the need for magic, the presence of mages
should smply dwindle away. Spreading the population across all the Earth, there will no longer be regions remote from human habitation, and thus
no safe locales for Bygones to reside or visit Earth. The same reasoning applies to space travel and interplanetary colonization. Once Earth is no
longer safe, the supernatural dangers of the world must retreat somewhere, and the Void Engineers hope to cut off their lines of retreat.

With widespread education in scientific principles, there will be no need to explain any aspect of reality through gods, magic or other
superstitions. With the Ascension of humanity, even the Technocracy will become irrelevant — an outcome that many Technocrats admittedly
disike. Other scientists believe that it will smply bring al humanity into the Union. Either way, the supernatural will cease to be a threat. On a
more ominous note, individuality might become an artifact of the past as well. Perhaps the Technocracy's crestions will develop their own
intelligence and replace humanity altogether. The latter is aworrisomet hought for many.

Marauders

Some few mages go completely mad upon Awakening, or at some point thereafter. Although mental instability is by no means uncommon
among the Awakened (given their incredible shiftsin viewpoint, it's amost to be expected), arare few are afflicted with a madness so potent that it
colorstheir very interaction with reality. Their viewpoints change forever, and they find that the world they seeis not the one in which everyone
dselives.

Such beings are called Marauders, and they can come from any stock, be it Tradition, Technocrat or Disparate mage. Naturally, aMarauder's
condition isn't always noticeable immediately, and a Marauder who seems to be amember of a particular faction could do agreat deal of harm by
exposing that group's internal workings or becoming important and then engaging in his own twisted agenda. For these reasons and others, most
mages fear Marauders. A few magicians even hunt Marauders down, considering them athreat to "controlled" magic.

Aside from their personal little worlds, in which they encapsulate their own visions of areality different from the external one, Marauders have
little to set them apart from other mages. However, with their Avatars twisted by their own delusions, Marauders change the world in ways that
aren't inconsistent with their own little wrapped-up redlities, and they rarely suffer the backlashes of such change. A Marauder can attract Paradox,
and the more sane and stable heis, the more likely such a fate becomes, but often such Paadox simply "washes off" the Marauder without effect,
when it comes at al.

Thankfully, Marauders are rare in the modern age. Those with the most insane visions, the least ahility to deal with theworld around them, find
that the Earth is difficult for them to touch. Such maniacs exist on the rim of the spirit world, and they have long since left behind any tiesto the
Earth for which other mages battle. The Marauders that remain are certainly unhinged and dangerous, but more in touch with the external world
(such asit is) than their wildly flamboyant cousins of yesteryear.
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Nephandi

Few words will polarize a mage as much or as quickly as the term Nephandus. The Fallen Ones are the servants of Oblivion, nightmares and
the primal chaos from which the universe was vomited forth upon Creation. Individually, each Nephandus serves alord or concept of such taint.
Collectively, the Nephandi desire nothing less than the utter destruction of al reality. Theirsisavision not of Ascension, but of Descent.

Nephandi are hated, hunted and feared not only for their dark appetites, but because they are the inversion of al for which mages strive. A
Nephandus has his Avatar literaly torn inside-out, forever reversing his destiny and turning him into an agent of destruction instead of creation.
Worse, any mage can Fall, and the Nephandi are always eager to gain new recruits. Traitorsto the Traditions and Technocracy are labeled bar abbi,
and both groups hunt them with unparalleled ferocity, even putting aside animosities to fight the Fallen. Perhaps most horrifyingly, amage's Avatar
istainted forever once he Falls. Only the Oracles would know if such a hideously warped soul could ever be saved.

The Lost Ones, Crafts and Disparates

Some mages deliberately choose not to join the ranks of the Traditions or Technocracy. Others simply Awaken on their own and learn their
magic in unique styles. Others hail from small, cultural enclaves that practice styles of magic less broad than the Traditions' studies. A few even
take a hodge-podge mixture of everything and stir it together, making magic out of the potpourri. Collectively, these mages are Disparates — those
who do not fit with the order of mage society. Individually, they may be Orphans (mages who Awakened and developed their powers without a
mentor) or members of Crafts (small cultural groups).

Recently, elements within the Technocracy have taken notice of the independent Crafts and moved to wipe them out as thoroughly as possible.
Even small groups of mages focused on a particular culturd heritage are considered a threat to the Consensus. Most have been scattered or
destroyed, or they have joined one of the Traditions for protection from their enemies.

Orphans

The Self-Awakened have increased in numbers, despite such difficulties as the Technocratic Pogrom and aggressive Tradition recruitment
drives. More people Awaken spontaneously every day without the guidance of amentor, and they are forced to find their own way. They lack the
organized framework of any faction or many contacts in the magical communities that could be of any use. For these reasons, they're called
Orphans.

Old Ascension Warriors see the Orphans as loose cannons; their lack of training and coordination make them a danger to al sides, to
themselves and to innocent bystanders. For this reason, the self-Awakened are often hunted and either killed or inducted into Conventions or
Traditions as appropriate. Most Orphans prefer to find their own paths, and they often die violent deathsin the process.

In this hectic day and age, any mage outside of the Traditions, Conventions, Marauders and Nephandi categories is an Orphan — or a
Disparate, as they're being called more and more often. Indeed, groups formerly recognized as Crafts have splintered to the point that they can
cdam only a half-dozen mages with scattershot training. Therefore, they, too, are smply Disparates with their own unified cabal.

The Oracles

The powers, goals and even existence of these god-like mages are often disputed. Some claim that Oracles have ascended to a higher plane of
existence, othersinsist that they are but myths. Some powerful beings who rule over distant Realms claim to be Oracles, but they might ssmply be
powerful spirits or Archmages.

Most agree that Oracles do exist. It is known that many Archmages and Masters have departed to deep reaches of the Umbrato pursue aplace
among the Oracles. None ever return, so their fates are unknown. Supposedly, rejects Avatars are branded in some extreme and obvious manner,
but none have seen such markings or have the faintest idea of what they should look like. Some rumors suggest that there are alimited number of
Oracles, and that one must Ascend or die before another may join them.

Given the conditions on Earth, it's unlikely that any mage will ever meet one of these beings (or become one), so most mages consider it amoot
point. It'sentirely possible that an Oracle's very nature might find the Consensus stifling, or even fatal.

Cabals

Joined by common experience and pushed away from the rest of humanity by their supernatural perceptions, mages tend to gather in small
bands called cabals. Historically, those mages who didn't shun company would gather with like-minded magicians, sometimes sharing knowledge
or engaging in mutual defense. Obviously, such gatherings tended to fall to internal squabbling, egotism and ideological conflict. Still, some of the
greatest victories (and failures) have come from gatherings of mages — witness the Technocratic Union, the Order of Hermes and even the
Tradition Council.

In the modern age, cabals suffer less often from internecine squabbles, ssimply because there are so few mages | eft and the survivors must take
what company they can get. Under a unified banner of shared knowledge, the Traditions have no choice but to tolerate diversity; the Technocracy
has long since developed its own policy of shared science. Of course, just because these respective organizations embrace such innovation within
their own ranks, doesn't mean that individuals don't have their own problems with their compatriots.

Cabals form for many different reasons. Obvioudly, mages can relate to people more easily when said people can understand their perspective
on living, but it's not that simple. Mages naturally find themselvesin strange situations. It's asif, once attuned to the magica world, that world goes
out of its way to thrust the mage into an interesting life. When multiple mages find themselves in some unusual, arcane circumstance, it's only
natural for them to share their knowl edge to get out dive (assuming they don't kill one another over philosophical differencesfirst). The company
of others who actually understand what's going on isimmensely comforting to novice mages, and many stick together in spite of their differences in
style and dogma. Facing down a common foe also has away of building bonds of friendship.
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As abasic socia unit among mages, cabals fill nearly as many roles as there are groups. Most work in groups of equds, athough there are
exceptions. A few mages prefer to work independently or just to survive on their own. Still, there's strength in numbers, as well as more diverse
meansto handlethreats.

Other Things

Just because the world's awider place for mages doesn't mean that it always dances to their fingertips. Magic has been part of the cosmos for
millennia, and so have the legends of the mystical — goblins, bogies, zombies and stranger things. Although many such Bygones have fled the
Earth, still more remain, and mages tend to face them with alarming frequency.

