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7 § As the Year of the Scarab crosses Middle more than clean-up work. And, as far as the mages of
€d Eastern lands, old factions come to light the Middle East are concerned, that’s just fine.
(| once more. Long before even the vaunted Batini and Taftani may not agree on much, but
Order of Hermes assembled its magical they both acknowledge that truth cannot be sup-
| theories, practitioners of elemental magic  pressed. It's just a matter of time. With the Reckoning
rode the earliest currents of civilization. here and Armageddon at hand, the final chance for i L
The Taftanirecognized the visage of Truth  Truth has arrived. ;j‘
! and spoke it freely. With their convictions Within this book you'll find a chance to illuminate
they brought forth mastery of ﬂame gnd that Truth! You can play the Taftini or Batini, recog- 4
power. Truth, once spoken, became real. The Batini,by  pjze the power of the still-extant djinn and fit the Year i
contrast, moved in shadows; the subtle masters be-  f the Scarab into your Mage game. Here’s hoping you  *
lieved Truth so sublime that the greatest truths were  gyrvive it.... ‘o
invisible. From twisted labyrinths and hidden sancta S

the cautious mages direct plans so convoluted that, WHAT AN/ AITS
perhaps, the very plots may outlive their creators. Chapter One: Ahl-i-Batin lays bare the secretsof
The Batini and Taftani are thought gone — arti- the Subtle Ones. From the Night of Fana (and before), "

-
[ R,

MI‘KTW

-

facts of an earlier age of mysteries. The Traditions the Batini have espoused hidden Unity. While they
ignore them and the Technocracy considers them little could not realize that Unity fully among the Traditions, =
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they wisely chose to work through stealth, thereby
saving themselves from the deadly attentions of hostile
Technocrats and competing mages. Advisors, mystics,
seers and scientists make up their ranks; the Batini still
move unseen among the many levels of their home
society. From their origins as philosopher-naturalists
and explorers of thought to their present incarnations
as hidden political forces and subtle walkers of labyrin-
thine secrets, the Batini tell a compelling story.
Chapter Two: Taftini explores the flamboyantly
destructive Weavers of legend. Driven by their creed to
espouse truth, even painful truth, the Taftani practice
wildly visible and spectacular magic. Everything from
bottled djinn to flying carpets and rains of fire reside in
the Taftani bailiwick, a praxis that has survived for
longer than most of the Traditions. But the modern
world has little patience for these fractious wizards, and
they rapidly dwindle in numbers and power. Even as

6 LesT PATHS' AHL"*I"'BATTN & TA'FTANI

they teeter on the verge of extinction, the Taftani
continue their displays of honest magic, the better to
drive a wedge into the Consensus and remind people
that magic is real!

Chapter Three: Djinn peels back the layer of the
Invisible World to reveal the beings of smokeless fire,
the djinn. While some argue that djinn are merely a
class of spirits, the djinn themselves have a culture, a
history and a proud tradition not found in other spirits
of nature. Where the other Umbral hierarchies bend
according to odd rules or whims or as a result of personal
pacts, the whole of the djinn respond to the Code of
Solomon and eschew the formal ties of other spirits. As
ally or antagonist, the djinn remain magical beings who
watch over humanity, whether for good or ill. And, of
course, the Taftani (and others) often trap the djinn’s
magics for human uses. How have these Sultans of the
air survived? Better than some other Bygones....
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PRELUDE: THE THINGS THEY LL OVERLODK

. 7 W‘W’ Hlethlahla wore the skin of a plump German
B businesswoman as she prowled the interna-

/ P 1ional terminal of the Cairo airport looking for
her prey. It didn’t fit as well as it should have;

d the desert heat had shrunk the skin just a bit,
d making it pucker where the tiny spider-silk
sutures stitched it to her face, neck and wrists.
Oddly enough, no one seemed to notice.
™ Perhaps they thought it was just a skin condi-
tion or the wrinkles of senescence. It's amazing what people
will overlook if they’re not expecting it. The ruthless killer
instincts honed by contact with too much suffering surfaced
again, and the mask of normalcy almost slipped. Hlethlahla
may not have been terribly bright — not much of a mind left
after all that conditioning — but she was avery good actress.
This was Hlethlahla’sninth TorK. TorK was Nephandic
slang for “turn or kill,” and it was their preferred technique
for dealing with mages who suffered from what her master
had called “insufficient ethical flexibility.” Her last target
had been a much-ballyhooed Hermetic Quaesitor who
screamed like a burning cat the whole way to the Caul —

gt ,\g, ; ,\ !’
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probably because he couldn’t speak because she’d bitten his
tongue out to prevent him from saying his mumbo jumbo
angel talk. She didn’t take him out with witch’s milk because
her orders were to make him walk the labyrinth as soon as
possible. She was proud of him, though. When she put him
on the Labyrinth, he walked it like it was his destiny. And
really, wasn’t it?

The victim du jour was an Ahl-i-Batin. Why they had
sent a pro like Hlethlahla after a glorified djinn-jockey from
a soon to be forgotten has-been Tradition like the Batini was
beyond her. She’d known a few of the Iblisi. Business
contacts mostly. Iblisi were the Ahl-i-Batin who’d been so
sure that they were incorruptible that they walized merrily
into the Cauls on their own and then found out at the last
minute that corruption doesn’t look the same on the inside as
it does from the outside. In time, they found out that they
kind of liked it.

According to the dossier, the target would be at gate 3,
heading to Albuquerque by way of Brussels and New York
City. He was a control nut, so he would probably be early.
Hlethlahla was to make sure he never boarded his plane. She
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only had a vague idea of what the target looked like. The
picture in the dossier was a little fuzzy, and it didn’t stick in
her memory as well as such things usually do. She would
have to be especially careful.

There were two people at gate 3, a blonde woman,
obviously from America, and a respectable looking Arab
man in an Armani suit. The smell of magic was all over him.

She sat in the seat across from him and smiled when he
glanced up at her. He kept trying to pay attention to his
London Times, but Hlethlahla was making it difficult. She
spread her legs a bit and released the enhanced pheromones
that would seal his fate. The hollow lamprey teeth around
her aureolae were full of witch’s milk and grinding in
anticipation of the impending injection.

Out of the corner of her eye, Hlethlahla saw the
American woman approach her. She smiled in that cheap
American way (spread around the world by pictures of
Monica Lewinsky) and said, “Hi! I don’t mean to disturb
you or anything, but I think you’ve made a terrible mistake.
I can help you with that if you'll follow me to the restroom.”
Saying that, the blonde walked down the concourse to the
women’s room,.

Hlethlahla was stunned. Could she have made a mis-
take? Certainly, the Arab seemed a shamefully easy target;
even now he was gazing at her with unbridled lust, adjusting
himself in a rather obvious fashion. She sniffed for the scent
of magic again. Nothing. He was normal.

It was the American.

Hlethlahla leapt from her seat and made a beeline for the
women’s room. The sudden movement tore her womanskin
a bit, but Hlethlahla paid it no attention. She wouldn't need
it for more than a few minutes more now.

There was no one in the white tiled bathroom. Ten
empty stalls. Ten old porcelain sinks. Ten mirrors.
Hlethlahla’s reflection filled the first mirror. The next eight
mirrors were empty. In the last mirror Hlethlahla saw the
face of the American woman with her idiot smile.

I shall break that mirror! thought the Nephandus. Then
let’s see her laugh.

With a howl unbecoming a woman, Hlethlahla lunged
at the farthest mirror and punched it, her chitin-coated
knuckles pulped the womanskin and shattered the mirror
and several tiles behind the glass.

The stench of magic was everywhere. She heard the
American’s voice again. “I think you've made a terrible

U mistake.” The sentence echoed off the tile like a ricocheting
5l bullet. “I think you've made a terrible mistake.” The
;y; 1 lamprey teeth were starting to itch from all their gnawing.
;3& I Hlethlahla had made a terrible mistake. A terrible
»}: *"  mistake. A mistake so terrible her master would punish her.
¥ ti
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He would punish her as she had never been punished. She
imagined the agonies he would inflict on her.

No. Punishment was for simple mistakes. This was a
terrible mistake. For this, she would suffer forever. Never
before had a mistake of this magnitude been made by
someone of her ranking. Itwas unheard of. The other Prelati
would laugh at her. Laugh.

Terrible mistake.

Hlethlahla pulled the ceramic dagger from its sheath
beneath her skirt. If she died here, far from her Gilledean
master, at least her soul would have a head start.

From her place within the mirror (which she noted with
no lack of irony) the blond woman watched the suicidal
Nephandus plunge the knife into her chest and abdomen
thirteen times before a death rattle cleared her throat and the
body slumped.

The Batini assassin stepped out of the mirror and
paused in the restroom to clean up. As she brushed her hair,
the blonde color faded away and her natural brown re-
mained. When she washed her face, the white and pink
complexion dripped into the sink revealing her own face
beneath.

She looked at the body of the Nephandus again. Once
the illusion of stench — enough to drive people away for a
short time — faded from the entrance to the bathroom,
someone was going to find the cadaver. So be it, she thought.
The Technocracy would cover everything up neatly, but
then again, maybe they wouldn’t, and this would be the
incident that opened people’s eyes.

In any case, she wasn't going to touch the Filthy One.
Clean-up wasn’t her problem.

Thinking back on the job as she was walking out of the
restroom, the Batini was a little surprised at how undisci-
plined the Unclean One was, how willing she was to trust in
mere appearances. It's amazing, she thought, what people
will overlook if they're not expecting it.

GLBSSARY

The Ahl-i-Batin take their sobriquet “The Subtle
Ones” extremely seriously. They do not create whole
new vocabularies or use exotic words. Most Batini are
from Middle Eastern cultures, typically Arabic or Semitic
peoples, and most of their nomenclature derives from
the languages of those people and places. They utilize
the language of the culture around them and imbue
certain words with mystical or esoteric meaning that
they may or may not have in quotidian usage. An Ahl-
i-Batin mage in America is likely to use words that are
relatively common in American parlance, and make
limited, if any, use of these terms which would be
considered “rude” or “blatant” by most Batini:
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Ahl al-’adl wa ‘I-tawhad: “The People of Justice
and Divine Unity.” The Ahl-i-Batin’s highly formal
internal name for themselves, used rarely and only in
highly ceremonial settings, like a murid’s becoming a
murshid or a formal decree of hostility against an enemy
of the Tradition (i.e., the official assignment of assas-
sins to kill said enemy).

Al-Insan al-Kamil: “The One Who Is Complete,”
“The Perfect One.” A mage who has been raised up to
rule the universe as the Unity’s agent.

Al-Khidr: “The Green One.” A mysterious figure
thought to be an Oracle who offers blessings, protection
and mystical initiation.

Baraka: The blessings of discipline; generally refers
to the ability to perform magic.

Batin: Literally, “Interior.” Subtle. Esoteric. Hidden.

Fana; Completion; Extinction. Ending. The Night of
Fana refers to the passing away of the powerful and past-
ancient Entity known as Ihn Talagin — the Entelechy.

Fagir: “Holy ascetic beggar.” The common term for
Subtle Ones trained as Darwushim in the Baghdad
khanate.

Ghayba: “Occultation” or “unbeingness.” A state
certain extremist Ahl-i-Batin achieve whereby they can-
not be sensed by physical, electronic or magical means.

Hafiz: “Guardian” or “keeper.” An Ahl-i-Batin
scholar who commits an entire sacred text to memory,
sometimes with the help of Mind magic. (Plural: hafizi)

Hanif: A pure, non-denominational monotheist.
What the Batini strive to be.

Iblisi: Depending on your sources, the Iblisi are
either a sect of Ahl-i-Batin who thought themselves
immune to Nephandic corruption and entered the Cauls
to fight the Nephandi on their own grounds and became
barabbi, or they are a group of Ahl-i-Batin double agents
operating out of Nephandic labyrinths who make “small
sacrifices” in order to provide the Ahl-i-Batin with
current information on the actions of the Filthy Ones.

