
Darkness Lives in Lands Bevond 
V 

Beneath the Seas of Ash, through the Lost City X, in the twisting 
corridors of Doissetep or the steaming jungles of Moreauvia, mages 

ply their trade. In custom-built Horizon Realms, these wizards 
build Chantries, strongholds of their might and monuments to 

their vanity. 

Bearers of the Light Beware! 
Intrigue and betrayal, madness and hxris ,  greet visitors to these 
hidden lands. The Path to Ascension takes many forms, and the 
temptation to stray from one’s chosen Path is strong. A mage is 

never truly safe, even within the walls of her own Chantry. 

The Book of Chantries i a sourcebook for 
Mage: The Ascension, d tailing the mages’ 
places of power. 1 
Ten complete strongholds; Tradition Chantries, 
Technocracy Constructs and Nephandi 
Labyrinths, including over 40 NPCs. 
A ready-to-run scenario starring Samuel 
flaight, the werewolf skinner. . Complete rules for creating your own Chantry. 
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S pedal Thanks to: 
Brian “Sorcerer’s Apprentice” Campbell, for making 

the mushrooms sing. 
Rob “Smoldering Angst” Hatch, for being Harlan 

Ellison’s longelost love child. 
Mark “Singin’ in the Rain” ReinOHagen, for his Gene 

Kelly impression. 
Steve “Stream-of-Conciousness” Brown and Phil 

“Gordian Knot” Brucato, for their mutual admiration soci- 
ety. 

Ken “Out, Out, Damn’d Printer” Cliffe, for teaching 
the spider to fetch. 

Stewart “Elric with a Buzz Cut” Wieck, for being 
around whenever Phil was cursing at the machines. 

Bill “Glass Walker” Bridges, for teaching Phil how not 
to curse at the machines. 

Andrew “Bibliomancer” Greenberg, for that handy 
reference library. 

Shadow “Bad Office Humor” Leid, for her amazing 
flying pumpkin truck. 

Word From the 
White Wolf Game Studio 
First of all, the good news; Mage is a hit. The 

overall reception has been enthusiastic, and we’re re- 
ally pleased, to say the least, that the game has gone 
over as welt as it has. We thank you all for your 
continued support. 

Now the bad news; we goofed a bit on that first 
printing. Despite our efforts, a few mistakes were made, 
and we are heartily ashamed. 

As we wipe the egg from our faces, allow us to direct 
you to the Mage errata in the back of this book and the 
tables in the Mage Storytellers Screen. Again, we 
apologize to our fans, and we will avoid such mistakes in 
the future. 
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and so old. Shards of the death she so recently srlfiived still 

who ascends too quickly, s 

and its bloody ha 

stoppingrror explaining their destination. Her e 

They drive on in silence, and it begins to rain. 

“We are going to my Chantry.? 

* * *  

’ It has been 10 ho aperbacks; one hand drags open a red, leather- 
ume. She props the boy between two broomsand 

emption - and closes the door. 

Iwould and 

free from Paradox.” table stands beforeach 
ow can that be?” 

““Right,” she says, “whatever. So where is it?” 
“One of its‘hrms is in Phoenix, Arizona. I cannot 

wjlt understand.” 
“We haven’t stopped?” 

the gas,gauge still reads “full.” 

er breath, stops her heart 

ight. The dead man’s hands circle his own thrdat, and 
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