More complete descriptions of various supernatura "critters' can be found in Chapter Nine.

The Cosmos

Now for the big question: What is reality?

Thereistheworld, and then there's the World — and the difference between them is more than just a capitalization or how much baritone you
put in your voice. In the world, you wake each morning and shuffle off to work. Awaiting your return home is the pale glow of television and a
frozen dinner promised to taste "just like home made." The World, however, isaplace far removed from the stupefying monotony of that existence.
A place of miracles and wonders hides behind the fragile facade of brick and stone. The World is the Tellurian, and it is nothing less than
everything you can imagine.

The Tdlurian

It's a fancy name for redlity, the Tellurian, but mages thrive on idedlization and identity. By giving something importance, it gains power. It
helps to separate the colorful truth of existence from the brown paper wrapping everyone's given at birth. And the Tellurian isavery colorful truth,
indeed.

The Tellurian is the universe — a place of vast possibilities and opportunities, limited only by the imaginations of those who inhabit it.
Anything and everything that can be dreamed, discussed or described has the potentia to exist inside its vastness. Much of such fantasy already
does exist, and much, much more has yet to take form. The Tellurian is existence without limits and with hopes given form. It is the material and
spiritual worlds as one, wherethought becomes action and belief takes shape.

The Tapestry

Thereis no real way to understand the Tellurian in its raw state of pure possibility. Despite the best efforts of mages, everyone has limits to
understanding, and therefore, they cannot truly accept the purity of ultimate chaos. Through metaphor, humans apply an order and structure to the
stuff of the Tellurian. They create the Tapestry. Each possibility or dream is given shape as athread and is woven into the fabric of theworld. The
talent of the Awakened is to re-weave the threads as needed or desired, and to shape possibilities to their ends. Fundamentally, magic includes
weaving the raw stuff of the Tellurian into the world and changing the pattern.

The danger is that too much tugging on the threads can cause them to fray, snap or lose their form. More importantly, the Awakened can
change the Tapestry only by changing their place withinit. Thus, every pull on athread echoes a pull back at the mage. A mage who pullstoo hard
may fall when her thread breaks, or she may lose herself in a sudden snarl. Care must always be taken to watch the pattern of the Tapestry, and not
to change it too much at once. No one knows what would happen if it were to become too worn or frayed to hold together, but the best guessis
simply... anendtoredlity.

Fast Adeep

Reason is the festering scab laid down over redlity. It'sall around, pressing in and suffocating. It can explain everything, but it solves nothing.
It's the blanket pulled up around the chins of humanity, to keep them quietly asleep to the truths of existence. It's both a powerful tool and a
constraining limit at once.

The world of the mundane, the normals, the Sleepers, isagray place. Sure, there are sunshine and lollipops, rainbows overhead after it rains
and acres and acres of green grass lawns carefully tended on weekends by suburbanites treating weeds like they're worse than cancer. Plenty of
colors burst out, but all of it isjust agray blanket over real colors. Magic is something in fairy tales or for that weird lady with all the catsin that
smelly shop on the corner of Run Down Street and We Don't Go There Avenue. Thisisthe reality of the World of Darkness— most people do not
believe in mages. They don't believe in magic, in things that go bump in the night, that aman could turn into a monster with but a thought, or that
the dead don't always stay all the way dead. Why should they think otherwise? Everything tells them that magic is the stuff of legends, myths and
children's stories. Only it isn't.

Not that the Sleepers of the world notice or care. They have problems all their own. Assured by governments that need to prove their
effectiveness that crime rates are down, people still go to sleep each night with locked doors and alarms systems blinking into the night. Work is
plentiful, yet you still cross the street to avoid the growing numbers of homeless people just looking to survive. Everyone is getting richer, it seems,
except you and your neighbors.

It's not enough that the cities are becoming wastel ands that need to be "recovered” from the dense humanity packed into their gray towers. The
suburbs, havens of the rich and well-off, are as rotten as any apple |eft too long on the counter. Behind the facade of perfect lawns and cookie cutter
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housing lurks atwisted heart that spawns child abuse, drugs, acohol, spousal abuse, child porn and murder. There's no safety in the checkerboard of
green lawns and blue swimming pools, for the monster of reality has cometo call.

Maybe you're thinking that the countryside or wilderness holds the key to peace or safety. You're wrong. The swath of destruction and fear
reaches out even into the most remote havens. Antarctica is studied as a source of natural resources. The Amazon still burns. Whaes are hunted
again in waters safe for nearly half a century. Poisons are still dumped into the streams, rivers, lakes and oceans that sustain us.

It'snot a pretty picture, this dream of reason.

The Bed We Made

It's something el se out there. It almost seemstoo crowded to move around without getting the attention of someone who'd like to use an errant
mage for target practice. Thankfully, there are still places to hang out or hide in scattered through out the Tellurian. A good number are here on
Earth. They're more than safehouses, though. They're repositories of knowledge, neutral ground and places for the advancement of magic. Intheold
parlance, they're called Chantries.

The Chantries

You're not going to spot a Chantry by how it looks. They come in al varieties from a creaking Victorian house with "haunted" just about
painted on it to a Volkswagen van parked in some guy's back yard. Don't go looking for some tower perched on the edge of a mountain with
lightning flashing in the background — at least, not herein the Americas. Where once Chantries were fortified homes of magicians, now they're
secretive placesto hide, or defensive positions closeted away in otherwise normal settings.

A Chantry isany place where mages can lie back, stay out of the fighting and relax for afew minutes. Some rare and hotly contested ones are
built around places of power, and they assist in performing magic. Most are just some place for which amage has paid the rent for the month and
stashed a bag of chipsin the cupboard.

Nodes

Nodes are places of power. They're places where the Tapestry knots, and the power of the cosmos — Quintessence, as some call it— pools up.
When mages set up a Chantry on top of such a place, they can tug the strings of the Tapestry much more easily. Such places revea themselves
through how easy it getsto push the boundaries of magic therein. Better still, many Nodesleave little bits of power accessiblein the objects around
them. Simple things in the area soak up the power, becoming Tass, magica energy trapped in amaterial form.

It's possible that Nodes form to reflect what's around them. For instance, Stonehenge could be the result of someone putting alot of effort into
getting those stones up in that pattern. It could be that people build thin gs unconscioudly to reflect the power they can barely sense through their
sleep. There may be alittle bit of both at work, and a mage can sometimes use these subtle cues to spot a Node just by looking at a map. Unusual
street layouts, buildings that seemtoo out of place, or natural featuresthat are alittle too regular al point out such locations.

Constructs

Of course, mystical magicians are not the only ones out there looking for Nodes. The Technocracy hasits own agenda, and it involvesturning
Nodesinto its own bases of operation, called Constructs or Colonies. Such places arerarely pleasant. For one thing, the Technocracy "sanitizes' the
Prime energy in such places, turning it away from the raw potential of magic and harnessing it for static science. For another, such bases are
research labs and industrial sites without a lot of room for couches and coffee tables. Comfort is rarely a priority for these guys.

Just like Chantries, Constructs can often be spotted by appearance. Sure, most of them are research labs, computer colleges or industrid plants,
but there's a good chance that the cable van that's parked on the corner and never movesis one, too. What can't be emphasized enough is the fact
that appearance doesn't matter. When redlity's mutable, what something looks like doesn't actually tell everything about it.

Sanctums

Mages who get good enough (or infamous enough) often build their own personal retreats. Clever mages avoid the obvious things like towers
or Masonic Temples; such features attract attention, and that's the last thing Tradition mages want with today's Technocratic eyesin the skies. The
trick isto find something that looks unassuming on the outside and transform it on the inside.

A sanctum is a personal space and piece of redlity. The mage craftsit on the inside, attuning the place to his magical style and desires, and he
tiesit into hisown vision of reality. A sanctum doesn't necessarily have to be luxurious or spectacular, but it must fit the mage's view of hisworld.
It's where a mage can do his work better than anyone. Experiments, study, astra travel... dl that magic is easier for the mage in a sanctum, and
harder for everyone else who doesn't fit the mage's paradigm.