Thram: A state of ritual purity that Batini prefer to
be in before practicing magic.

Imam: “Leader.” The most educated member of
any given Batini unit and, therefore, the one who
reports to the Qutb and maintains discipline. Most
commonly used to refer to the leader of a jama’a.
(Plural: imami)

Isfret: Chaos, disorder, imbalance.

Jabarut: Divine omnipotence.

Jahannum: Hell.

Jama’a: Literally “community” or “group.” A co-
vert cell of Batini scholars and, sometimes, consors
living together in a zawiya.

CHAPTER ©ONE: AHL--BATIN 11
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Kafir: Infidel.

Khanate: One of the five training schools of the
Ahl-i-Batin. Each has its own course of study and is led
by its own Murshid.

Khilwat: “Silence.” Old Batini term for an Ahl-i-
Batin mage, referring to both the silent mind speech
that the Batini prefer and to what an enemy hears
before a Subtle One strikes.

The term is commonly used today to denote a
sacred assassin of the Ahl-i-Batin (as opposed to a
scholar, an architect or the like).

Khwaja al-Akbar: The entity held by the Ahl-i-
Batin tobe adivine being, the creator of the Ahl-i-Batin,
and the revealer of the Doctrine of Unity.

Mahdi: “Guide” or “leader.” Messianic figure who
will appear at the end of the world and usher in a new
order. Possibly the Al-Insan al-Kamil (cf); may be the
mentioned leader in the Prophecy of the Phoenix.

Ma’rifa: Mystical knowledge, understanding or
power. The Batini conceptualization of Quintessence.

Mi’raj: Ascension.

Muh’rim: One who is in the ritual state of ihrim.

Mutasawwif: “One who has just begun his way
along the path.” A Batini who has just Awakened.

Mu’jiza: A “miracle” or magical Effect.

Murids: Relatively inexperienced students of the
Tariqa who may have learned the secrets of the Spheres
up to the third Rank, but no higher (i.e. Disciples).

Murshids: Those Batini who have achieved Rank
4 or higher in a Sphere and have been fully initiated
into the tariqga (i.e. Adepts).

Muwahhid: A believer in the Tenth Sphere of
Unity (tawhid) Pl: Muwahhidun

Nabi: Literally “Prophet.” A Batini mage who uses
the Sphere of Time to see and foretell future events.

Najasa: Polluting matter; foulness; corruption. Fre-
quently used to refer to the Nephandi or anything they
have tainted.

Pir: A spiritual guide or magical teacher.

Qutb: A “pole” in the sense of “Axis mundi;”; also
“saint.” One of the Masters of the Mind Sphere who
served as judges and reference points for what was,
essentially, a telepathic network of minds.

Silsila: Literally “chain.” The concept that every-
thing is interwoven and connected to the Unity and,
therefore, one. Also the Batini term for the Sphere of
Correspondence.

Tariga: The “Way” of the Ahl-i-Batin. Including
the doctrine, physical, spiritual and mystical disci-
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plines, specific techniques and Rotes of the Batini. It
can also be used to refer to the Tradition as a whole.

Tawhid: Unity.

Wahdat al-wujud: The Arabic term for the Ahl-i-
Batin’s Doctrine of Unity.

Zahir: The opposite of Batin: Obvious, blatant,
unsubtle, rude. Some Batini refer disparagingly to the

Tafténi as the Ahl-i-Zahir: the Rude Ones. Used in this
way, it has connotations both of “obnoxious” and
“pathetically undisciplined.”

Zawiya: Literally “Corner,” as in the corner of a
building or temple but commonly referring to a Batini
retreat or cloister.

Zuhd: Asceticism.

HIST®RY

S Batini history stretches far back. Some be-
=¥ lieve that the Night of Fana was not the

zg birth of the Batini, but rather a re-awaken-

el ing of sorts. The oldest and most sacred of

| the Ahl-i-Batin texts, called the Mushaf al-

8 Isra (the Great Book of Passage Through

i-Batin all have Avatars that come from an
ancient spirit called “the Entelechy.”

The Entelechy, according to the Mushaf al-Dar, was
composed of the highly evolved souls of pre-historical
mages that sought to unite and enlighten humanity in
the interest of mankind’s well-being. In the last Great
Cycle it had been the role of those spirits to guide the
dominant species to its destiny, though the Codex is
extremely vague as to what that destiny might have been.

At the end of the last Great Cycle, the old civiliza-
tion self-destructed. All life was extinguished, the oceans
of the old world evaporated, the mountains turned to
dust and the Entelechy was banished from the Tapestry
by unnamed, but presumably unspeakably powerful,
entities or natural laws.

THE NIGHT ®F FANA

In 514 BCE, thousands of eons after the Entelechy’s
banishment, the entities that banished the Entelechy
had either passed from time or forgotten its existence.
Enormous, world-shaking magic pulled, frayed and cut
the strings of the Tapestry. It was enough to prick the
Entelechy to wakefulness and call it back to a new and
raging world.

The Entelechy’s banishment ended. It returned to
the Tellurian — where the enormous and bizarre magics
i of the new world promptly ripped it apart. The spiritual
fragments of the Entelechy survived, but the Entelechy
|, asithad previously known itself was extinguished.

THE AKRASHIC/HANDURA CONFLICT
{, The Akashic Brotherhood and the Handura branch

g I, - of the Euthanatos were ripping the weave of reality with
the forces they wielded in their ongoing conflict. Their
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war had been raging for four hundred years by that
point. They were tired of the violence, but their hatred
was unyielding, and the combat was vicious. Each side
had vowed to sacrifice whatever was necessary to anni-
hilate the other. The cycle of reincarnation saw souls
and Avatars struck down only to reincarnate and return
to the fray, more furious than before, less than twenty
years later.

When the Handura chased down the Warring
Hands, they expected it to be a brief slaughter before
they turned southwest to engage with the larger but
weaker Akashic force.

It didn’t happen that way.

THe [TIYSTERI®US
CEBNIUNCTIEBN

The Warring Hands reached the Darwushim no
more than two hours before the Handura arrived on the
scene. Making the most of their time, the two hunted
factions met and conversed, even as the eccentric der-
vishes of the Darwushim whirled their way to ecstasy.

A number of Akashic Brothers, not content only to
watch the dancing, began to move in the precise mar-
tial patterns of Do, demonstrating their own mystic and
meditative techniques. The Darwushim were delighted
at the spirit of reciprocity shown by the Akashics and
fascinated by their disciplined and lethal grace.

Dervish after dervish stood and began spinning, the
hems of their white robes fanning out hypnotically like
the spinning of a prayer wheel. More Akashics rose in
turn and began demonstrating the crisp meditative
techniques of Do.

Within moments, pairs consisting of one dervish
and one Akashic Brother covered the plain as the two
sects of magical refugees began their great dance of
order and ecstasy. When observed from above, the
pattern created by the serenely spinning dervishes and
sharply controlled Akashics made a mandala of white
(the color of the dervishes’ garments) and orange (the
color of the Akashic’s garb) on a green background. It
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THeSE INVeLVED
The Warring Hands -~

" A ragtag troop of fighting men and battle-
seasoned Akashic warriors, the Warring Hands
had narrowly escaped the Handura throng that was
close behind them when they came upon the
whirling Darwushim.
The Warring Hands listened to the Khwaja al-
Akbar’s wahdat al-wujud or “Doctrine of Unity”
and then joined: physically with. the Darwushim.
~ There is no record of them after'that night.
** The Handura
~ “Early Thanatoic magi, the Handura had been
a ggntle;;ff C band of fortunetellers before the
Himalayan Wars. By the time of the Night of Fana,
they had become bloodthirsty swordsmen and
wielders of devastatipgdedth, e |
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eme|vesdivagree, (laiming to
be an extrevely-distant *— heretical,“some have . .

claimed — offshoot of the Celestial Chorus. The

#What the Darwushim were doing that night in
that vast green meadowin Afghanistan is unknown.

What is known is that they were dancing and whirl- P
ing with a frenetic intensity. They were certainly -
performing mggigc, butto what end no one is sure. 4
During theNight of Fana, the Darwushim were 1
incorporated, in all the senses of that word, into the e

Ahl-i-Batin.
The Celestial Singers. - g
Latecomers to the evening's frenzy of violence,
the Celestial Singers missed the angelic presence of N
the Khwaja al-Akbar and the actual creation of the
Ahl-i-Batin, but they played amajor role nonetheless.
The fresh battle-host of Mithraic and Zoroas-
trian Celestial Choristers had intended to crush
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the Darwushim, whom they con51dered intolerably
heretical. Much to their disappointment, the
Darwushim (as they knew them, anyway) were
nowhere to be-f¢ und heir di appofntment was

_not long-Hi ments blan-
keted thé‘", or :

The Khwa] aal- Akbarisnot the Entelechy but,
rather, the physical manifestation of its extinction
(fana) (i.e., a process appearing as an individual ).

was that precise configuration of bodies, magic and
souls that summoned the Khwaja al-Akbar.

KHWAJIA AL~AKBAR

The pair at the center of the mandala comprised two
lame men. One had lost his left arm to disease; the other
had lost his to a Handuran blade. Both somewhat off
balance, they had to improvise their respective moves,
innovating upon ancient patterns. At the culmination of
the dance, the two looked up simultaneously. A flash of
profound recognition passed between them, and they
stepped forward as though to embrace. Upon touching,
the two men fused into one Entity with aface on the front
and the back of its head. This was The-Entity-That-Is-
Neither-One-Nor-The-Other. This was the Process of
the Entelechy’s Passing Away (fana) embodied.

This was the Khwaja al-Akbar.

As the Darwushim and Warring Hands continued to
dance the mandala around the Conjoined Entity —
seemingly unable to stop— the voice of the Unity, called
Metatron by University of Light Kabbalists and called
the Khwaja al-Akbar by the rest of the Batini, spoke to
the assembled mages on the wide green expanse of grass
and wildflowers. Both faces of the entity spoke, and
stationary mages listening to one message were unable to
hear the other, while mages in motion around the
Khwaja al-Akbar heard bits of both speeches, and by that

pastiche were they led to a higher awareness.

14 Leasr PATHS AHLHI“BATIN & TAFTANI

R TR i ¢

u'f-L 'N‘” 9 .-,'}- '.r,wu
i w . fxr

S

z g P 9] !
L S A ,‘ 3 %3? g
T f* .

,sgl!!“z;q

Once the Khwaja al-Akbar had spoken, space itself
broke down. The land became like thick dough and the
pairs of dancing mages stepped into each other. For a
moment, the Khwaja al-Akbar existed on the field dozens
of times over. All space was Unified. All minds were one.

And then the moment of fana had passed.

Where two had become one, one became two once
more. However, the two who stepped away from the
conjunction were not the same two who had joined.
There were no Akashic Brothers and no Darwushim.
The individuals standing on that field were holistic
segments of the Unity they had been at the moments
their minds fused. Their Avatars, too, had been touched,
as shards of the Entelechy lodged in their souls at the
moment of its passing away.

Those who remained were nameless (although they
could remember being called by countless names), home-
less (though they had memories of living in China, India,
Persia and places even farther away) and without fear.

The unnamed formed a circle and stood there
knowing each other and feeling the space that sur-
rounded them.

When the Celestial singers appeared on the west-
ern horizon and the Handura barbarians appeared on
the eastern horizon, the circle broke and the unnamed
began dancing inward, until the circle formed a spiral.
As each dancer reached the center of the spiral, he
disappeared.

The two descending hordes began raining magics
down on the dancers, but their Effects were wildly off.
The Choristers’ magics hit the Handura and vice versa.
Eachsside was certain that the other was their prey’s ally,
and the magical battle erupted.

The last dancer reached the spiral’s center and
blinked out the moment the two hordes clashed in the
center of the green field.

