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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 [1)
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Another Voice, wiN

am sleeping, cries
hen with the moming skies”
whisper as | wake —

And a ren'e@;‘-
“The flfieaMit once has blown for ever dies.”

— The RuMiiydat of Omar Khayyam, verse XXVIII

Loom of Fate is a complete four-chaprer 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 diverse Traditions,
though students of the Spheres of Time and Spirit are most
appropriate.

This adventure expands on “All Hallow’s Eve,” the
SCENArio given in [hC I)ac.l( {_‘Iftl'll,‘ hdilg{_’ I'Utel'h )OI(‘ l?u'r dlffers
in several ways from the first story. If you have already run
“All Hallow's Eve,” you may wish to modify the dertails
given in tlns |1,¢)1_}k o cunf&':rrn to Tl‘ll,- (lrlglll;ll story. I not,
run Loom of Fate as it stands, incorporating any elements
of “All Hallow’s Eve” that you want.
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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 chaprerina
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.

Ar [hi?i moment, 5(‘\-"@[2[] pl':“-’(frﬁ are re".-'ldiﬂ,(.{ rl1c5c
words; stop immediately or risk ruining your own enjoy-
ment. Storytellers — and we know who you are
(e ®Correspondence, ®# #Mind) — please continue.
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