The Near Umbra

Enough about Earth; the universe is larger than that. There's a whole chunk of the Tellurian out there that most people never get to see. In
nights past, mages would jaunt through spirit worlds and lost lands with impunity. However, as with al potent magic, the days of such travelsare
mostly gone. You might want to think of it al like something from the comics — dimensional hopping, aternate redlities and time travel. The
Realms are far more infinite and complex than any simple comic conveys, though.
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The Gauntlet

When someone says "gauntlet," you probably flash to one of those big leather gloves that cops or bikers wear to protect their forearms. Well,
that's one way to think of the barrier between the Earth and the rest of the spirit realms. The Gauntlet is, however, more like the old punishment
meted out to the crews of British warships where a sailor who'd screwed up would be made to run said gauntlet. His shipmates would stand in two
opposing lines armed with clubs, and they'd hit him as hard as they could as he ran between them. Well, crossing over from the material world to
the spiritual onefedlsalot like alot of people hitting you with clubs, and it gives you a headache just about that bad.

The barrier isn't just there to keep humans from getting out, though. There'salot of bad stuff in the spirit realms that would like nothing better
than to come to Earth and consume souls. It works both ways — the Gauntlet keeps magesin their little playground, and it keeps the Bad Things
out. Not that it stops all mages from crossing over, of course. Spirit travel may be more dangerous than ever before, but mages have aways been
heroesandfools.

It used to befairly easy to travel acrossthe Gauntlet. Sure, a headache and some metaphysical bruises were typical, but nothing ?an preparea
novice mage for thetrip in the modern age. It's amost like someone slammed down ablast door to keep mage from getting through to the other side
— or perhaps it's hardened to keep something worse from coming in. The Gauntlet used to make spirit travel difficult, but now it's painfully
injurious to boot.

Even before the Gauntlet's new "edge," spirit travel was hazardous. Few mages could muster the power necessary to drop in on nature spirits or
thelands of the dead. From such excursions come quests of legend

The Penumbra

Once through the Gauntlet, the mage may be surprised by how much things look like the world she just Ieft. That is, she'll notice the difference
after she's finished throwing up and biting back a scream from the pain. Just stepping into the spirit realms nearest the Earth's physical form takes
the mage far away from any Kansas that she knew. Mages call this near realm the Penumbra. It's the almost-Earth that exists just out of sight but is
awaysin the heart.

The Agtral Umbra

One step removed from the Penumbrais the Astral Umbra. Older mages call this place the High Umbra, but that's not quite how most of the
new blood think of it. Just as the Penumbra takes emotional context and enhances it to create an idea of Earth, the Astra Umbra amplifiesthe
rationd context.

Anything that one could want to know about the meaning of the universe can theoretically be found here. Of course, anything in the universe
can probably be hashed out with a lot of discussion and soul-searching, too. When belief shapes reality, exploration of thought over a pint of
Guinnessisjust asvdid as any Realm of abstract concepts.

The Dark Umbra

This Realm is where the dead end up; where the disappeared disappear to. The taint of entropy infects everything and the awesome weight of
universal decay hangs overhead. If the Penumbraiswhat people want and the Astral Umbraiswhat they think, then this Realm is what they dread.
The cities are crumbling mounds of decay, crawling with the spirits of the dead. Everything in the citiesis on the verge of collapse and destruction.
The place even smells bad. Everywhere one goes, the dead envy the life of the visaing mage, and they'll do their best to snuff it out.

Domains and Realms

Not everything past the Gauntlet is just abstract or horrific. If it were al bad news, why would mages bother crossing over? Sometimes a mage
can invest enough thought or emotion into a comer of the Umbrathat it sticks. How it works, only the Oracles know. Somehow, though, the belief
is strong enough that it pockets off achunk of the Umbra and changes the rules there. Things work differently and usually to the advantage of the
magically active.

The Horizon

Let's skip back alittle bit. It's mentioned that the Tellurian is everything a mage can imagine. It's everything everyone can imagine. However,
there are limits to what humanity can imagine, and at the edge of those limitsis the Horizon — the cutting edge of the imagination, asit were. The
Horizon lays out into the reaches of space, surprisingly enough, to the edges of Venus and Mars. Much like the Near Umbraisakind of parallel of
Earth, the Horizon parallels the Sleepers exploration of the solar system. Here's where the most powerful of mages used to set up shop to do battle
with each other over the fabric of the Tapestry. The real fight used to be here, with the biggest of the big slinging Quintessence amost directly at
each other.

However, space isn't quite the playground it once was. The Gauntlet isn't just harder to cross than it used to be for mages, it's also harder to
crossfor the Quintessence that Earth provides, which makesthings difficult out in the Horizon. The magic that holdsthe reality together out thereis
fraying at the edges. Most of the Horizon Realms are starting to look rundown and it might not be long before they start to collapse.

Beyond the Horizon
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What lies beyond the limits of human imaginings is the question that seems to drive the more dedicated, or insane, of the Awakened out
beyond the boundaries of the Horizon into the Deep Umbra. That's abig way of saying that there's something out there, and nobody is sureif it's
anything that Man was Meant to Know. Almost everything about the places beyond the Horizon comes from hearsay, for few other than Masters
woud daretravel there. Survival istenuous, and only very powerful magic can keep amage aive so far from Earth.

Other worlds

Since the Umbra seems to match up with the Earth, it seems likely that it extends out into space to other worlds. Who really knows what's out
there? Once past the neighboring Realms of the Umbra, there could be al sorts of strangeness. Alternate Earths. A Mars ruled by four-armed green
things. Some dark gibbering madness lurking past Pluto. Everything is possible. The universe isinfinite... too infinite to be safe for exploration or
even sanity.

Armageddon

According to legend, the universe sundered after its creation, with pieces of the One primal essence shattering into the shards that became
Avatars. In theory, mages seek Ascension so that they might reunite these shards with the cosmic essence, in effect healing the universe's birthing
injuries. Some mages fight for a global Ascension so that al humanity might contribute in this effort.

However, legend aso tells of a darker and more terrifying fate: the possibility of Armageddon. Perhaps the cosmos was created flawed.
Perhaps the shards of Prime can never re-unite. Perhaps Ascension itself is some lie, and there is no salvation. In the end, it's said, the forces of
magic will do battle, and the world will belaid to waste by the results.

Few prophecies and legends exist about Armageddon. Some mages think that it will come if the Technocracy ever truly wipes out wonder from
the world. Others believe that it's an inevitable state, or perhaps the work of the Nephandi. A few mages cling to the notion that Armageddon opens
the door to a new age, the old world destroyed to usher in the next one.

Armageddon would be a most unpleasant ending, but with the magic slowly dying from the world and reality itself seemingly on acollision
course for some horrific end, the specter of total annihilation looms ever greater over all mages.

Lexicon

Mages often converse in their own terms, whether handed down in a Tradition or made up to fill acertan niche. Some come from identifiable
magical roots, while others seem to stem from no traceable origin.

Common Parlance

Acolyte: A servitor of a mage who does not perform magic, but believesin its power.
Arete (AlR-uh-tay): A mage'slevel of mystical understanding and connection to the Tellurian.
Ascension: The mythical state of enlightenment beyond human comprehension.

Ascension War, The: The conflict to determine whether the world would embrace
magic, science or faith.

Arcane: A sort of unconscious "cloaking” effect that some mages possess, rendering
them immune to scrutiny.

Avatar: A shard of spirit energy, tied to the human soul, perhaps from the Pure One(s) of

Specia K
What happened b “magick”? Of the mages
left on Earth, few know enough about Avatars
and Prime theory to even recognize that the

the long-ago universe. Through the interaction of the Avatar with the universe, a mage
performsmagic.

Awakened, The: Blanket term for supernatural entities, including mages.

Awakening, The: The moment in which one realizes the power to change the universe.

Branding: A punishment in which the mage's Avatar is marked.

Bygone: An otherworldly beast, such as a dragon, that has long since disappeared from
Earth.

Cabal: A group of mages bound by some common purpose.

Censure: A punishment in which the mage is warned against future violations, similar to
parole.

Chantry: A stronghold of mages.

Awakened Avatar allows for avery different sort
of magic than Sleeper sorcery. You speak in
strange tongues — you make gestures with your
hand — your enemy bursts in flames! Was it
Awakened magic or sorcery? Who can tell?