The Handura outnumbered their opponents al-
most two to one, but the Celestial Singers were more
powerful magi by far and they were fresh to battle while
the Handura had been fighting hard for weeks. The
Singers summoned angels of fire and wrath to fight at
their side, and the numbers grew closer to even.

The Handura manipulated the coincidences of the
battle to devastating effect and laid curses on the
Singers (and their Celestial allies) that took genera-
tions to run their course, and in the process cursed the
valley itself, but in the end neither their magics nor
their blades were enough to win them that battle. The
Singers annihilated the Handura (and further devas-
tated the valley) with blinding light and gouts of holy
fire from above.
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I am the Khwaja al-Akbdr;. the Oracle of the Place Celestines were above the Oracles, andabove the Celestines
Which is One, and My journeys among the world of men,  weré the Presénces, which are the Shadows of the Pure
sonewly begun, are ended, and I am returned to myself. ~ Ones. And af the Summit there is The Unity.

] bring to you, who have no more community of your own Thus it was and shall ever be.

the wahdat al-wujud. V Heed me, for I am knowledge and ignorance.
[ was sent forth from the Power, and ] have come 1 am war, but so too am I peace.

to those who reflect upon me, and I have been found ’ I am chaosand I am

among those who seek a
Look upon me, you

take me to your souls

sight, nor, inany plac
For I am the Firsta

One and the Sco

word whose '
I am th
utterance I

in your souls.
| Be wary!
* Through His pnm d Is are loosed
3‘ Qaf into the shape of Enlighte
knowledge of the Unnametth of thegEnlightened to channel this

e pat _x of Asceénsion, writing The
the mountain rose, and as the ; Sshe face of the World, before
more thinly populated. The mysacs and phllosophers were the mountain I tS@lf is threatened.

above the masses, and the magi were above the mystics and Thus it is and ever must be.

philosophers, and the Oracles were above the magi, and the

unknowing masses spanned the

Those who had walked to the spiral’s center, how-  fabric of life in all the places they went. Their self-
ever, had ceased to be involved with that conflict. discipline, etiquette and subtlety granted them access

Those Who Went Inward resurfaced first in Persia,  to courts as viziers, astrologers, prophets and diplomats.
but over the space of a decade, settled in six schools, 100 CE: Attempting to increase his understanding
called khanates. The Interior Ones (Ahl-i-Batin in Ara-  of the Qlippothic Spheres, the great Ahl-i-Batin scholar
bic) soon insinuated themselves smoothly into the
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- 610 CE: Islam out of him. This collection of knowledge he called
._ ( The B - ith poliical I “Recitations,” the Arabic word for which is qur’an.
3 1~ ¢ Dannis greatest success with political contro The Qutbs fed Muhammad ibn Abdallah informa-
: in the Middle East (and some say greatest failure as
#  well) was the establishment of Islam. For over a thou-  ©1O™ for the next twenty years, gnd he became l.<nown as
sand yearssince the Night of Fana, the Batini worked to ipoet and a ;;r%phet.bThehKahln Of}tlh‘? Taftanl tho?g}}:t
»  bringorder, culture and science to the nomadic Bedouin € wasone do thetrs, u(; the monﬁt eistic nature of the
s peoples of Arabia, but without a solid central ideal for ™an 8 WOrds convinced them ot .erwxse. ’ .
‘W # the Arabs to rally around, factionalism eclipsed reason The essence Of Muhammad ¥bn Abdallah § recita-
% . and ignorance prevailed. tions was the necessity of surrendering to the Unity for the
\ g & As the Batini tell it, they built the foundation of &r€atet good of all. The new religion that came from these
f' Islam themselves. Whed’ler the religion really owes its recitations was called Submission (or Islam, in Arabic),
L~ birth to the Ahl-i-Batin, or whether it was inspired by and one who had surrendere§ was called a Muslzm.
¢ something else, remains a spate of conjecture. Ironi- The Q.gtbs.wer:: not entirely pleased with the results
{| » cally, the Batini who follow the tenets of Islam find no of their “VlsltaFlon. Ibn Abdallah h?d filtered Wh?t they
s °  contradiction between inspiration via their heritage had shown h‘m. through a distorting lens of his own
“fl  and the supposed divine mandate of the religion. The €Xperience and 1ncorporat§d concepts fro'm other’reh—
r " storyaccording to the Batini goes something like this.... 8ions like Judaism and Chrlstlamty into his recitations.
; A man was born in the Arabian city of Yatribin 575 Overall, though, the Qutbs found it workal?le. o
X who was to become the most powerful agent inallofthe ~ Even aft.er. Muhammad ‘began spreading hl_s reli-
¥ , Ahli-Batin’s history. His name was Muhammad ibn 8100 Ofsubmlsmog to Fhe Unity throughogt Arabxa,Athe
[ Abdallah and he was the scion of a minor trade family. des.ert nomadsl (inspired by Fh? panthelst}c Taftani)
| ,~  In610, one of the Qutbs of the Paradise Garden took remsged accepting th‘? new rellglop, except in the most
- A notice of Muhammad's remarkable charisma and depth nominal ways when it served their own purposes.
THRY
l
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(and murshid), Ishaq al-Jannani, deals with the Nif ur
‘en Daah, the Eaters of the Weak—later called the
Nephandi—and turns barabbi. He changes his name to
Ishaq al-Iblis and over the next decade becomes the
first Devil King. (For more information on'the Devil
Kings and the Devil King age, see Infernalism: The
Path of Screams, pp. 23, 96.) Iblisi targets his old
Tradition for corruption and death. The khanate he
leads, called the Qasis of Eternal Bliss, becomes a literal
jahannum (or Hell on Earth) as the initiates and murids
either enter the Cauls or get raped, tortured, skinned
and ritually sacrificed. In response, the Ahl-i-Batin
become avowed (and aggressive) enemies of the
Nephandi and their infernal ilk.

109 CE: As a means of preventing the fall of any
other khanates, the Ahl-i-Batin create the position of
Qutb to connect the minds of the murids and carefully
monitor them for corruption. The Qutb has little other
power, but in time the number of Qutbs grows and their
power does as well.

154 CE: The first Ahl-i-Batin assassins are trained
as weapons against the Nephandi.

307 CE: A murshid visiting Cairo acquires an
ancient papyrus manuscript on certain transformative
arts of the Black Land of Khem (i.e., Egypt). Taking the
manuscript back to Samarkand, the Batini introduces
the study of the arts of al-Khem (which come to be
known in the fullness of time as alchemy.)

of feeling. Expecting to see an Awakened (or Awaken-
ing) Avatar, the Qutb, Wali al-Din, looked deep into
ibn Abdallah’s being. There was no strong Avatar there
to Awaken, but the man had a grand destiny.

Al-Din spoke with the other Qutbs, and a decision
was made: This man would be the Ahl-i-Batin’s agent
for bringing Unity to the world.

The combined minds of the Batini Qutbs entered
ibn Abdallah’s consciousness saying, “Recite!”

Ibn Abdallah looked around, and seeing no one
became afraid, and he said, “] am unable to recite.”

The collected Qutbs filled ibn Abdallah’s mind
with images, knowledge and a deep understanding of
the Unity and again said, “Recite!”

Again ibn Abdalla said, “I am unable to recite!”

Again the Qutbs flooded the man’s mind with all
that they could of the Unity and its necessary place in
the world, and then they said, “Recite!

Ibn Abdallah was reeling from the pressure that
had built up in his brain. Any more information and he
feared his head would explode. To save himself from
another surge of information he said, “What shall I
recite?”

And the Qutbs said, “Recite all that we have

shown you.”

And he did. Page after page of metaphysics, taboos,
praise for the Unity and warnings about djinn poured
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The Ahl-i-Batin, therefore, instituted a campaign
of mentally “nudging” the Bedouin’s tribal Paganism
toward extinction. In relatively short order (less'than
two hundred years), the old religions had collapsed and
in their absence Islam poured in to fill the void.

For nearly seven hundred years, the Qutbs steer
Arabic culture with the rudder of Islam, bringing a
golden age to the Middle East. The time before Islam
comes be to known asal-Jahiliya, “the age of ignorance.”

622 CE: Based on their personal experiences in the
fight against the Devil Kings, Abbah Rabbiniath and
Frater Decimus of the University of Light write the
Sebil-el-Mafouh Whash, the first in-depth examination
of the Ahl-i-Najasa (“The Filthy Ones” or Nephandi)
and the manual on how to combat infernalists. They
catalogue the frequently unpleasant techniques in-
volved in combating Nephandi and provide information
that proves useful and important in the fight against
infernalism for centuries to come. It is later translated
into Latin and called the Malleus Nephandorum.

631 CE: The Ahl-i-Batin enlist the help of the
flamboyant Taftani as well as the armies assembled by the
“orophet” Muhammad ibn Abdallah to destroy Al-Malek
Al-Majun Ibn Iblis, last of the Devil Kings. The battle
takes weeks, vast expanses of desert are blasted to smooth
glass, but the oldest of the infernal cities (and fallen

khanate), the Qasis of Eternal Bliss, is destroyed utterly.
1258 CE: Mongols invade and sack Baghdad. The
5 Batini scholar Baha al-Din Zuhayr tries to at least
mitigate the barbarians’ destructive rampage, but his
approach is too subtle. He is gutted and hung up for the
scavenger birds. The Mongol invasion marks the end of
the Arabic Golden Age.

1455 CE: Within a single year, the Falcons of
Gabriel, a division of the Cabal of Pure Thought,
backed by the innovations of the Artificers, attack two
of the Ahl-i-Batin’s more powerful Crays.

In the Persian court of Artaxerxes, where the Batini
are very much in favor as vigiers, scholars and civil
engineers, the Falcons force Sleepers and Awakened
alike to confess their sins and convert to Christianity —
and then murder them. The Gabrielites subsequently
burn the exquisitely ornate palace and grind to dust a
great deal of the art and statuary, claiming the nude
sculptures “were offensive to the eyes of God.”

Pressing their attack, the rampaging Gabrielites
enter the Canyon of Qu-Dali with a similar agenda.
The Batini of Qu-Dali are not predominantly scholars,
however, but assassins. The Falcons of Gabriel are
decimated without ever seeing their enemy.
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1466 CE: The Ahl-i-Batin become a founding
faction of the Council of the Nine Traditions, taking
the seat of Correspondence. A long period of slow
diplomacy and levering ensues, as the Batini try to
spread Unity through the council while retaining their
close ties to their homeland and faith.

1819 CE: The Technocracy becomes aware of vast
reserves of Quintessence in the Middle East and moves in
to take possession of the natural Horizon Realm, Jebel Qaf.
The Ahl-i-Batin, harkening back to the Doctrine of
Unity, do everything in their power to keep the Technoc-
racy away, including unleashing some Correspondence
Effects that seriously warp space throughout Arabia and
sever connections to several Horizon Realms. Both sides
lose as Jebel Qaf is cut off from the world.

Kabbalists from the University of Light vow to send
angels to seek the Great Mountain, but nothing further
is heard.

1890-1914 CE: The Great War — The Techno-
cratic Crackdown. Finally, vowing to return to guide
their Tradition again at some point in the future, the
remaining Qutbs discontinue their network of minds,
leaving the Batini completely without leadership.

Pavi

Taking advantage of the confusion among the
stunned Ahl-i-Batin, the Technocracy wipes out zawiya
after zawiya. Only a tremendous last-ditch campaign of
misdirection tactics prevents the New World Order from
discerning the location of the khanates. Whenever Tech-
nocratic enforcers get too close to the khanates, the
Subtle Ones lure them into incredibly complex webs of
intrigue that subtly point the Technocracy in the direc-
tion of the nearest Taftani. The toll on the Taftini is
enormous, but the khanates remain uncompromised.

