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“We are the shapers of reality, the masters of the Path. We move the
Wheel of Creation on its forward course and counter those who would
freeze the Wheel in its tracks.

“Now if we could only cooperate, we'd be in business!”
— Porthos, Drua’shi Master of the Order of Hermes

A Book of Shadows is a journal of the Path, a tome of revelations for the
followers of magick. In this Book of Sha 7%s, mage players and
Storytellers will uncover lost secret Traditions and their rivals.
This is a valuable tome for mages everRwhere!

elusive Ahl-i-Batin;

« New rotes, Talismans, Ab@. Merits and Flaws, and details about the

- in-depth truths about l;e factions of magick and the Path of
Ascension;

ISBN 1-56504-119-4
WW 4050 $18.00US

0""99379"04050

PRINTED IN CANADA




THIE BOOK OF

MADOWS

The Mage Dlayer% Guide

The Sourcebook for Dlaye rsand Storytellers of Mage



N U S o, PN gl

Fo=,

L e i

By SR

T

Sa e Ll da M

[ P

Fiut]

w3 <D s

.
L

AL e M Bt -

TR PR e T

T PR A = PR

Credits

Weritten by: Emrey Barnes, Bill Bridges, Steve
Brown, Phil Brucato, Brian Campbell, Sam Chupp,
Beth Fischi, Don Frew, Dan Greenberg, William
Hale, Harry Heckel, Sam Inabinet, Darren
McKeeman, Judith A. McLaughlin, Jim Moore,
Kevin Murphy, John R. Robey, Kathleen Ryan,
Steve Wieck, Ehrik Winters, Teeuwynn Woo-
druff

Additional Material: Bob Asselin, James Estes,
Andrew Greenberg, James Medley, Mark
Rein®Hagen, Ryk Strong

Developed by: Phil Brucato

Edited by: Brian Campbell

Art Director: Richard Thomas

Layout and Typesetting: Aileen E. Miles

Art: James Crabtree, Scott Johnson, Matt
Korteling, Robert MacNeill, Dan Smith, Joshua
Gabriel Timbrook, Lawrence Allen Williams, Jeff
Wright

Front Cover Art: Larry Schnelli

Frontand Back Cover Design: Larry Sch n@

75 P ok
S 0
st G101
s

WHITE WOLF

GAME STUDIO

© 1997 White Wolf Publishing, Inc. All rights reserved. Repro-
duction without the written permission of the publisher is ex-
pressly forbidden, except for the purposes of reviews, and for
blank character sheets, which may be reproduced for personal
use only. White Wolf, Vampire the Masquerade and Mage the
Ascension are registered trademarks of White Wolf Publishing,
Inc. Werewolf the Apocalypse, Wraith the Oblivion and The
Book of Shadows the Mage Players Guide are trademarks of
White Wolf Publishing, Inc. All rights reserved. All characters,
names, places and text herein are copyrighred by White Wolf
Publishing, Inc.

Covenant, Mythic Europe, Regio, Cult of Mercury, Mistridge,
Certamen and Troupe Play are trademarks of Atlas Games, are
from the Ars Magica game, and are used with permission. Ars
Magica is a trademark of Atlas Games.

The mention of or reference to any company or product in these
pages is not a challenge to the trademark or copyright concerned.
Reader discretion is advised.

PRINTED IN CANADA.

) The Book of Shadows: The Mage Players Guide

R RS s R R B N s e A R B s L

Special Thanks to:

Rebecca “Rat Worship” Shaeffer, for know-
ing how to get Rob and Brian hot.

Louvie “Bungee” Locklear, for the reason she
need not buy beers in Biloxi.

Lyndi “Bimbo” Hathaway-McKeeman, for
her fan club’s alternative to root canal surgery.

Richard “Not the Skinner” Haight, for not
being the guy you love ro Haight.

Mike “Exorcist” Krause, for battling the Devil
in GOD.

Mark “Spitz” Rein®Hagen, for making a big
splash at M.O.C.

Danny “Fabio Fan"” Landers, for spilling the
beans on Ken’s secret obsession.

Wes “HoJo” Harris, for being the slickest
gaijin at the Mafia party.

Jim “Recruiting Sergeant” Townsend, for find-

rew ways to pay the rent.

\ Oh Soon (Kim) “Welcome to the Jungle”

‘\

Shropshire, for waltzing in where GOD fears to
tread.

Sam “Comtfy Chair” Chupp, for bringing pa-
gan joy to Mouseville.