When someone changes the world through
practice and will, it's magic. Perhaps it was a
conceit of hubris to ever think that Awakened
mages were somehow specia and superior to
otherswith their “True Magick.”

Coincidental Magic: Magic cloaked in circumstance. Such magic appearslikeit “could be happened” coincidentally.
Convention: One of five groups forming the Technocratic Union: Iteration X, the New World Order, the Progenitors, the Syndicate and the

Void Engineers
Craft: A cultural faction of mages.
Deep Umbra: The aspects of the Umbrafar beyond Earth, in deep space.

Demon: A name for adangerous creature from the spirit worlds, possibly a spirit, possibly something else.

Dream Realms: Worlds fashioned from dreams kept aive.
Epiphany: A magica revelation or sudden insight into magic.
Familiar: A spirit given flesh, which bonds with a mage to serve and gain sustenance.
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Focus: Anitem, act, phrase, gesture or similar artifice required to perform magic. Through the focus, the mage concentrates belief and will and
causes magic to result.

Gaia: The Earth Mother, spirit of Earth asrelated by various naturalistic mages.

Gate: A magical doorway that allows passage between two places.

Gauntlet, The: The barrier separating the material world from the spirit worlds.

Gilgul: Therite of destroying an Avatar aswell asamage' s ability to do magic or to reincarnate.

Hollow Ones: A group that espouses post-modernism, the Gothic subculture and decadence in response to the declining world.

Horizon, The: The magical limit separating the Near Umbra and the Deep Umbra.

Hubris: The overwhelming pride that |eads a mage to believe that he may challenge the cosmositself, and that convinces amage that hisway
is"theright way." Such hubrisis often fatal, and it lies at the heart of the conflict between mages.

Initiation: A test to pass ayoung mage from the ranks of apprentice to full responsibility within a Tradition.

Mage: Term for a human who can work magic according to a discrete set of beliefs and practices, and thereby cause the world to change
according to her desire.

Magic: Theact of atering the world through force of will and practice of belief.

Marauder: A mage given over to dynamism, and tainted by insanity.

Metaphysic Trinity: The universa forces of Stasis, Dynamism and Entropy.

Methodology: A sub-group within a Technocratic Convention.

Mystic: Having to do with magic.

Near Umbra: The parts of the Umbra around Reams and near the Earth.

Nephandus: A mage who has Fallen todark service and seeksto return the universe to primordial chaos.

Node: A place of power where Quintessence flows freely and strongly.

Oracle: A legendary mage who has moved beyond the understanding of other magicians, perhaps even to Ascension.

Orphans: Mages who Awaken without formal training and who school themselves in their own magical techniques. Each Orphan discovers
her own paradigm of doing magic.

Ostracism: A punishment declaring a mage separated from mage society.

Otherworlds: Realms outside the Gauntlet.

Paradox: The backlash of reality bending against magical change. Paradox can strike amage directly, or it may build up subtly.

Paradox Realm: A temporary Realm created by a huge backlash of Paradox, wherein amage must unravel the bizarre twisting of the universe
to escape.

Paradox Spirit: A spirit entity that hounds amage as aresult of Paradox.

Path: A genera term for destiny, or for a particular branch of magica practice.

Patter n: The metaphysical composition of an object, place, person or idea.

Procedures: Technocratic "magic”.

PureOnes: Legendary primordia beings from the dawn of creation; some mages believe Avatars to be pieces of the Pure Ones.

Pogrom, The: The Technocratic purge of supernatural elements.

Portal: A permanent Gate, allowing accessto or from (not always both) a particular location. Portals can be keyed to alow only certain access
or certain times of activation or any number of security measures.

Prime: Theforce of energy that describesall of reality's basic composition.

Protocols, The: A code of honor and set of rules held by the Traditions. Many Traditionalists feel desperate enough not to constrain
themselvesto all of the Protocols.

Quiet: A temporary (usualy) delusional state brought on by Paradox and magic.

Quintessence: The energy of magic. All things are created from Quintessence and return to it. The building blocks of Prime energy.

Realms: The variousworlds of the Tellurian.

Resonance: Mystical traces and attunements tied to magical actions, emotions, intent and desire. All magic carries Resonance, and Resonance
reflects amage's will in creating an effect.

Rote: A magica process handed down as acommon (or at least well-used) practice.

Seeking: The quest for greater enlightenment.

Shade Realm: The Umbral component of a Shard Realm.

Shard Realm: A Realm or world corresponding to one of the nine elements of magic, sundered from Gaia long ago. Each is ruled by a
Celestine and is thought to correspond with one of the planets, including Luna.

Sleeper: A person who has not yet Awakened to the fullness of the supernatural world.

Sphere: A particular element of reality that can be codified and manipulated with magic.

Static Reality: The "natural course" of reality, unaffected by the direction of magic. Static reality has become more and more constrictive as
the world clamps down to a single paradigm and as reality becomes less accepting of change or magic.

Symposium: A meeting of the Technocracy.

Tass. Quintessence held in aphysical object. Such an object can be used for barter, or to power magical effects.

Tapestry, The: A metaphor for reality asawhole.

Technocracy, The: The modern organization and conspiracy dedicated to furthering a scientific and rationd basis for the world. The
Technocracy hopes to make reality "safe for humanity" by removing random elements and dangerous foibles. It believes that humanity does not
have the ability to cope with such elements on its own. As a result, the Technocracy (or Technocratic Union) strives to eliminate magical
phenomena and to stop mages, whose powers they do not understand.

Tellurian: Thewhole of redlity.
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Tradition: One of the Nine Mystic Traditions, agroup of mages sharing similar training and outlooks. The Traditions fight to preserve magic
against the Technocracy, and to defend against the depredations of Marauders and Nephandi. These groups are the Akashic Brotherhood, the
Celestia Chorus, the Cult of Ecstasy, the Dreamspeakers, the Euthanatos, the Order of Hermes, the Sons of Ether, the Verbena and the Virtual
Adepts.

Tribunal: A gathering of Tradition mages to discuss important matters.

Umbra: The spirit world(s).

Umbrood: Any number of creatures and spiritsthat exist in the spirit realms.

Vulgar Magic: Magic that breaks the "laws of reality," like hurling flame flying through the air or turning someone into atoad.

Wonder: An object of magical power. Some Wonders are simple objects that perform only asmall trick or hold atiny amount of Quintessence,
while others are legendary artifacts capable of phenomenal feats of magic and holding great amounts of mystical energy.

Wyck: A common name for primordial magi and magic.

Titles

Adept: A mage with afair degree of aptitude and power —though now some of the most powerful mages |eft on Earth.

Apprentice: A mage who has not been initiated, but who studies the forms of a Tradition.

Bani: An honorific indicating amage's Traditiona affiliation: "Nightshade bani Verbena."

Barabbi: A mage who joinsthe ranks of the Nephandi.

Celestine: A grest spirit, essentialy a god.

Consor: A potent ally of amage, but one who is not amage himself.

Deacon: A common title for afounder of an established Chantry.

Disciple: Theinitiated beginners of the Traditions. Disciples can perform limited magic, and they are accepted as Tradition members.

Errant: A mage whose Chantry and cabal have been destroyed.

Fellow: A full member of a Chantry, but not afounder.

Incar na: Greater spirits; the servants of the Celestines. For al intents and purposes, demigods.

Lord: An Umbrood spirit less powerful than an Incarnabut greater than a Preceptor or Minion.

Master: A mage of great power and ability, who has reached the pinnacle of one or more Spheres. Such mages are extremely rare on Earth, as
most work their highly dangerous magic in the more pliable spirit worlds.

Mentor: A mage who teaches another.

Minion: A low-ranking Umbrood spirit.

Pedagogue: A Hermetic tutor of great fame, usually quite powerful and surrounded by students.

Preceptor: An Umbrood spirit that is less powerful than a Lord, but more powerful than aMinion.

Primus: "First One," used to refer to the founders of the Traditions and the current living heads of said Traditions. In the wake of the
destruction of Doissetep and Concordia, many Traditions are without Primi.

Rogue: A renegade mage.

Sentinel: A mage who guards over a Chantry but is not a member.

Technomancer: A mage of amystic Tradition who uses the trappings of technology, but combines them with mystical understanding. Not to
be confused with a Technocrat, amage who relies wholly on the theories of science and technology.