1904 CE: Influx of Technocrats into the Middle East
devastates local Traditions and Crafts. The Paradigm
remains flexible in some places, but ossifies in most
others, particularly around cities. The Ahl-i-Batin fare
notably better than the more blatant Weavers, but the
Batini can no longer meddle in politics as blatantly as
they once did, reducing their influence even more.

1910 CE: Henry Ford brings thousands of Arabs
from several Middle East countries to Detroit to work in
his automobile plants. Many Batini, wanting to “go
underground,” use this as their route to America, ironi-
cally escaping much of the Technocracy’s pogrom in
the Middle East.

1932 CE: The Break. Under extreme duress from
the collapse of the Qutbs and feeling abandoned by the
other eight Traditions, the Ahl-i-Batin cut their ties
with the Council of Nine altogether, vowing to protect
their homelands single-handedly.
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1963 CE: A popular Islamic mystic living in Iran is
arrested by the Technocracy. Instead of being neutral-
ized or converted, the Ayatollah Khomenei is banished
to Turkey where he loudly continues to challenge the
Technocracy’s authority.

1979 CE: The Reprieve. Technocratic influence in
theMiddle Easthitsawallin 1979 when Islamic hardliners
in Iran oust its puppet dictator, the Shah, in January. At
the urging of the murshid of the Paradise Garden, the
Ayatollah Khomenei returns from exile February first
and assumes control of the country ten days later. Tech-
nocratic agents are purged from the country.

March to July, 1979 CE: A number of old Batini,
including a handful of the Qutbs who escaped the
Technocracy’s assassination campaign almost half a
century earlier, step out of Ghayba (Occultation) and
resume orchestrating the Ahl-i-Batin’s affairs.

In a bid to preserve the “Technocracy-free Zone,” the
Batini approach a handful of known Taftini wizards at the
prompting of the Qutbs and forge a temporary alliance. So
long as the Weavers stay away from major population
centers, they are granted free reign throughout Iran.

October, 1979 CE: The training of new Qutbs
begins in Isfahan. Three Adepts of Mind begin rigorous
study of the magical, moral, doctrinal and strategic
skills necessary to guide their ailing Tradition.

November, 1979 CE: 63 hostages are taken from
the American embassy in Tehran to protest Techno-
cratic hegemony. The media spin it so that it looks like
simple political terrorism.

Five months later, the alliance with the Weavers
pays off. Technocratic forces are routed in an incursion
attempt as they discover that the Technocratic para-
digm has ceased to hold sway. Paradox in the Iranian
desert knocks Technocracy helicopters out of the sky.

June, 1980 CE: The Paradise Garden in Isfahan
assigns an assassin to the Shah of Iran to avenge the
long-murdered Qutbs. A month later, the Shah is dead.

March, 1985 CE: Fatimah Abdari, the first new
Qutb to complete training in over fifty years, assumes
her role as one of the “saints” of the Ahl-i-Batin.

July, 1989 CE: The Ayatollah Khomenei dies.
Avyatollah Mohammed Ali Khomenei, another staunch
foe of the Technocracy, is given the nod by the Paradise
Garden and becomes the mystical leader of Iran.

May 1997 CE: With no Technocratic influence

GEEBPEBLITICS

The educational institutions of the Ahl-1-Batin are
still based largely in the Middle East at the five khanates.
Beyond that, the Subtle Ones cannot be said to be
anywhere (or not be anywhere) in particular. In recent
years, however, the Batini have spread throughout the
world. Jana'a can be found on six of the seven conti-
nents (Antarctica holds only minimal appeal for them),
and are well established in such diverse places as Tur-
key, Germany (thanks to the Turks), Spain, Greece,
America (notably in Michigan around Detroit and in
New Mexico), Brazil (in the south of the country),
Morocco (especially Marrakesh) and Australia.

Batini can fit in anywhere. On the whole, they are
accomplished linguists, cultural mimics and masters of
etiquette (Mind magic helps a lot with that). The subtle
ones didn’t gamer their reputation by standing out!
Anyone who trains for even a brief period with the
Batini probably learns at least a few different smatter-
ings of language and cultural idiosyncrasies; the Batini
magic of Occultation (see further in this chapter) only
enhances this trend. While more established Tradi-
tions may have alaissez-faire attitude about such training,
the Batini recognize the need to make sure that their
apprentices can survive anywhere without drawing
attention — so, unless you can, you're not a Batini.

The Ahl-i-Batin remain involved in the politics of
their homelands, of course. Chances are, for any given
politico at the local level of Saudi Arabia, Libya,
Turkey, Qatar — just about any country there — a
Batini network has some level of influence, and its
agents report back to an Ahl-i-Batin somewhere. In-
deed, some Batini make a hobby of seeing how far they
can stretch their networks; it’s not unusual for a Batini
to hold some influence with the authorities of a locality
hundreds of miles away. This only holds true among
those who haven’t yet become so Occulted as to pre-
vent the actual exercise of influence, of course.

Once away from the Middle East, matters become a
bit more complicated. Subtle Ones have cropped up
across some parts of the US, various South American
nations, much of Africaand the Far East. Actual chantries,
fortifications or flophouses remain rare outside the Middle
East; they draw too much attention and, often, there
aren’t enough Batini to make them worthwhile. Still,

rumor holds that the Akashic Brotherhood shelters Ahl-

i-Batin who come through Osaka, Japan, and for some
reason most Batini traveling through the United States
pass through New Mexico at some point.

' whatsoever, the Iranian people elect Mohammed
" Khatami, a Technocratic sympathizer, to the position of
' President of Iran. While the real power still lies with the
Ayatollah, the Ahl-i-Batin prepare to become subtle
j}  oncemore if and when the Technocracy resume power.
k3
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| The Doctrine of Unity pushes the abt

toward monotheism, which they consider

| a pure belief compared to the hodgepodge

of polytheistic or theosophic constructs.

“After all,” opined one Batini philoso-

N pher, “a man who serves many masters
4 cannot answer to all of them at once.”

Batini theories on the beginning of existence some-
times bog down into debate over hair-splitting — none
too surprising where theology’s involved. As the Batini
often claim credit for the foundation of Islam, their
standing as practitioners of said religion seems a bit
quitky: How can you serve a religion that you created
whole cloth? For their part many Batini argue that they
merely gave the inspiration; Allah was always there,
simply waiting for the conduit to bring His will to light.

Batini creation philosophy thus combines their
mystical underpinnings with their religion. Allah is the
true form of Unity. As all of the cosmos is part of His
design, the whole of reality and consciousness is united
as an extension of His form.

Of course, not all Batini are strictly religious, and
even those who devoutly hold to the vision of Allah as
the central Unity of the Tellurian still admit plenty of
room for metaphor. Unlike the Celestial Chorus, where
tiny dogmatic details become the crux of heated debate
and even internecine strife, the Batini embrace diver-
sity in the cause of Unity. Very few Batini have narrow
orreactionary convictions; instead, Batini see the ques-
tions of faith — did creation literally occur in days, or
is that metaphor? Do spirits have a role under heaven,
orare they manifestations of the adversary? —asriddles
and puzzles to explore. In doing so they do not cling to
the notion that one theory must be “right,” but rather
that the exercise of exploration is, itself, a profound and
holy act. Because of this, Batini easily agree to disagree
in matters of profundity, since they do not become wed
to any single vision as a dogmatic truth.

Naturally, the Batini have many conflicting views
on the “truth” of creation. Most Batini agree that the
Tellurian formed at the will of Allah, the Unity of the
Tapestry. Indeed, the power to change the Tapestry
through will serves as further proof of humanity’s close-
ness to Allah. However, no Batini has yet found the
magic that will scry past the barriers of ages. When was
the universe created? Why? Were humans a pinnacle of
creation or an afterthought? Did Patterns arise from
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human inspection of the Tellurian, or did they always
exist independent of the human mind? These ques-
tions, to the Batini, have no concrete answers.

[TIATERIALISITT—
@R LACK THEREDF

Wanderers, beggars and ascetics, the Ahl-i-Batin
have no great love of possessions. The Tariga — the
Batini way — advocates astrict code of self-mastery, self-
reliance and rigorous mental and physical training.
Anything that detracts from that is considered at least
decadent and probably dangerous. At its most extreme,
Batini asceticism eschews ownership of anything except
for the clothes the mage is wearing; all else is frivolity.

An unmoving dervish will not experience ecstasy
while one who whirls will attain great understanding;
likewise, a Subtle One who gets weighed down by
physical possessions becomes inflexible and weak, while
one who owns little remains capable of moving in
whichever way life demands of her. One with nothing
has the potential to have everything while possessions
breed inflexibility and weakness.

A life of zuhd, or extreme asceticism, is the best
possible preparation for those Batini who undergo the
Ritual of Occultation. Occultation is like the most
extreme asceticism possible taken to a whole new order
of magnitude.

HEALTH AND W/ ELLNESS

The Ahl-i-Batin, particularly those from the Ikhwan
at-Tawhid, follow a strict path of strenuous physical
training. They are instructed to remain attentive to
subtle changes or signs of illness in their bodies, and to
deal with any form of weakness or infirmity before it
becomes problematic. Those using the Life Sphere are
especially adept at this and maintain their bodies at the
level of an Olympic athlete through extensive training
and subtle Life Effects.

Likewise, the Subtle Ones adhere to a rigorous and
uncompromising program of mental training that in-
cludes thought exercises, didactic riddles and psychic
defense skills. Also included in this training is a strict
program of emotional hygiene that gives the Batini
necessary skills for warding off unhealthy thoughts,
feelings or impulses.

Part of the reason for the intense training in both
areas is that the Batini don’t acknowledge a distinction
between mind and body. To the Ahl-i-Batin, the self is
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a singular entity with many intimately connected fac- eve
ets. Pretending that “mind,” “body” and “soul” are spr
discrete phenomena leads to a muddy understanding of ult
the self and limits its potential. co

Overall, the Batini approach to health is extremely Ba
effective at preventing physical, mental or emotional imbal- col
ance. Notonlydotheyeasilyavoid the illnessand imbalance grc
that come with weakness and lack of clarity, but also they me
cultivate a very high level of health that allows them to als
function well beyond the levels attainable by the untrained. As

In particular, the Batini combine a constant series of an
exercise with magical insight. Batini often indulge in sta
travel, labor and craftsmanship without any helpful tools Vi
or vehicles, both as a form of asceticism and as exercise. Ba
The Batini focus on riddles, labyrinths and puzzles keeps tio
their minds keen. This isn’t so much a deliberate “exer- ca
cise for the sake of exercise” as it is a by-product of what cu
isessentially astrengthening lifestyle. Many Batini would ree
consider exercise machines and repetitive aerobic pro- Ba
grams rather absurd—better to do something that serves tic
a practical use in addition to strengthening the body. m

ASCENSI®N

Despite Batini philosophies on unity, occultation and

the connection of all things, Ascension remainsalofty and ;
intangible goal. During their heyday the Batini admitted
to the Council that they really had no more practical
experience with the Ascension process than any other
group — that is, while Ascension remains a spoken goal,
nobody’s ever met an Ascended being or seen the actual
process. Of course, for the Batini, this means little: Given
Batini skills in occultation, it’s quite possible that those
who Ascend only step from the ranks of those who're
totally removed from any connection with history!

UNITY

So what is the Batini view of Ascension? In a word,
their much-vaunted Unity. The Batini see the Ascen-
sion process as a means of coming in touch with the
whole of the Tellurian; in fact, a properly Ascended
being is, to the Batini, no different than the Tellurian
itself. Naturally this philosophy has elements in com-
mon with the Akashic Brotherhood’s view of reality as
illusion and with the Celestial Chorus’ search for divin-
ity. The rites of occultation firmly ground this Unity; in
effect, the Tellurian itself “forgets” that there’s any
difference between the Batini and itself.