HE=E BOOK OF-

FADOWS

The Mage Players Guide

E

S&Q)
Contents \Q’
Prelude: Behind the V@&Q 4
Infroduction 3

Book One: The Gifts of Awakening — Traits 12
Book Two:Faces of Magick — Portraits 50
Book Three: The Book of Rules — Systems 98
Book Four: The Magick Toybox —Equipment 136

Book Five: The Fragile Path = Parables 154
Book Six: Guiding Words — Counsel 192
Suggested Reading 205

Index 207

Contents 3




&
:
M
:
d
:
.
N
)
{
_
:
)
m.
\
:
“
-

A

N




A T, Ny S—

Prelude:
ehind the Wall

-

By Kathleen Ryan

This is an elegant house. Its patrons
claim it is the finest in the stare, if not the
nation, and solidly, if sordidly, endorse it.
They describe the furnishings as perfect, the
/] talents of the employees as exquisite and the
arrangements as painfully discreet. Perhaps
these thingsare true. Certainly the operarion
is so refined as to make unnecessary any
blackmail. The mayor counts the madam
among his closest friends.

The police never raid this house.

On the ground floor is a restaurant as famous and as
respectable as any other. Amanda slinks deliberately across
the main salon, drifting slowly closer to her rarget's table.

random order and reweaves them around the plate before
her target. Food poisoning. She holds her control a moment
longer, recoils from the shock of countermagick, satisfied B
that her adversary's attention is held there. Only then does
she flick the wholly mundane poison into the wineglass.
The gentleman in her embrace has cold eyes now, and _
there is steel beneath his pleasant tones. He takes her arm, i

and there is steel in the gun that presses against her ribs. .
The diners see only the smiles, hear only the airy chatter of

old lovers; most turn back to their meals before Amanda

and hegaptor disappear through the shadowed doors at the ;

rca‘lﬂw salon. She must play this scenario out helplessly

r(.g&\the poison time to work.
~h

ey halrby a closed door on a top floor of the old brick

Out of the corner of her eye, she sees him, sees the wineglass fopel. He knocks just once.
\ 1

in his flaccid hand. Twice the magick has misfired, twice
this man has_escaped, all unwittingly. A clumsy waitas
dropped the first rainted glass; a drunken diner swlq@
second. Though new to her powers, already AmanAdMs
come to distrust coincidence, and ice settles in '..en_@e.
She longs to search these vacuous faces for the@evny, to
fight directly the half-suspected opposition... she curses
this clumsy approach even as she neutralizes the poison of
the second glass. A knife, she feels, is so much more final.

She reaches the table just as a noisy party of seven
crowds past in the other direction. Jostled, Amanda leans
against the table for support, smiles vaguely as the mur-
mured apologies begin. One satin-gloved hand moves a
fraction of an inch...

“Jane, darling! Is it really you? One of the passing
diners, a handsome Asian gegtleman in a tuxedo, takes her
firmly by the shoulders. The pressure is light, but her hands
are immobilized.

“Do | know you?” She searches his face. Never in her
life has she used “Jane" as an alias, but this gives her time
for a moment's thought.

“I'll be so hurt if you don’t remember, you know.” No.
[t makes no difference whether this man is her enemy or
not. Her adversary doubtless watches, and this is her last
chance.

“How could I ever forget ?” Asshe kisses him, she shifts
space behind her, loses herself to the twisting, raw-silk feel
of reality in the room, lifts the branching futures out of their

“All’s fair. I've gort her.”

“What!

“Wait a minure.”

“Kill the lights, What she can't see..: it, hu
ap.” ) e "
Trapped in this gilded hallway, Amanda simply waits,
wonders if perhaps he will kill her, wonders if she should be
afraid... wonders at her own delight. She has done what she
came here to do. The kill was right, and it was hers, and it
was good. The feeling convinces the young Euthanatos of
the worth of her Path in ways the Old Man's teaching never
has. As the door opens, she fights a smile.

They trip her up, hold her down, take her knives and
trinkets and cuff her. Then someone slams her into an
armchair, and the questions begin again. .

“Who are you?” It's the “gentleman’s” voice, but
rougher, and all steel now.

“Who are you!" Amanda answers back, nearly laugh-
ing.

“Answer me. Who are you?”

“Whydo you want to know?” she asks, ready to play the
game for hours.

“Michael?”

“I'm not touching her.” This voice is very low, rum-
bling across the room like a tiny earthquake. “She reeks of
it. We should kill her and leave. Now."

2 Prelude 5



	BookofShadows.pdf
	BookofShadows.pdf
	Prelude: Behind the Walls
	Introduction
	Book One: The Gifts of Awakening - Traits
	Book Two: Faces of Magick - Portraits
	Book Three: The Book of Rules - Systems
	Book Four: The Magick Toybox - Equipment
	Book Five: The Fragile Path - Parables
	Book Six: Guiding Words - Counsel
	Suggested Reading
	Index