Tutor: Mageswho have become proficient teachers. Thisterm denotes some respect.

Old Form

Certamen: Formalized, nortlethal magica dueling, used to settle disputes between mages.

Curtain, The: The"false" reality in which Sleepers believe. An Awakened entity has passed "through the Curtain” to the wider world.
Custos: A non-mage who works with or for acabal or Chantry.

Fallen One: A Nephandus.

Grog: A familiar form of the term custos.

Magus. A mage. Plural magi.

Postulant: A mage who serves the Oracles and attemptsto join their ranks.

Turb: A gang of Grogs.

Vis Quintessence.

Vulgar Argot

Black Hats & Mirrorshades: The Technocracy.

Bloodwork: Any magic that requires great effort, or that actually requires the use of blood.
Copperfield: Playing off amagical effect asameretrick or coincidence.

Crystal Wavers: "New Age" magicians who have no understanding of real magic.
Doxed: To have accumulated too much Paradox energy.

Dram: A unit of measure for Quintessence.

Faust: A magewho bargains excessively with spirits, especially dangerous ones.

Freak: A dangeroudy insane mage.

Fry: To attack someone with magic, most often with the Sphere of Forces.
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Goin' Satanic: To Fall and join the Nephandi.

Grayface: A Technocrat or any mage who is excessively Static.
Juice: Quintessence.

Merlin: Anold mage, especially onelocked outside of Earth.
Mundane: A norma human.

Nuke: An assault from a Paradox Spirit.

Pit Bulls: Derogatory term for werewolves.

Technobabble: A derogatory term for the magic of the Technocracy.
Wyld & Fried: Aninsane mage, generally a Marauder.



Running through jungle. Running. Running. Past tree, past hanging vine, leaping over bushes,
past startled birds and territorial serpents. Somewhere far back, caught in the jungle's snares,
men shouted and pushed, fired their weapons and tried to free their vehicles. The jungle did not
cooperate with them. They paid it no respect, and it did not heed them until they made it yield
with steel.

The spirit-jewels burned brightly, their strength lending Xoca strength. His legs pumped with
the energy of long-dead ancestors and jungle animals. Men had sold out their relatives and
birthrights for machines, for complex lives with simple goals and for obedience to angry
creatures like Money and Technology. Xoca freed some from that, opened the eyes of others.
He'd saved the animals and trees from the steel blades of Progress minions today. Tomorrow, he
would teach some children in another village to walk through the underbrush without disturbing
it. Perhaps next week he would travel to the remains of cities where his ancestors lived and died,
or he would swim in a lake to wash away the stains of his actions. Perhaps he would go into a
city to give advice to poor farmers or help build a new church. His feet would carry him to
where he needed to be.

More shouts and curses followed as he slowed his pace. Men had come with their weapons to
track him. They so valued their glass and plastic gods that they would bury the souls of men and
the spirits of nature in worship to them. Xoca understood this even if they did not. He knew that
there was no help for them, but he would not fight them again today. Stopping near a large tree,
Xoca listened. He heard the wind muttering and animals speaking with the jungl€'s single voice.
There would be no more wounds to his land today. With one hand, he pressed against the sigils
that he wore, Mayan icons and old pictures to remind him of older ways when people heeded the
world’s voice. A whispering chorus welled up from his spirit-stones, as the ancestors gave
advice, counsel and comfort. He closed his eyes and let his mind drift to follow the sounds of the
jungle. Far away, he heard the screech of predators and prey. The ruins where his ancestors lived
long ago still teemed with their vibrant, bloody ways, in echoes and visions that waited for the
few who knew how to hear. He let that pulse consume him, and he lost his mind to it.

One hand to his stones to call the ancestors for strength, the other to his bag of medicine and
mystery, Xoca guided the spirits that wished to help him. He raised his head, eyes still closed,
and let the sun shine on his face. His pointed nose hardened. The brown leather of his skin split.
His arms stretched and flexed with brown and white feathers, pinioned wings. He hopped
forward and screeched, and in moments he flew, his body a memory as he remembered sky-
brothers shape.

In the jungle, men cursed and spat, shot and chopped, but they could not hear the ssimplest
speech of winds or animals or spirits.




Chapter Two: The Traditions

It's much easier to be different when there are other people, different just like you, around. Mages are certainly no exception. Those mages
grouping together to share common mystic principles developed their own council and unified system of magic. From the roots that they've handed
down, they have established magical Traditions. The Traditions have their disagreements over theory and style, certainly, but they have found,
especialy lately, that it is often more productive to work together — at least on the surface — toward their common goal of defense against forces
that would destroy magic and myth.

The Council of Nine, made up of one member from each established Tradition, serves as the officid governing force of the Traditions. The
Council's purpose is to guide the actions of the Traditions as awhole, to serve as awatchdog for mages' activities and look out for the well-being of
mages and Sleepers alike. In truth, the Council lias hide effect on the dally life of the average Traditionalist. Its ideals tend to filter down to
individuals; its active goals tend to be achieved by small groups of disciples taught by mages closeto the Council.

On an individud level, the Traditions serve a variety of purposes in a mage's life. The Traditions help a mage to learn, give her mora and
magical support and help her understand and define the structure of her beliefs. A Tradition mage can also expect to be part of agroup of people
who will back her up and shelter her in sticky situations. On the other hand, Traditions usually expect their membersto be helpful in return.

In the modern age, the Traditions hold dear the various practices of magic handed down from many cultures and legacies. All believe, however,
that it's important to keep magic alive and to give Sleepers the choice of a magical world. From the highest seats of Tradition thinking in the
Horizon Reams, to the individual apprentices who dream of a better world, the Traditions defend a world where people can believe in wonder,
mysticism and spirituaity. The Technocratic Union has no room for such vagaries, and the Masses have chosen to live in a safe and static world.

Noat al mages choose to become part of a Tradition, however. Some prefer to work and live by themselves, figuring out solutions to their
problems and cel ebrating success alone. These Orphans don't get the benefits of being part of a discrete group, but they don't haveto deal with the
more difficult parts of being social, either.
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AKASHIC

BROTHERHOQOD

Mind, body and spirit are all part of the larger whole of the person, just as the person is part of the larger whole of the universe. Identity,
division and conflict areillusions. When the mind and body come into harmony, the soul follows. When the individual does not resist the universe
but moves within, he embraces his nature. From these philosophical roots came the Akashic Brotherhood. By honing the body, the Brothers make, a
temple for the mind; with the refined mind comes understanding of the spirit. The Brotherhood uses simple tools — exercise, meditation, practice
and study —to refine the smple man into a brother of knowledge.

Background

The philosophical and historic roots of the Akashic Brotherhood lie in the beginning times when dl people lived in harmony. The first
Akashics learned their skill in Do from Dragon and Phoenix, and they disciplined their bodies and their minds through the balance of movement
and stillness. Asthe earth turned and more people cameto live near the All, the All fractured and became dissonant. The balance between mind and
body, motion and tillness, was disturbed, and the ones who would become Akashic Brothers retreated into mountains, caves and foreststo continue
their study of balance through Do. Martial arts and exercises perfected the body while rigorous disciplines, chants and prayers cleansed the mind.

Astheworld fractured and people took up dissonant paths, conflic camein severa formsto the Brotherhood. The earliest artificers brought the
first vestiges of technology to humanity, thus turning people from their relationship with the immaterial world and strengthening the barrier
between the physical and the spiritual realms. Tools encouraged people to focus on only the things they could touch and forget that there was ever
anything else; material goods became agoal and replaced the natural fulfillment of personal accomplishment. Even within the Brotherhood, young
students took up the study of Do but failed to understand the relationship between philosophy and physical prowess. These warriors saw the
Brotherhood's physical skills as an end, and brought disharmony to the group and its relations with others.

Later, Akashic conflicts expanded to include another group of Awakened humans, a band of mages who saw reincarnation as their duty. The
Brotherhood did not approve of mages who took into their own hands the power over life and death, and the Brotherhood warred against the death
mages — who would later become the Euthanatos — for 300 years. The war |eft both Traditions scarred, athough neither has entirely forgiven the
other for the centuries of bloodshed, they have learned from each other. Neither Tradition (asawhole) jumps quickly into conflict.