To the end of Ascension through Unity, the Batini
help to bring connections between people, places and
most importantly ideas. [t was a Batini web of influence
that brought the fledgling Traditions grudgingly to-
gether in the early Renaissance. The Batini hope that
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eventually people can be taught to realize that all things
spring from the same place and that differences are
ultimately arbitrary. Naturally, such insights do not
come easily or quickly. For this reason among others the
Batini keep a closeted Tradition. While this may seem
contradictory at first — why have a secretive, hidden
group when one espouses that differences and disagree-
ments are just misunderstanding of reality? — the Batini
alsonote that disunity leads to an opposite spectrum from
Ascension. Those who aren’t ready to embrace Unity
and diversity must be carefully guided to new under-
standings lest too much disharmony lead to argument,
violence and even greater disunity. To this end, the
Batini plant their subtle seeds among many organiza-
tions, regardless of goals or lines. Politicians find common
cause with academic or religious interests; arts cross
cultural and economic barriers; different specialized ca-
reers work together toform a larger finished product. The
Batini encourage and foster such cross-pollinating rela-
tionships, which also happens to be good practice for
making allies that advance Batini agendas.

TRADITI®NS

OTHER £

On a personal level, Batini learn to see through
artificial divisions and to foster compromise and new
ways of looking at things. Diplomacy plays part and
parcel in this training, but many Batini aren’t above
stooping to a little blackmail. This can be as overr as a
sit-down set of talks between two disagreeing parties or
as subtle as leaving hidden cues (perhaps with some
judicious Mind magic) to encourage people to think in
new directions about their adversaries,

Once the world’s no longer tighting against itself —
once allelements of the Tellurian realize their essential
Unity — the Batini will have completed their work.

(Noteworthy is the fact that, despite Batini ideas of
unification, they're just as human as anyone else. Batini
can and do become offended or incensed at a wide
variety of stimuli. Some Batini hate the Technocracy;
others are bitter about the Traditions; some have politi-
cal or religious agendas. Hobbies and personal history
don’t prohibit a Batini from having likes and dislikes.
The important goal is the larger view of Unity. Once
endemic problems like injustice, inequity and warfare
are solved, then there’s room to tackle the smaller bits.)
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And now is our time for vengeance, and there is no
enemy more dangerous than the one you cannot see.
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ORGANIZATION

The Subtle Ones are staunch advocates of formal
organization. Without organization there can be no
acknowledgement of the Unity.

During training, young Ahl-i-Batin initiates learn
the tarika at the Tradition’s five khanates. Once an
initiate or mutasawwif masters the tarika, he undergoes
whatever initiation is appropriate for his khanate and is
thereafter considered a murid, a fully acknowledged
member of his Tradition.

Once a murid learns the more esoteric elements of
the Batini worldview, including the more complex
issues in the study of space and how it can be shaped
subjectively, he is given formal testing by the Qutbs.
During his initiation, a murshid must demonstrate his
deep understanding of sacred geometry, higher math-
ematics and the relationship of those two subjects to
the Unity.

Murshids are extremely rare in the modern world;
many were assassinated by the Technocracy in the early
part of the 20th century. The majority of those who
survived the purge underwent the Ritual of Occulta-
tion and became un-findable, even by the
Correspondence Masters of their own Tradition.

In last two decades, some of the old Murshids have
made appearances at the khanates again, and a number
of murids proved their knowledge of Batini doctrine
and became murshids themselves.

Once initiates pass their initiation they leave the
khanates, until they believe they are ready for their
initiation to Murshid status.

After leaving the khanates, the Ahl-i-Batin gather
in lodges called zawiyas. A zawiya typically houses three
to eight Batini leading somewhat monastic lives of
discipline and scholarship. The group of Batini living in
a zawiya is called a jama’a or “community.” Sometimes
ajama’a will be made up of a number consors as well as
mages in which case the jama’a may consist of up to ten
individuals. The head of the jama’a, called the imam, is
whichever mage is the most knowledgeable in Ahl-i-
Batin doctrine.

A jama'a typically does not pursue the business of
the Ahl-i-Batin Tradition as a whole unless directed to
do so by a Qutb. The relationship between one jama’a
and another is very like the relationship between two
cells of undercover agents, which is tosay, there isnone.
Qutside of the khanates, Batini are not supposed to
know each other. This has two effects: it strengthens
the bond between the members of a particular jama’a,
and protects Batini secrecy. Unfortunately, when there
are no Qutbs to act as moral compasses for the Batini,

this same degree of secrecy makes a jama'a easy prey for
Nephandic infiltrators.

Since the return of the Qutbs, no fewer than three
Batini jama’a were discovered to have been completely
subverted by barabbi. Once the Qutbs ascertained the facts
of the situation, khilwati were sent in to address the problem.

The structure of the zawiya itself is typically built in
strict accordance with the principles of sacred geometry
and features adome, high ceilings and various repeating
architectural motifs representing the levels of the slopes
of Jebel Qaf on the way to Unity.

TUTELAGE

Two types of people are chosen to undergo initia-
tion into the Ahl-i-Batin: those whose unAwakened
Avatars were originally fragments of the Entelechy and
those whose unAwakened Avatars could be “tuned” to
that metaphysical form.

A handful of murshids within the Tradition take on
the primary role of monitoring unusually talented young
candidates over the course of many years for hints of the
right kind of Avatar. Those candidates who are bright,
driven and show a deep interest in metaphysics, math-
ematics, architecture, chemistry and similar disciplines
are discreetly tested for subtlety, stability and insight. If
the candidate meets these requirements and the murshid
is satisfied that a potential candidate is a low security
risk and more than eighty percent likely to agree to an
offer to join the Ahl-i-Batin, he sends a murid to make
the initial contact.

The murid is typically around the candidate’s age, if
possible. The murid befriends the candidate (with the
assistance of Mind magic if necessary), and after a num-
ber of friendly meetings, takes him to a sanctum
maintained for just such a purpose and show him some
small act of magic. The murid immediately extends the
candidate an offer to study at one of the five khanates and
become a part of the Ahl-i-Batin. The mage closely
monitors the candidate’s response with Mind magic. If
there is any problem (though after this much pre-screen-
ing, there rarely is), or if the candidate declines the offer,
the mage will erase all memory of the murid, implant
some suggestions in the candidate’s mind (“I wish I could
do magic” and “I wish I could read minds” are common
ones), and sends the candidate home. Typically, the
murid makes another attempt in a few months, after the
suggestions have had time to propetly germinate.

If the candidate agrees, the murid places some
mental blocks in the candidate’s mind to keep him from
discussing his experience with others and gives the
candidate time to wrap up his worldly affairs before
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traveling with the murid to whichever khanate the
candidate shows the most interest in.

It sometimes comes to pass that individuals Awaken
on their own with strong Entelechy-type Avatars. Almost
invariably the young mage’s Avatar will engineer circum-
stances such that he finds his way to one of the khanates on
his own (Unity-attuned Avatars, after all, have a very
strong connection to other Unity-attuned Avatars).

The first stage of training, lasting about a year,
introduces the initiate to the basic concepts of Batini
life, and incorporates his indoctrination into the tariga,
the Batini way of doing things. Initiates learn the
Doctrine of Unity and a myriad of non-magical persua-
sion and stealth techniques. Over the first year, the
mutasawwif also becomes acquainted with the ascetic
nature of Batini life. The techniques of self-mastery are
not easy; Westerners, in particular, are so steeped in
their culture of comfort and decadence that whd ini-
tially feels to them more like a punitive gesture than a

path to freedom and enlightenment.

Once the mutasawwif has made it through the first
year, she is no longer considered an initiate, but a
murid, and she begins learning the Principles of Unity
that grant understanding into the Sphere of Correspon-
dence. Depending on which khanate she is studying at,
she will also focus on one or two other Spheres as well,
in addition to her particular khanate’s required physical
and mental training.

INTERNAL PoLITICS

The Ahl-i-Batin drive toward self-mastery keeps
politics to an absolute minimum. Unlike certain other
Traditions where ego and grandstanding are the norm,
there is no room in the Batini's world for that sort of
melodramatic behavior.

Intra-Tradition conflict within the Ahl-i-Batin is
handled through cold, well-reasoned discourse. Batini
conflict-resolution combines the skilled legal wran-
gling of an attorney, the intimidating interpersonal
insight of a psychological warfare expert and the icy
self-control of a hit man.

At the top of the Batini hierarchy are the Qutbs,
the spiritual, legal and mystical leaders of the Tradition.

Below the Qutbs are the Murshids, those Batini
who have been indoctrinated into the deeper secrets of
the Doctrine of Unity (and who, in game terms, have
attained the fourth Rank in a Sphere).

Below the Murshids are the Murids. The zawiyh are
made up of a number of murids led by an imam. Below
the Murids are the mutasawaifs, or initiates, with an

Arete no higher than one.
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ISN'T THAT BRAINNY ASHING ?

The Subtle Ones use an array of persuasion and
indoctrination techniques on candidates and ini-
tiates that are at least somewhat augmented with
Mind magic. To an outside observer, it may appear
that the Batini are brainwashing their new recruits.
This is not the case.

Free will is an inherent part of the Batini
concept of a healthy and self-reliant individual,
and they avoid direct “brainwashing” techniques
(on their own ‘members, anyway) in-all but the
most extreme c1rcumstances

That- satd “the Ahl-i- Batin are. keenly aware
that certain parts of the training process are simply
more-difficult than others and may require more
finesse to help the mutasawwif through the transi-
tion from unfocused, confused and harriedneophyte
to highly disciplined Ahl-i-Batin mage. During

_ these critical periods, the presiding murid will take
the liberty of mitigating the initiate’s more angry,
resentful or depressive feelings and enhancing feel-
ings of accomplishment and camaraderie. Murids
do this only during the first year of training, how-
ever, because after that -time, the initiate’s
understanding of Mind magic and mental defense
is sufficiently ‘advanced that he can sense, and
possibly prevent, the murid’s tampering.

The difference between brainwashing and the
Batini approach to facilitating enlightenment is one
of several orders of magnitude. The former is more
like administering a shot of heroin to quiet a whiny
patient whereas the latter is more akin to adminis-
tering an aspirin for an athlete’s sore muscles.

While the Batini may evince a certain Ma-
chiavellian edge from time to time, they are not a
cult, and they have no intention of undermining
the moral integrity of their own Tradition with
cheap brainwashing techniques.

The downsside to the highly orderly (some say cold)
nature of Ahl-i-Batin culture, however, is that there is
not a great deal of innovation within its ranks because
the control of the Qutbs is largely absolute. Disagreeing
with a Qutb, while allowed, is considered somewhat
scandalous, and not something anyone below murshid
level will want to do unless he has some sort of signifi-
cant advantage.
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BATINI JUSTICE

Justice among the Batini is given a great deal of
importance — the concept of justice, the fair and
impartial judgment of all sides of a conflict, is para-
mount in the pursuit of Unity. The Qutbs must memorize
by heart centuries of Ahl-i-Batin doctrine, jurispru-
dence and commentary on those two areas. The Qutbs
are rigorously tested for moral, ethical and judicial
fitness to their position and have a respectable history
of being wise and impartial judges.

With one exception, banishment, reinforced by
potent mental blocks, is the sternest sentence imposed
by Qutbs. Given their mastery of Mind and Correspon-
dence, they have no difficulty making sure that the
banished mage stays banished. Qutbs pass a sentence of
death by silence (assassination) on any Batini found to
have become barabbi, but three Qutbs must all confirm
that the mage in question has gone to the Cauls and
been corrupted. Simple interest in Qlippothic Spheres
or the like, while cause for concern and, probably, close
monitoring, is not a capital offense.

Conflicts between members of the Tradition are
adjudicated by a Qutb who looks into the mind of the
concerned parties, discerns who was wronged and makes
a ruling. Any sort of violent conflict resolution (like
dueling, including certamen), between mages is strictly
prohibited and punished by banishment together to an
unusually harsh setting (Montreal and New York are
popular) where they will be forced to get along or perish.

