
Mage Chronicles Volume 3 features L 

Mage: The Ascension that have long been out of print. Now 
they're back under an all-new cover. 
Mage Chronicles Volume 3 Features 

Two of the original Mage supplements 
made available again in one volume 
Two complete stories for Mage, with 

crossover application to other Storyteller 

of Darkness - San Francisco, Mexico City 
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Choices Made and Futures Followed 
There’s a divinity that shapes our ends, 
Rough-hew them how we will. 
-William Shakespeare, Hamlet (Act V, Scene 11) 

By Chris Hind 
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G A M E  S T U D I O  

0 1993 by White Wolf. All rights reserved. Reproduc- 
tion without written permission of the publisher is expressly 
denied, except for the purpose of reviews. Mage: The 
Ascension and Loom of Fate are trademarks of White 
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herein are copyrights of White Wolf unless otherwise 
noted. 

The mention of or reference to any companies or 
products in these pages is not a challenge to the trademarks 
or copyrights concerned. 
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Another Voice, when I am sleeping, cries 
“The flower should open with the morning skies” 
And a retreating whisper as I wake - 
“The flower that once has blown for ewer dies. ” 
- The Rubfiiyzit of Omar Khayyfim, verse XXVIII 

Loom of Fate is a complete four-chapter story for 
Mage: The Ascension. Set in San Francisco, it entwines 
player mages in a web of usury and tragedy, where free will 
threatens to unravel the very fabric of reality. This supple- 
ment details plots, characters and settings, thus enabling 
your troupe to tell an earthshaking story. Appendix One 
compiles all character descriptions for ease of reference. 
Appendix Two contains guidelines for running a Tarot- 
like card-reading. 

This plot encourages character interaction and prob- 
lem-solving rather than violent confrontation. Therefore, 
any number of player characters of any level of enlighten- 
ment may take part. They may represent diverseTraditions, 
though students of the Spheres ofTime and Spirit are most 
appropriate. 

This adventure expands on “All Hallow’s Eve,” the 
scenario given in the back of the Mage rulebook, but differs 
in several ways from the first story. If you have already run 
“All Hallow’s Eve,” you may wish to modify the details 
given in this book to conform to the original story. If not, 
run Loom of Fate as it stands, incorporating any elements 
of “All Hallow’s Eve” that you want. 

Variations on a Theme 
As Storyteller, you may use Loom of Fate in a number 

of ways. First of all, this story could be told with no 
modifications. The scenes included should provide enough 
roleplaying, mystery and action to last several gaming 
sessions. Second, you might modify the existing scenes or 
add others to suit your troupe’s style of play. If you feel 
particularly ambitious, you could even change the setting 
from San Francisco to elsewhere. 

Loom of Fate could also become the first chapter in a 
continuing chronicle. The Bay Area is integral to the 
Technocracy’s American operations, and warlike players 
could wage a long and dangerous guerrilla campaign against 
the Technomancers. Though this “Fighting the Technoc- 
racy” concept seems the most obvious of many options, 
other plot threads offer possibilities. 

At this moment, several players are reading these 
words; stop immediately or risk ruining your own enjoy- 
ment. Storytellers - and we know who you are 
( Correspondence, 0 .  *Mind) - please continue. 
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