As the spiritual philosophies of Buddhism, Taoism, Shinto and similar religions spread across Asia, the Brotherhood followed. The Snaolin
monasteries of China housed their members, as did the mountain -dwelling hermits of Japan, the cloistered priests of Tibet and the mysterious
mystics of India Many Common people adopted Brotherhood beliefs in everyday life. This groundswell of common support became the
Brotherhood's bane: organized nations, harsh rulers and secret societies resented the Brotherhood's liberating influence on the Masses. Eventudly,
the Brotherhood found itself embroiled in wars as armies and governments sought to destroy its influence. The Brotherhood's holdings were broken
and its members scattered. Hierarchica societies and caste systems, combined with a focus on materia living, turned people against the
Brotherhood's self -empowering ways.

Still, as an organization devoted to the improvement of the individual, the Akashic Brotherhood survived. Wanderin g priests here and there
kept the Brotherhood's ideas alive while the teachings of the Tradition remained a part of many cultures and families. Technocratic influence may
have destroyed the Brotherhood's material strength, but that was never its focus — the Brotherhood's true power came from the soul of humanity.
Those who needed guidance, who felt the calling of Do, found the Brotherhood. Independent of the modern desires, structures and possessions of
the technological age, the brothers and sisters could not be trapped or deprived of the light they kept within.

To the modern Traditions, the Brotherhood now embodies the balance between violence and peace, understanding and conflict, in which the
Traditions themselves remain embroiled. The Brotherhood's roots are spiritual, so they cannot be slain with bullets, money or laws. The Warring
Fists use their incredible prowess to battle the enemies of the Traditions, while dieir teachings preach the Ascension of each individua through
righteous action. As the modern Renaissance of martia arts and Asian philosophy blends with 21st-century culture and technology, the
Brotherhood seeds itself once more in the hearts of common people everywhere.

Organization

Structure in the Brotherhood is loose; enlightenment and destiny are recognized as steps along the path, but al living things have virtue and
vaue. To the Brotherhood, the idea of placing one thing or philosophy over another is afalse division. Therefore, while Masters are respected for
their insight, they do not exercise any rea weight of authority — they are smply credited for their insight. Akashic acolytes come from all walks of
life, but al study the Akashic way of leading a pure and simple lifestyle, at |east to some degree. As a Brother progresses to asimpler and more
unhindered state of Do and a greater Arete, his accomplishments are recorded and his teachings distributed so that al may benefit from them.

Factions

The Akashic Brotherhood is hot made up of Shaolin priests only; neither does it exclude Caucasians or any other group. True, the focus of the
Tradition is mainly Asiatic, but the search for balance and understanding is universd. Buddhists, Confucianists and Taoists make up a good
percentage of the Brotherhood's ranks. Atheists, pagans and even Christians are welcome — any enlightened soul seeking to find harmony and
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study the way of Do can become a Brother. (Incidentally, the term Brother is not a dight against the female members of the Tradition. Akashic
Brother is simply atitle for someone who studies the ways of Akasha, and it isintended to carry no gender bias.)

Although the Tradition seems peaceful on the outside, it is not so from theinside. Disagreement thrives within this Tradition as well asit does
within the others. The great est divisions in the Akashic ranks arise between the younger members who want to make war on their enemies, the
Masters who seek only enlightenment and the newly initiated members of the Wu Lung Craft.

Heavily traditional elements make up the Shi-Ren, or "benevolent aristocracy." Legalists and political elements who desire greater Akashic
influence in worldly affairs form the basis of this group. According to the Shi-Ren, Brotherhood ways can only continue to fade into obscurity if the
cultures that spawned them are pushed into history. Although many modern Shi-Ren do not honestly believe that a return, to Imperial Chinais
possible, they do feel that it'simportant for the Brotherhood to maintain a stake in modern politics and culture. They stress the teaching of history
and the roots of the Brotherhood; many have Pattern Essences. These Brothers study Mind magic intensely, push for better organization and serve
asapublic face in diplomacy and political struggle.

In direct counterpoint to the traditional members of the Brotherhood are the Li-Hai, who subscribe to Mo Tzu's philosophy of utilitarian
morality. These Brothers believe that ancient traditions force the mind into a false sense of morality, one that is not guided by pragmatism.
Groundless traditions then cause peopleL0 Lake harmful actions. The Li-Hai argue that all morality must stem from reasoned analysis of what is
utilitarian and what is harmful, and they seek to abolish old traditions that no longer have relevance in the modern age. These Brothersfeel that the
Brotherhood needs to modernize, to accept new ideas to approach the changing world and to learn to work within the systems of tools promoted by
scientific society. Although these Brothers continue the practice of Do, they discard elements of Akashic magic that stem from old tradition.
Instead, they seek to meld Do and the Akashic Record into amodern, rational approach to health, morality and personal advancement.

The Kannagara are ascetics who uphold many old practices within the Brotherhood. These monks' take on difficult ordedls to purify
themselves and to strengthen themselves physically and spiritually. All members of the Brotherhood use such techniques to some degree, but the
Kannagara believe that the right mind and right soul can only come through right action, and that such action stems from ritual, hardship and
practice. Most Kannagara remain cloistered away in Akashic retreats, where they practice daily prayers and devotions. They sometimesjourney to
the outside world as well, in order to see that which they hope to surpass. As Brotherhood retreats fall to modern expansion or tourism, and
asceticism loses popul arity, the Kannagara slowly dwindle.

Mystically inclined Brothers form the Jnani, a group of yogis who follow various forms of Shinto and Tibetan rites in order to develop
spiritually. As monists, the Jnani hope to reconcile the consciousness of the self with the Avatar (which they term the "BuddhaMind"). Through
practices of yoga, tantra, prayer, chant and the ubiquitous Do and meditation, Jnani seek unification with the absolute principle of reality. Instead of
seeing redlity as malleable, they believe that it stems from one core principle, and that all other veils of illusion stem from the inability to reconcile
the self with the absolute principle. These monks engage in spirit -questing, and they seek out internal wisdom to remove the boundaries between
the self and the Avatar. Naturally, they command potent Spirit magic. However, they a so retain many unusual libraries and practices unknown to
much of the rest of the Brotherhood. Rumor says that they have long held several hidden monasteries and that they keep secret catacombs deep
beneath the Earth, where one can find passage to Horizon Realms or discover ancient places of power that tap into the consciousness of the
absolute.

Y oung and hot-blooded warriors in the Brotherhood join the Vajrapani, or "wielders of the Diamond Wand." To them, enlightenment islikea
diamond: hard, unyielding, containing only reflections of the outward world. The Vajrapani give the Brotherhood its moniker as"Warring Fists,"
for their title stems from the term for both "diamond" and "thunderbolt,” whilst the diamond wand of their namesake is the metaphor for
supernatural power. These Akashics argue that the Technocracy can be defeated only through powerful action, and they use Do as their weapon.
Interestingly, the VVajrapani stem originally from ametaphysical feminine principle, but this fact does not limit membership in this political faction.
Indeed, being a Vajrapani is often more amatter of ayoung and impulsive student getting labeled as such by amentor (or recognized as akindred
sort by other young warriors). Vajrapani work to develop their martial prowess, and they often seek out conflict with the perceived enemies of the
Brotherhood. Older members sometimes drift into other factions, but some do remain active as warriors — the Tradition must have its defenders,
after all.

Lastly, the Wu Lung, the family of the Dragon, are a separate sed of mages who alied with the Brotherhood very recently. In the past, the Wu
Lung and the Akashic Bratherhood fought for dominance over traditional China. Today, with their greatest leaders slain and their heritage diluted
by modern China, the Wu Lung hav e been forced to set aside their grudges and ally with the only remaining inheritors of China's ancient culture.
The Dragon Wizards practice arigorous and bureaucratic style of magic reminiscent of China's old imperial days, complete with ancestor worship
and careful appeasement of the heavenly spirits. Both Brothers and Wizards <till seek a means to reconcile their disparate beliefs, using their
common roots for a basis. Still, there's a long way to go. The Wizards even practice their own martial art separate from Do. It seems that their
faction in the Brotherhood will remain a rather disparate part, forced by circumstance to bow to the greater weight of the Brotherhood in the
Traditions. The imperial bureaucrats study primarily Spirit magic so that they can commune with ancestors and answer the mandates of Heaven
properly.