FACTI®NS

There are five schools of philosophy, or khanates,
among the Ahl-i-Batin.

There is very little factionalism among the Ahl-i-
Batin. While the five khanates all have very different
mystical and philosophical emphases, all membets of the
Tradition identify first and foremost as Ahl-i-Batin and
then only secondarily, if at all, as a student of a particular
khanate. As the Murshids teach, “The fingers are all
different, but only afool would say that they were not part
of the same hand or that the hand was not, in turn, a part
of the larger whole of the body. The thumb and the four
fingers are all integral and indispensable parts of the
hand, and competition among them can have no con-
structive outcome.” From this metaphor comes the
Batini’s term for its own structure: the Hand of Unity.

UNIVERSITY &©F LIGHT

Of the five khanates, the University of Light, in
Jerusalem, is the least paranoid, but the most insular of
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the khanates. Its dealings with the Spirit world are kept
under tight wraps, and students learn the basics of
summoning, binding, warding and assorted Spirit deal-
ings in extremely heavily warded rooms in sub-basements
of the khanate’s building.

The large estate legally changes hands from one
Subtle individual to another every ten to twenty years
to keep up appearances, but it has been carrying out the
task of training the Ahl-i-Batin’s Kabbalists and Spiri-
tualists since shortly after the Tradition was founded.

The Murshid overseeing the University of Light is
among the oldest surviving Batini. Miriam ben-Hamida
has survived Nephandic infiltration, Technocratic po-
groms and the darkest hours of her Tradition (widely
agreed upon as being the first half of the twentieth
century), yet she remains a canny and charming woman
thought to be approaching Archmage status in the
Spirit Sphere.

Ben-Hamida watches over the training of young
Ahl-i-Batin Kabbalists very closely. She is known for
her extreme rigor, and it’s not unheard of for initiates to
leave the University of Light to study at an easier
khanate. That would be any of the other four.

The library of the University of Light is held in an
enormous underground room with no doors. It contains
some of the most rare Kabbalistic documents in exist-
ence, including several unique original texts (like the
Sefer Nitsotsoth, “the Book of Sparks”) that the murids
have arduously hand-copied for years so that the knowl-
edge might never be lost.

Ironically, more than half of the students at the
University of Light are women. While the standard rule
in Judaism holds that women should not study Kabbalah,
given that one of the most important elements of the
Sefiritic Tree is Malkuth, the female aspect of the
Unity, the Ahl-i-Batin find a certain poetic element in
training female Kabbalists. Many of the University of
Light’s female initiates were also drawn to that khanate
by the fact that its focus was less active and far less
martial than the other khanates.

Stamina is the Attribute most tested here. The
physical techniques taught at the University of Light are
infinitely more subtle than dancing or fighting, focusing
instead on careful creation and recreation of Arabic and
Hebrew calligraphy, painstaking hand-copying of old
Kabbalistic texts and the precise creation of summoning,
binding and warding circles, symbols and glyphs.

More varied are the mental techniques taught to
initiates: Persuasion techniques backed up by the Mind
Sphere; Bargaining, particularly asit isused with djinn; the
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study of appropriate Spirit etiquette for use with the more
powerful and abstract entities of the Umbra, and whole
shelves of scrolls and books on how to recognize the
different celestial, infernal and Invisible World entities.

THE SILK CARTHL

The smallest of the five khanates, the Silk Cartel is
made up largely of alchemists and conjurers.

The physical techniques taught at this khanate are
largely associated with sacred geometry. Initiates and mu-
ridsbuild labyrinths, pyramids, ziggurats (as means of evoking
the lost Jebel Qaf) and gardens. The mental techniques
taught are largely of the self-transformative variety.

Most of the approaches to magic here use out-
moded foci, which is one of the reasons it draws fewer
initiates than other khanates. The Silk Cartel lacks the
rugged appeal of the Ikhwan at-Tawhid, the glamour of
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the Paradise Garden or the erudition of the University
of Light. Much of what the Batini learn at this khanate
also borders on primitive Technocratic Procedures,
which worries some of the other murshids, who believe
the focus of this khanate needs to change significantly.

Members of the dwindling Silk Cartel place a high
emphasis on mathematics, chemistry and alchemy.
However, they see the works of labyrinths and potions
as transformative metaphors. In traversing a maze, the
postulant gains new knowledge both of the landscape
and of the workings of his mind. In creating and
purifying an elixir, the student learns of the nature of
purification in ways that can reflect upon the self.
Neither of these are particularly unique to the Batini—
certainly other alchemical practitioners follow these
routes, and the early days of the Order of Reason also
encompassed such practices. The Silk Cartel keeps
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THE KABBALISTS LIBRARY

The mysmcal knowledge of the Kabbalists comes
from old texts of Hebrew mysticism, a number of
which, oddly, originated in Spain. Though there
are hundreds if not thousands of Kabbalistic texts,
the most important are listed here.

Sefer ha-Bahir “Book of the Tree” The Sefer
ha-Bahirdescribes the Sephiroth, the “Great Lights”
of the Spheres. It is an account of the origin of the
Tradition’s arrival at the Sphere, system as well as
the basic text on Sphere magic. ©

é% Sefer ha—Gllgullm “Book of Retummg Souls

onthe Entelqﬁhy«, and complex speculation on the
nature of the re atlonshlp between mages and their
: hredding a
mwqut Hebrew
ds in the

acsW
demption ofa bsaf ;

ge s A%at%

Sefer Nitsotsoth “Book of Sparks” The

“sparks” referred to in the Sefer Nitsotsoth are the
greatest of the known extant Spirits: Incarna,
Umrood Lords and Ladies, the djinn Caliphs as well
as the more powerful and abstract Spirits contacted
by the University of ngbt murshids. The title refers
to animage from the text of humanity building a
bonfire at the base of Jebel Qaf, and the sparks from
that bonfire rising into the night skyand illuminat-
ing, just the merest bit, the slopes of the Great
Mountain and the entities that reside thereon.

Sefer Tselem “Book ‘of the. Shape of the
Unity” The Sefer Téelem is the Umversity of
Light's key text in explaining the relationship
between the Doctrine of Unity, the Correspon-
dence Point and the Sphere of Binah
(Correspondence), and one of the Batini Kabbalists’
most fundamental texts.

these studies alive and vigorous. While a Hermetic
magician might be content to duplicate a formula of
immortality, the Silk Cartel seeks out newer formulae,
changing praxes and ways to incorporate modern knowl-
edge. Similarly, a Technocratic engineer builds upon
structured, rigorous, mathematically proven measures,
but the Batini of the Silk Cartel recognize that the most
profound and difficult (and, therefore, enlightening) of
mazes are those that change in response to the indi-
vidual walking within.

With adearth of students, the Silk Cartel may need
some work to revitalize itself, or its practices might
become subsumed in other factions. Still, the few teach-
ers in the Cartel seem reluctant to change their esoteric
entry procedures — postulants must surpass some sort of
mental puzzle, a matter that usually seems like a simple
test of escaping a maze or managing to retain some grasp
of lucidity in the face of mind-altering substances, but
often these challenges become far more difficult in the
execution (sometimes even spawning episodes of Quiet
or dragging out subconscious fears of the subject).

The Silk Cartel will stand or fall based on this
generation of its students. Almost like a metaphor for
the Ahl-i-Batin as a whole, its fate rests on a crux and
can tip to renewed prominence or permanent oblivion.

THE PARADISE GARDEN

Located in Isfahan, Iran, the Paradise Garden is
one of the most intensive environments a Batini
mutasawwif is likely to experience. The primary focus of
the khanate is the re-establishment of the qutbs, the
great masters of Mind who once directed the efforts of
the Tradition, and through the Tradition, the fate and
direction of the Arabic world.

Historically, the Ahl-i-Batin of the Paradise Gar-
den were frequently viziers to powerful sultans. By
having the ear of those in power, the Batini were able
to pursue a subtle program of social engineering while
avoiding the limelight. All a Batini needed to sway the
direction of a sultanate was a few carefully chosen,
perfectly whispered words providing new guidance for
asultan, and his will would be made law. Through such
means the Subtle Ones pursued a program of “nudging”
the Arabic world towards Unity.

Once the Technocracy stripped most political power
from the hands of the Ahl-i-Batinand killed most of the
Qutbs, the Paradise Garden, used to enjoying a signifi-
cant degree of control over the Arabic world, was
unable to do anything to re-establish itself. In the face
of that situation, the new murshid of the khanate, still
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grieving over the death of the beloved Qutb Ustad diametrically opposed, most members of both group
Akhdir Jabal, established a new focus: waging an unde-  were originally brought up within the Arab culture and
tectable guerilla war on the Technocracy via subtle share some commonalities.
telepathic means. Unlike the other khanates, the Ikhwan at-Tawhid is
Initiates studying at the Paradise Garden undergo composed solely of men. This has nothing to do with
rigorous training in survival and stealth techniques any acknowledged policy, but women are simply not
including silent movement and the use of camouflage. ~drawn to the constant physical conflict and training in
The rationale behind this program is that the next the arts of assassination
generation of Qutbs won’t have the luxury of operating The Brethren of the Unified Soul pursue rigorous
from a cushy oasis, operating, instead, from a mobile and seemingly non-stop physical training in armed and
base of operations that prevents Technocratic forces unarmed combat, stealth, assassination techniques and
from responding in strength should they discern the body-control and adaptation techniques (what most

Qutb’s whereabouts. Technocrats would probably refer to as extremely ad-
The mental techniques taught at the Paradise Gar- vanced biofeedback Procedures).
den are among the most devastating known and include The training of the Brethren is not solely physical.

mental defense, misdirection, persuasionand suggestion. ~ Like the Batini of the Paradise Garden, a great deal of
Murids who have studied at the Paradise Garden possess  attention is paid to non-magical mental techniques
enough skill in psychological manipulation that in most  including Interrogation, Misdirection and Persuasion.
face to face encounters with Sleepers, they won’t even An important difference between the Paradise Gar-
need to use magic to meet their objective. If theydoneed  deners and the Brethren of the Unified Soul is that the
to use the Mind Sphere, it will be subtle indeed — just  former are primarily concerned with assassination while
enough to push the target into acquiescence. the latter are also concerned with extracting information

Magical training follows along similar lines. Mind  from their opponents. Many of their magical and non-
techniques for thought control, surreptitious interroga-  magical techniques alike focus on drawing complete and
tion and empathic manipulation are taught as backups  honest answers from their targets. Physical torture is
to the Subtle Ones’ mundane skills. Initiates also learn  anathema to the Batini, who consider it among the least
Correspondence-assisted search and reconnaissance subtle acts men commit. That does not mean, however,
techniques for locating their targets. that a Batini interrogator won’t use harsh methods, just

The ironic thing about the Paradise Garden is that  that the mage will do what he needs to do telepathically,
it really is just a few low buildings surrounded by groves  leaving the target’s body alone entirely.

of citrus trees and vast gardens of jasmine and roses. The The Brethren of the Unified Soul focus on three
serene surroundings are at odds with the militant course  tenets in their training that they are expected to under-
of study stand and embody.

KHWAN AT-TAWHD Mastery of the Self: The mutasawwif is expected to

have a deep understanding of himself, his weaknesses
and his potential by the time he reaches murid status.
Aziz Akhtar teaches that a man’s most dangerous enemy
is that part of himself that remains unknown. Therefore,
there should be no part of his mind that is secret or
unknown to him if he truly wants to walk the tariqa.
Self-Reliance: While it is possible that a man may
have friends to back him up in difficult situations, it is
always best to train with the assumption that he does
not. Friends can be killed; they can turn on you; they
can lose their nerve. Likewise, spirits can rebel or be

The Brethren of the Unified Soul are reclusive
ascetics and sacred assassins who neutralize, by what-
ever means necessary, those who undermine the
acknowledgement of the Unity.