Philosophy

A return to simplicity lies at the heart of the Brotherhood's beliefs. Humans clutter up their lives with unnecessary and extraneous objects and
desires. How can one understand the natural harmony of the universe by trying to grasp it, own it or control it? The natural place for every
individual — the role of Drahma— is apparent when oneis not blinded by theillusions of greed, desire and power. The exercises of living givea
soul the chance to experience the universe in manifold forms, and so the individual should take this opportunity to gain insight by developing a
harmony with the All. Each lifeisjust a step on the greater wheel of Drahma until the individual releases himself from the chains that he forged
with his own beliefs and desires.



Failings

Subtlety and Zen-like calm are among the Brotherhood's strengths, but they are also a great weakness. Because the order focuses so closely on
personal growth and individua enlightenment, its Masters have no connection to the individual student's personal paths to understanding. Instead of
being able to help an Initiate move toward wisdom with lessons or suggestions, most Akashic Brothers can offer only rote physical training, cryptic
passages in old books or puzzling idioms that are supposed to lead the student to her own revelation. Some apprentices don't learn well without
close guidance, and some mages are unable to move beyond a certain point in their development without help.

The masters can't tell their students what it is they're supposed to be learning, or where or even how they're supposed to find it. As aresult, the
Brotherhood |oses a disproportionate number of young mages due to simple frustration. The oneswho do stick with the Tradition are making some
attempt to counteract this Zen disease, but they are struggling against the immense weight of time and long-honored tradition. The Brotherhood's
very individualistic belief that all people must find their own path paradoxically makesit difficult for the Brotherhood to do more than give aspiring
mages afew simpletools. The Masters cannot teach the way to enlightenment, they believe, since each person must find a unique path. Those who
are enlightened cannot explain their sublime understanding; those who aren't don't know how to start. The Masters point the way — it's up to the
studentsto follow it, but only if they can understand it.

Theories and Practices

The Akashic Brotherhood keeps its soul in the pages of the Akashic Record, a
collection of al of the experience of all Akashic Brothers over al time. Its pages may be
paper and ink, but the book is reflected in all levels of the world, spiritua and material
alike. Legend hasit that it was originally begun by the Ascended Avatar named Akasha, for
whom the Order is aso named. The Record serves as an inspiration and meditation for the

Stereotypes

Celestial Chorus: Ther indght is
commendable, but they are consumed with the
notion that there is only one path to the All.

Cult of Ecstasy: The body must be perfected

Brotherhood, allowing the mages to access past experience and wisdom. The Record is not,
however, a book to simply be read. It presents knowledge in such amanner that the seeker
will not forget, in puzzles, riddles, loans or short passages that seem mundane. By diving
into the Record, a Brother can relive the experiences of the past, sometimes even coming
forth with elements of his own past lives.

The soul of the Brotherhood is in its Record, but for the body and mind there is Do
(pronounced "doe"). Literally "the Way", Do is the art of training the body in order to
achieve apeaceful mind. Do isthe essence of martial art, theroot of more mundanearts —
its movements allow Akashic Brothersto perform feats that combine physical, mental and
magical precision. However, Do is more than just a fantastically deadly fighting style and
physical discipline. It is a style of living, a means to develop the fullest potential of the
human body by moving harmoniously in natural cycles. Do stylists practice proper balance
in nutrition, exercise, sleep, thought, creation and destruction, all guided asimportant parts
of a greater whole. Ultimately, the Do practitioner brings his body and mind in harmony
with the natural flow of life, unhindered by the artificial constructs of development in a
world cluttered by extraneous material.

Do pervades every aspect of the Akashic attitude toward magic. Asthere must be right
thinking, right speech, right understanding and right action, there must be right mind in
order to achieveright body and right living. Thus, the Tradition studies Mind asits primary
Sphere. Without that one block in place, nothing else can be aligned and the mage —or her
opponent — is as hampered as she would be with no body. All Akashics thus study Do in
some manner, beit through difficult martia arts, internal questing or quiet meditation.

before it can be transcended. Still, their minds
are hot tethered to the material.

Dreamspeakers: The dream-dance echoes in
all of us. Their Avatars are pure and they listen
to the All instead of imposing their own order
upon it.

Euthanatos: It is not for them to determine
who is worthy of life; al beings must learn
Drahma through experience.

Order of Hermes: How can one understand
the universe by trying to control and categorize
it? The All is too great to be denied by simple
numbers and symbols.

Sons of Ether: They are tied to the idea of
their tools as enlightenment, but at least they
vaue the process of learning as much as the
result.

Verbena: Pain and struggle are teachers, but
not the only teachers. Life is more than blood.

Virtual Adepts They find newer and
different illusions for their amusement, but
where is the value in trading one illusion for
another?

Hollow Ones: The study of harmony must
begin with the belief that harmony is possible.

Although Do is the primary structure for Akashic magic, many Brothers add other practices to focus their energy. Like Do, these practices are
often Asiatic in origin — feng shui, meditation and calligraphy are excellent ways to direct chi — but all are designed to unify and direct motion
and thought toward a goal. The spiritual and magical worlds are not far removed from the physical world. The balanced and enlightened man can,
intime, accessdl layers of the universe.

Still, many Akashic Brothersfail to understand the dichotomy that their Tradition teaches. Convinced of the tightness of their cause in harmony
with Do and the universe, warriors of the Brotherhood try to fight or force othersinto their mold, never realizing that in doing so they turn human
against human and create disharmony ingead of healing it. The aptly named Warring Fists thus fight a constant war against the elements they hold
repugnant. Y et in doing so, they promote the very violence that their teachings despise. For many, enlightenment comes only later, and these monks
retreat from the world to find peace instead of conflict.

Specialty Sphere: Mind

Common Foci: Chimes, incense, meditation, prayer sashes or flags, purification rites, weapons

Concepts: Action movie star, athlete, explorer, martial arts student, sage, wandering hero

Forget the pebble. Forget my hand. Balance and Be.



CelestialL
Choru$S

The Celestial Chorusis one of the most misunderstood Traditions of al the Nine. Although it is areligious Tradition without question, it does
not focus on one religion over another. The One and Prime that the Chorus reveres transcends any single congregation's deity. All humanity is part
of that cosmic song, the glorious radiance of Pure and Prime. When humanity is united again in this reverence, the Prime shall be whole again, the
song manifest and the universe healed.

Background

Like the Akashic Brotherhood, the Celestial Chorus holds that it is one of the first Traditions, not necessarily in its current form but as the
embodiment of a philosophy and an exaltation that hes been part of the universe since its creation. The Chorus's roots stretch to hymns and
exaltations that can be traced back thousands of years; its actual existence as a Tradition dates to approximately the time of Ikhnaton. Since then,
though, the Chorus has had an incredible influence over humanity's history, not least because the Tradition fervently maintains that its duty is to
protect Sleepers and guide them toward Ascension through the knowledge of the One.

From the earliest days, the Chorus has urged people to seek the song that unites them in contemplation of abetter form, acelestial harmony. In
some times and places, the Chorusled by example and founded tolerant, accepting and hopeful religions. In others, the Chorus went awry, bringing
forward its vision of One through a single way that brooked no deviation. Alternately hierophants and heretics, the Choristers looked to the
inspiration of something greater than mankind, a creative force that could unify all people under its influence.

Unfortunat ely, the Chorus is not always pure and right, not even in its desire to help. The many experiments of the Chorusin fostering a"true
way" opened the door to dogmatic schisms with the intolerant medieval churches of Dark Ages Catholicism and Islam. From roots with Grecian
and Roman temples, the Chorus slowly evolved into aform closer to the Catholic Church. All Choristers learn about the group's involvement in the
Inquisition and in both sides of the Crusades. Although the ideal — keeping the world safe from dangerous influences — may have been there for
the Inquisitors, their fervent belief got in the way of their sight and their better judgment. New Choristers are cautioned to keep their minds open, to
remain focused on unity and to remember that all paths are trod by the One and Prime. Initiates also learn about the Tradition'sties to the Cabal of
Pure Thought, a small group within the New World Order. Although the two groups started out as one, the Cabal of Pure Thought refused the idea
that all people, regardless of faith, could be part of its One World.

It was the split of the Cabal of Pure Thought from the Chorus that many believe led to the downfall of the Tradition. Although their power was
prominent in the Middle Ages, many Choristers came to be regarded as heretics for their schismatic acceptance of other beliefs as equally valid
paths to the One, while some clutched so tightly to their views that they fought even their brethren. The uncompromising drive of the Church,
combined with its corruption by material greed, drove people to embrace the Cabal of Pure Thought's ideas of empowering the masses of humanity
instead of laboring in hopes of a better afterlife. Eventually, the power of faith waned as the Order of Reason rose. Members of the Chorus fled the
crumbling pillars of the Church, as often hounded by churchmen swayed through the Order's material gifts as by the Order's own soldiers.

Asthe clouds of Reason and Technocracy gathered, the Chorus sought shelter in sub-groups, lay communities, myst ery cultsand minor offices.
The broken back of religious belief could no longer support the Chorus, and members had to hide their miracles amongst the Masses as |eaders or
supporters of tiny groups. The Chorus' vision remained focused on a holy communion, a Sacred City wherein al humanity could uniteits voicein
harmony with the Song of Creation, but the goa slipped slowly from their grasp. Ironically, only this common defeat could truly unite the Chorus
disparate factions, and even today they retain asuspicious and guarded relationship within the Tradition. People still wantto believe. Thereis a
need for something greater, a desire that the Chorus answersin people, and the Chorus fans the flames of faith from that tiny spark of questing.

Organization

The Chorus adheres to a structure more strict than that of any other Tradition except the Order of Hermes. The hierarchy is modeled closely
after the early Catholic church, with a system of rank based on seniority within the Chorus, responsibility and magical ability. Communication is
easy for the Chorus, because every junior Singer knows who her superiors and inferiors are, and he can pass information a ong. However, many of
the Tradition's opponents point out that the system of rank encourages the Singersto forget their real purpose and focus on their upward mobhility.
The point isvalid — some Choristers are more interested in recognition than in helping others — but the Chorus defends its system. It's designed
Lo Leadi new membersand allow the more experienced onesto guide the Tradition wisely, they say.

The Chorus is filled with voices from all walks of life and al corners of the world. Anyone with faith in the One and a desire to help can
become a Singer. Choristers don't even have to be religious to begin with; they can just have faith that there's something out there that's bigger than
they are. It's more important that an Initiate have the desire to achieve harmony than that she believe a certain bit of dogma. However, some people
are more drawn to this Tradition than others:

Nurses, social workers, people with handicaps, clergy and teachers are likely to become Choristers.



Factions

Any number of factions make their home in the Chorus. Although the Tradition divides along lines of religion, it also sub-divides by different
ways of approaching religion or seeking divinity. These manifold factions are, like the rest of the Tradition, often aloose collection of people who
can agree on only some basic tenets. Indeed, more and more Choristers reject factionalism today in favor of atrue unity among all members of the
Tradition.

Living aonein thefar places of the Earth, the Anchorites seek individua wisdom and salvation. The Anchorites do not so much make up a
faction as they do a group of individuals who reject the traditional structures. Each one seeks a personal commitment to the divine. Rarely, they
interact with the "real world," but most find that the material world is a corrupting influence and they are quick to return to their hermitages. In their
communion with wild places and unknown entities, many Anchorites develop a strong connection to Spirit magic.

Conservative Choristers tend to work along Septarian lines. These members decry the Chorus' work with the other Traditions, claiming that
the influences of other mages dilute the sacred song with discordant technology and heretical magic. Only the Chorus, they claim, has atrue vision
of unity. Although their influence is not strong within the Tradition — the Chorus already has too many enemies to go about making more — many
Choristers share at |east alittle bit of their reservations about the works of other mages. Septarians study Prime magic as they purify their soulsto
come closer to their own vision of unity with One.

The opposite group to the Septariansis the Latitudinarians, who argue for atotal restructuring of the Tradition aong less Catholic lines. The
Latitudinarians believe that the Chorus' medieval structure is too confining and too exclusionary, and that the Tradition must change to
accommodate not only other religions but the belief structures of other Traditions as well. Each Latitudinarian has a persona belief of what isand
isn't acceptable, of course, but they all agree that the Tradition should assume a more open structure, a greater degree of debating freedom and a
higher tolerance of other Traditional magic.

The most open of the Choristers are usually Monists, who seek a single unified church. How can the Chorus bring about a unity of mankind if
it can't achieve unity within its own ranks? The Monists try to reconcile the differences between other factions and religions, making allowances
and compromises to build a unified church. Their goal is not to follow any one dogmatic stricture of a"right and true" way to approach divinity, but
rather to open the doors to all understanding of the One as equally valid. Although they meet with considerable opposition, the Monists are
persuasive and very tolerant for their Tradition, and they excel at finding allies among disparate groups. They work with the Prime element as a
means to exemplify the common roots of al Creation.

The Alexandrian Society seeks areconciliation of religion with science, by bringing scientific thought into the fold of religion. To them, the
process of discovery and inquiry is a sacred search itself, and the scientific disciplines are part and parcel of the search for divinity. Although
sometimes accused of harboring elements sympathetic to the Technocracy, the Alexandrians believe in each individua's right to find a balance
between science and faith. Furthermore, they denounce the Technocracy as a sterile and soulless creation. In studying science, the Alexandrians
develop their understanding of Matter, to learn how it reflects qualities inherent to divinity.

The Sons of Mithras make up a small but militant faction, that embraces the early Roman cult of Mithraism. These' soldiers still hold some
grudges against the Chorus for the persecution of Mithraism by Christianity, but they serve as stalwart defenders of the Chorus, believing that all
have a claim to security in the quest for the divine. Sons of Mithras are still a bit of an underground cult, but they are at least recognized by the
modern Chorus. Most Sons study Forces as a manifestation of Mithras, their god of military might.

Children of Albi are essentially the remnants of the Albigensian movement from the days of the Crusades, who cling to the notion that the
material and the divine are separate worlds and that only arejection of the material can allow transcendence to the spiritual. Aswith other groups
that were persecuted during the Crusades, the Children hold a hesitant membership with the Chorus. They hold a prominent-division between
Church and State, believing the State to be of the materia (and thus corrupt) world, and they adhere to sacred scriptures that later Christianity
discarded. Children of Albi also study Prime magic to master the secrets of the hidden and holy world in contrast to the corrupt material world.

The Nashimites are a Gnostic cult with views similar to the Children of Aibi but stretching back even farther. To them, the One holds the
capacity for al the elements of creation, and the course of living souls determinesits will. Thus, the Nashimites believe in the possibility of atruly
maltheistic divinity, for as mankind's soul becomes corrupt, so too does the Onefall from purity. Naturally, Nashimites work to spread the ideals of
light and compassion to as many people as possible, hoping to raise the souls of al mankind to a higher standard so that the One follows and brings
the universe to a better state. Like the Children of Aibi, the Nashimites study Prime magic to discern the state of the One.

As perhaps the most mysterious and schismatic group, the Knights Templar rejoined the Chorus only recently. Although they protect fiercely
their old ways of Christianity, they also hold to unusual rites passed down through the ages and have a conspiratorial structure. The existence of
such a structure is not surprising considering the historical "end" of the Templars at the hands of a church and ruler that denounced the Knights
simply to seize their money. Modern Templars are warriors of faith who bear arms to defend their Christian teachings, battling the enemies of
Orthodoxy and the Chorus. Some Templars still refuse to associate with the Chorus due to the Tradition's acceptance of other religions, but most
see the Technocracy as the greatest betraya of humanity's divinely granted capacity for thought and free will. While other Choristers seek a
unification of humanity in pursuit of the divine, the Templars battle for righteousness with unparalleled zeal, supported by their magical swords,
hereditary armor, submachine guns and military training! Not surprisingly, Templars mast er the Sphere of Forces, manifested as the veritable Wrath
of God.

Philosophy

Nothing so defines humanity as its capacity to strive for the divine. On some level, every individua is aware of this spark, this higher ided, this
greater power. Eventhemog evil and depraved monstrosity recognizes this divinity, if only through its deliberate rejection, but unity wailsfor all.
Just as the splintered shards of the One are scattered throughout the world, so too do humans seek a unity of purpose that will rejoin them. The
purity of song joins many voices together as one, in agreater harmony that unites them all and creates somet