While the lkwhan at-Tawhid is commonly said to
be based in Mecca, only their guiding Murshid, Aziz
Akhtar, spends any time there. The actual training
'+ grounds for the Initiates of the Unified Soul are some
three hundred kilometers to the east and south in the
depths of the desert. It is here, more than any other
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hiding to provide some guidance, the Tradition sta-

The Qutbs were Masters:of the Mind Sphere who

hid is kept up communication among the Ahl-i-Batin across  bilized somewhat. Even that would not have been

with vast stretches of desert. They were effectively one of the  enough to save the Subtle Ones had fate not inter-

/ not pillars supporting the Batini Tradition for centuries. vened on their behalf.

ng in Technically, the Arabic term qutb means “pole,” The overthrow of the Shah of Iran and the rule of
as in “an axis on which the Earth spins.” The word the Ayatollah Khomenei effectively ended Techno-

rous also has connotations of a perfect man orasaint. The cratic control of Iran. Taking advantage of the

and Qutbs were all of these thi situation, a number of the aging Qutbs stepped out of

and To join the ranks of the Dugk ultation @dw g‘aih@réd in Isphahan in the Para-
nost Master of the Mind Sphgre an denqto discuss the ?uture of the Tradition.
ad- anding of CorresporMce Neyv% gg ﬁaf net. bé&n trained for several
had to know the Dodiri f ec“%dgs %Q tf%‘e @thgreﬁ Bauﬁl “saints” discussed
ical. quoting it verbatim in tﬁ“@mat@%kat ﬁe@gtkf and %@s@lded to train qualxﬁed
1l of had to be considered a pa :
Jues (i.e., he had to be ’
ion plined). The
Jar- reproach. be
the the judges
hile Batini doctr
ion Batini could
on- n
and cast tognl
e s the cha
ast agreatdea W
er, stated thag gl&é"re s-agreat *kkeia«h@ &%hﬁtvheAth
ust Batin arg’ff?“@g thxsop@or&ﬁg;tyiwgmup Wbei’f ve
lly, also st §L¢d thiat there’s very ittle @mﬁ carn &*mbow it
andé , % “E‘Ideg moment, and- éle%&veL € ogamzatwnal
ree they were eaf 'mg n m Technocracy Bas@s th sughout the
er- sination of tl D ":
than the Tet
to Masters with
es
us. fain %&jeu s*&rgw noggs So that when the
ny \m&; E;ac.k lrﬁlke the flooding Nile,
e, down and killed. The st u %B : hot be lost.
or went into hiding (ma @uﬁbs donot provide the
acfigrgﬁﬁa that their forebears
1y fell apart as murids lost tl ything elge, they function more like
is lost their ability to lead. te radio § atlm,“ ugtcastmg short telepathic
es became largely autonom squlrts ’ of information to carefully chosen Batini.
y degree of order and discipline, even in the face pf ‘With the re-establishment of Tradition-wide
e wave after wave of Technocratic and Nep dic ‘communication, the Ahl-i-Batin are once more ca-
of attacks and the ensuing paranoia. That approach pable of acting in unison, putting their finely honed
e didn’t work well, but it worked well enough. Though discipline to work for a shared goal once more, and as
S, the end looked imminent by the 1960, the Tradition  the Paradise Garden turns out more Qutbs, the
did not die out, and when some wily old Batini Tradition’sreach is likely to extend even farther than
Masters, too old to fear for their lives, came out of ¢ once did.
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Adaptability: You may walk across the dunes, you
may see that the dunes are in the same place for weeks
onend, butdo not assume that they will always be in the
same place because they can change after a single strong
storm. Life is the same. People change. Goals change.
Places change. Be capable of adapting to any situation
with no brief moment of clinging to what came before.
It is by blending perfectly with those around us that we
became known as the Subtle Ones.

The Ikhwan at-Tawhid in Makkah has always
trained more than its share of assassins. The Brethren of
the Unified Soul’s rigorous emphasis on the Spheres of
Correspondence, Life and Mind, combined with that
khanate’s strict rules of self-mastery, self-reliance and
hyper-adaptability make them the ideal candidates
when an adversary is pushing too hard.

DARN/USHIIT

The Darwushim of Baghdad are little changed from
the Darwushim who were merged with the Warring
Hands on the Night of Fana. They are the most extreme
ascetics among the Ahl-i-Batin, and some think of
them as the “primitives” of the Ahl-i-Batin because
they’re less abstract in their outlook. Asceticism and
self-denial are fundamental to the Darwushim: they
wear course wool robes, generally go without shoes, and
frequently attain mystical states of consciousness
through fasting, self-inflicted pain, and spinning in
place for days on end. They still rely on whirling and
dancing to attain mystical insights, and they're the only
Batini faction with any degree of chaos about them; all
the other khanates are undeniably in love with control.
Still, even in their ecstatic states, Darwushim ecstasy is
more controlled than the most balanced moment of
many other mages’ existence.

The point of the Darwushim’s whirling is to feel a
state of frenzy or ecstasy, and then to let the orderly
mind trace that ecstatic state back to its origins in the
Unity. The fusion of the ecstatic and the rational states
of mind grants understanding far in excess of what
either alone is capable of.

The physical techniques studied by the Darwushim
in their desert khanate outside of Baghdad include
dancing, drumming and transcending (or reaching
greater awareness through) pain.

What that means, specifically to the Darwushim,
who specialize in conjunctional Correspondence and
Prime Effects, is that they are capable of watching the

mg " flow of Quintessence as it pulses through the world.
% | The trance of the Darwushim allows them to watch
: ™ the flow of the blood of the world through its veins,
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and if they extend their perceptions to the heart that
pumps that blood, then they are perceiving the Unity,
sitting serenely at the center of all. Like strange
alchemists, the Darwushim are constantly juxtapos-
ing conflicting experiences and sensations in an
attempt to see which sensation or combination of
sensations grants them the clearest understanding of,
and control over, the flow of Worldblood.

Darwushim who reach the third rank of Prime
almost always keep their bodies charged up with Quin-
tessence because to do so, from their perspective, grants
them a closer connection to the Unity.

More Darwushim have undergone the Ritual of
Occultation than any other faction. Understanding of
the Prime Sphere is key to the enchantment of the
body, and the Darwushim are very attentive to the flow
of Quintessence through the world. It is also the case
that Ghayba is an extremely difficult state to enter
without an ascetic background. Others cannot take
note of or even sense an Occulted individual, and
interacting with society is impossible. For one used to
living the life of an ascetic hermit, however, entering
Occultation isn’t much of a problem.

The chief mental disciplines studied by the
Darwushim involve reaching states of ecstasy as well as
discerning varieties of ecstasy. Any murid among the
Darwushim can discern different types of ecstatic states
like a Bedouin can tell apart different types of camels.
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There are different varieties of ecstatic experi-

in this trance can be extremely uncomfortable

ence. Through conscious cultivation, the for those Lmused to this degree of closeness,
Darwushim are capable of determining which kind  particularly if both (or all, as the case may be)

of ecstasy washes over thag.
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cerned aboixtana ack Trdm ”’f t, they can
in selvesiptoa Vigilagt Bcsthsy that makes
them rt g potentigl agggesgion. By ex--
tending their agm e side the palms
ia® fopward afid pinnjed, t h feels the
I hin$glfend heto ighly attuned
ogiorlg of ev erggfl and object around
uriph.a il asy, the Darwushim
Ess 20, hé ees of Perception,

rtngss ar e
€ dy bécomes: hypersensitive
the degsh jsiq a sfate of Vlgllant Ecstasy,

#ncluding the omach™if the.d

recently, he much empty his stomachk
ing before entering the trance, otherwise nausea
will prevent the dervish from paying attention to
anything else.
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While the Ahl-i-Batin are the underdogs in most |

conflicts“they find themselves in, there is one form of
conflict resolution at which they are particularly adept.
That technique is assassination.

Unlike the loud and warlike Taftani, the Batini are
not particularly skilled at — or fond of — direct combat.
They are, after all, on a quest for Unity, not divisiveness or
conflict. That said, however, MW%M ﬁ%Vlolent place,
and the Subtle Ones have élany emigs bent o
destruction. A

The Batini have feo

figuratively) and then poﬁ
when they’re vulnerabl@ﬁve
the Sphere of Cozwfiondeﬁ gﬁﬁx
dable threat. k
The Batifitg
“asilence,”as i, 4 1‘% 31%%
lab and killed b aim.” It cames from arkold term ré xring to
any Ahl-i- Ba%l é‘laﬁ feg out of use for many yea
com?b‘gc ﬁ“?o p@rlaﬁxce ‘thhefﬁﬂ'@an at- Tawhl %

&;ﬁtef;ﬂl means

another-in-their:
has ‘donesso only e
khagiat a6k forf?s) ) Asar
couﬁS&ﬁnds&«ﬁ@tiptéVl@&%hoMllwatl with particulal
effective tools for - their §vork

The Ikhwi nst—'gav@nd in Mak
more than 1t§ slﬁar%Mg@ssms
UmﬁedSoulé‘f Ssmphatist

spondence L

ability, make the Ahl
subtle killers.

With the Sphere ofksi
can change anything
his voice, his fmgerprmts a‘@d if
retina pattern — as needed o get
even subtle Mind Effects ca&mgke
into his hands. Correspondence, obviously, makes these
Effects work at a distance or through walls. Since bitter
enemies are the same as close friends, and a long-term
nemesis has the same degree of connection as a compan-
ion, such magic frequently doesn’t even requir
number of successes.

What's more, the Brethren are lethal in hand-to-
hand combat. Though it is viewed with suspicion by some
Batini purists (who feel it’s not subtle enough), many of
them use their rigorous desert training in concert with the
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persecution by their enem?g@% t&dl&gp@ﬁ' W P
ir enémi

Thimdhgme éom his ¢
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Life Sphere to slowly but surely transform themselves into
perfect physical specimens (i.e. four or five dots in all
Physical Attributes, for those capable of such incredible
development).

In recent years, the khilwati of the Ikhwan at-Tawhid
have been responsible for the deaths of several Marauders
and Nephandi and over a hundred Technocratic opera-
agiﬁbl@ acg@ﬁ@ltshment given that only a

ghe Qeath bf.thel

ﬁabal,;io VerM se Garden also
”bem to  triin ﬁssassfﬁs whé"'s«%de s frequently
been cWed fart ca mwé g, .

Thé assg,ssms fro“ﬁ% the Paragf;% a@é focus strictly

vé@m@’g uses in assassination. Rat ent

Khilwati of th@%aradxse @are u§e
to make t get ne&g&fal Rimself.
illusions ﬁ Wé”%ntro -
targets to ?& ove%ﬂgffs§
electric 4 igs into t}é B@yger ;
e

manic states
echnocratic
g operatives
has to do is
uch that ca#¥

dtrgrai fahan are among. the
- ;gBimhv ey truly are fanatical

?K"@jég’fec ocracy and, consequently,
ely act agams Qon—g;chnocratlc targets. Vam-
s pﬁ% to that rule. Any vampire
known to have preyed on any mage, not just Batini, is
marked for immediate death by Paradise Gardeners. Given
vampires’ emotional instability, it's rarely a problem for
the Subtle One to strategically ignite a monster’s rage or
“terror in a way that will end in its death.”

Backing up all the Ahl-i-Batin assassins is the Silk
Cartel, the Batini Alchemists based out of Samarkand in
Uzbekistan. The Cartel provides Ahl-i-Batin khilwati with
Talismans, poisons and tools for use against the enemies of

the Ahl al-’adl wa ‘l-tawhad.
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PARADIGITI ANDFOC

A The Ahl-i-Batin typically strive to keep
their magic as subtle as possible, frequently
only using magic tonudge reality the slight-
est bit in the direction of their desire. They
combine rigorous mental and physical
‘intense study of alchemy,
:d geometry, gematriaand

¢rstand theit place within the Unity. ..
Forces: On those rare instances when the Subtle
Ones utilize the Sphere of Forces, they may use any
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mplex foci, including lenses, mirrors,
x mathematical formulae, assorted
nisms (orreries and the like)
ically derived essences and
the Batini channel the all
ms and mirrors can separate out

he Unity of the Tellurian, while

energies channeled through gem-studded geometric
sigils on amulets or tremend ckwork machines
that harness the power of the Earth itself.

Life: Meditation, ecstatic trances, extreme fitness
and training, strange potions and pharmacological
agents all empower the Batini to take control of his
body. Many Batini practice rigorous disciplines of flex-
ibility and stamina training as a part of their practice in
combat, stealth or survival, although as previously
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noted the idea of “targeted exercise for exercise’s sake” Prime: The
isn’t a popular one. Rather, the Batini rely on the altered states

lled at entering
dance, trance

strengths of bodies that constantly see use and homng and meditatig rugged off the /
“Sfsi blinders of guof ) , (and georr
possibly nce around eren
% o > o . geon
danc
char
natu
Bati
~ their understanding of pow
¥, or they mlght actually have physical = Faith, still largely mt ;
; tiny bottles and small cylinders of soft union. Often, Bati tuctures to channel mun- | ‘
s are staples of such transformative elixirs. Nota-  dane substances : ‘mirrored stash of %
ﬁy, many Batini concoctions are pOlSOI‘lOUS, and the Prime energy; ar o 11CH Qu[ntessence as cen
body must ada t to metabolize and ch them ir well as water, e otional impor- rint
i 1boli tance of water tg ; dec
Mind result in com- the
arkand use mand over Resonange; technique with which & WO

es and, for Batini have familiarity. The Batini understand that
i reinforcing specific emotions oractions can cause Reso-  *
nance; just as patterning allows the implant of subtexts
ition,butmany  in the mind, so too does it reinforce or counter Reso-
1tY with esoteric nance in places or things. Physical st
mc1ples behind academies, mazes and observatorie
en’t so vulgar as  in dual purpose, serving both accor

ing is not comma
Batini have at le
acids and mystic
their Life magic
to reshape physi
density and mass;

to predate the T
Mind: The Ahl -1 . practicing the arts of
psychology long before Dr. Freud came onto the scene.
By knowmg the tendencies and weaknesses of the
ubtle Ones are capable of eliciting
m their target with nothing

“from the use of L
ifferent participants’ 3
static trance toc move

|
g e
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N
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stances that allow him to boost his
+ 3  abilities to extraordinary levels.
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LABYRINTHS

A portion of the Ahl-i-Batin’s study of sacred
geometry and architecture manifested as a deep rev-
erence for symbolic structures. Practitioners of sacred
geometry maintain that structures built in accor-
dance with mystical principles are capable of
channeling, representing or triggering mystic forces,
natural phenomena or states of mmd In the Ahl-i-

the sacred che

- would walk t§e sa path out. ‘So e Tabyrmths were

however the @a@e (ﬁloﬁ@e to interpre
particular m ing for ‘the Batini

would anoint the initiate ys forehead with oil or per-
fume and whisper something — generally a riddle, a
benediction or an aphorism — into the initiate’s ear
as she entered the labyrinth. The mutasawwif was to
ponder those words as she walked the labyrinth.
Arriving at the center of the labyrinth was a
mystical metaphor for many things, depending on the
initiate’s intent: mental focus, comprehending the
nature of Unity, knowledge gained along the path of
life, the shape of the Tapestry and the way to Jebel
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(af among others. Once the mutasawwif reached the
center, she would stop. Depending on the local tradi-
tion, the initiate would sometimes chant, pray, spin
or recite poetry. When she was finished, she would
retrace her steps out of the labyrinth, passing as she
went those who were still on their way to the center.

Walking the.Jabyriz thi;was considered a deeply
acred and 5y boli-dct tg the Ahl-i- Batm Their
§ “the ifterior ones” or “those of
d passage through the labyrinth
the! Batini’s understanding of

lit the Nephandic Labyrmth (some-
lack’ Labyzmth or the Black Spiral).
When the actions of the Iblisi came to light, the
majority of the Tradition could not believe that the
labyrinth, long held to be one of the best tools for
teaching insight, could be used for the purposes of
corruption. Right up until the end, they expected
walking the Black Labyrinth to have noeffect. Surpris-
ingly, about half the time, they were right.

The Nephandi assumed that their corruption of
the labyrinth was automatic. They never realized that
labyrinths were such powerful tools for self-under-
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standing among the Ahl-i-Batin that many Subtle
Ones could use the labyrinth — even as it was
acting on them — as a tool that let them sense the
impinging waves of corruption and either fightitor
retreat so deeply into themselves that it couldn’t

touch the g n g the power . In ade
Of the la '__‘ A{ \aya : N églon, the by Batini ]
Batini remgued.walls \g;géa of losed by Teadition
them dgeir s a@& E&ngmg Resonanc

he héfNepF ndi gprirp@g grgeant Th
X ie Iab r;ﬁgh terrdidn’ éhav? the he
O e ; Umversx.t
M )gﬁe;{ Lt ] be descril
e e
1 ae P ltends

1 the ce te;%apd’gthe gandl tse

) dering 'what }yé tfwgp MQ% be- tructutf
2comiG &}gg Egsq “far” w;,;h“f?{ the nanlhtfr
hejt inds £h Gﬁ@fk&n — not )
S5, A6 pa Je i’t§Z}—j§‘;@u%d reach and Sub
ingwdetfupted Bagini became | The
inadvertent spies, telepathlcally alerting the qutbs  § physical
to the Nephandi’s actions. Although the Nephandi ~ § that mal
discovered some of those (in which case the spies | plined, |
were slowly tortured to death), some old Ahl-i- 1 The
Batin believe that there may still be ancient Batini |  tends to
infiltrators under deep cover within the Cauls of | tive anc
the Nephandi. SPH'E
Cor
RESONANCE . iedthe
The Ahl-i-Batin dislike Resonance, feeling thatit | Sphere,
is a random bit of information, a clue of sorts, that they Batinic
don’t like to give their enemies. When possible, Batini Of
mages do what they can to dampen or mitigate Reso- practic
nance, and some study the Sphere of Prime specifically look, I
for that reason. and ve
When the Subtle Ones do allow Resonance to Ba
color them or their magic, it tends to reflect the highly use of !
cerebral and abstract nature of their esoteric practices a tran
that generally grants either a Static or Dynamic spin “inner

to their magic. With the possible exception of the
Darwushim, the Ahl-i-Batin are too controlled and
intellectual for their magic to take on much if any
Primordial/EntropicResonance. While they may fo-
cus on manipulating fundamental cosmological
elements like space, time and Quintessence, their
understanding of those primal elements is so filtered
and directed by study and control that it contains
little of the madness, destruction or chaos that are the
earmarks of Entropic Essence.
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The following are types of Resonance thatany Ahl-
i-Batin mage might show. Most are likely to fall under
the heading of Static, though some could be interpreted
as Dynamic or even Entropic: Controlled, Cerebral,
Complex, Convoluted, Deceptive, Echoing, Enigmatic,
Intellectual, Layered and Unfathomable.

In addition to the flavors of Resonance exhibited
by Batini in general, the various khanates of the Batini
Tradition all have their own particular patterns of
Resonance as well.

The magic performed by the Kabbalists of the
University of Light often has Resonance that could best
be described as: Abstract, Angelic, Demonic, Ephem-
eral and Rarefied.

The Resonance of the Alchemists of the Silk Car-
tel tends toward Alchemical, Formulaic, Manipulative,
Structured and Transformative.

The mentalists of the Paradise Garden show Reso-
nance that is: Arcane, Demanding, Obfuscatory, Oneiric
and Subtle.

The Brethren of the Unified Soul undergo rigorous
physical and mental training at the Ikhwan at-Tawhid
that makes their Resonance: Aggressive, Clear, Disci-
plined, Focused and Unrelenting.

The Resonance of the trance-prone Darwushim
tends to be: Ecstatic, Enlightening, Frenzied, Medita-
tive and Raw.

SPHERE SPECIALTIES

Correspondence: The Subtle Ones have long stud-
ied the intricacies and mysteries of the Correspondence
Sphere, and depending on which of the five factions a

Conjuration is the least
e it because the “Oh,

ter pomt and a Batini might walk a labyrmth m’one
locale only to appear in another. Similarly, the chan-

nels of the Web of Faith offer connections between far-
flung places that the Batini can magically ride.

Distortion is extremely popular among the Ahl-i-
Batin because of its subtlety. Slight distortions in space
can allow a mage to see around corners, prevent bullets
from hitting him and disorient opponents in a way that
could be (indeed, has been) called insidious.

The Batini, on the whole, have a strong tendency
toward paranoia; consequently quite a few specialize in
Warding. They frequently use their knowledge of Cor-
respondence to create small spaces for themselves that
are effectively scry-proof. In conjunction with their
affinity for Arcane, this makes many of these mages
impossible to find.

Entropy: “True” Ahl-i-Batin can’t use the Entropy
Sphere at all and therefore have no specialties. The rare
Orphaned mage or convert who somehow finds his way
into the Tradition also does not find any sort of in-
depth study that helps in specialty works in Entropy,
indeed, such studies. would be quite frowned upon.

It is known that at some time in the past : ;fthe
Renaissance, certamly, and perhaps for some time after
that — the Batini did use the Sphere of Entropy, and
accepted its model inthe Tradltloncouncd The reason
for the shift in poliéy is unknown. Experienced Batini
do not study or use this Sphere. Those who study the
esoterica of Avatar manifestationssometimes hint that,
perhaps, the Entropic ban is more self-imposed than a
matter of the Avatar's predilections — and yet, even
Batini Adepts routinely show no understanding of this
Sphere. The reasons for this change are lost to time and
Occultation; the Subtle Ones do not have enough
coherent history to explain what prompted this shift in
thmkmg Anyone who might know is so lost to Occul-
that no record remains.
orces: The Sphe’re of Forces is much too blatant
for most Batini, who are happy to let the Taftani play
with fire. Or those occasions when the Subtle Ones use
Forces n ways that enhance their
subtle es to render the mage invisible and/or
inaudible and. the like. Some Batini specialize in
weathemraftmg, which allows them to summion sand-
storms or needed rain. Forces also frequently does
double duty as the Batini's Entropy Sphere with regard
to damage-causing acc1dents ‘while Qismat may not
intervene on the mage's behalf, a spark, a sudden gust
of wind or a small area rendered friction-frée can be all
the “accident” a mage needs. L

Life: Life is not one of the key Spheres for most
Ahl-i-Batin; though they're unlikely to voice the opin-
ion, many find it somewhat base. Some specialize in
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PERKS AND PRGBLEITIS
THEENTROPY PROBLEITI

True Ahl-i-Batin, whose Avatars are shards of the
Entelechy, cannot use the Entropy Sphere. It does not

r even explosions.

work for them. Their Avatars are utterly incapable of
channeling or manipulating Entropic energies, and :
even simple Rank 1 Entropic Rotes are impossible. The
principle of how the Rote should work is clear, but, like
trying to grip a tool with a numb arm, no matter how

hard the mage tries, nothing happens.

Batini scholars have various theories explaining
why this is so, most of which involve a lot of hand
waving and circumlocution, generally sounding some-
thing like: “The Entropic Sphere has correspondences
and affinities with the universal corrupting principle,
and since the Entelechy was an angelic manifestation of
the Unity’s incorruptible perfection, it was unable to
give us any connection to that principle, thereby pro-
tecting us from — and denying us access to — those
corrupting forces.” (This same line of reasoning, inci-
dentally, isresponsible for the Batini’s enduring suspicion
that they are, if not immune, at least highly resistant to
Nephandic corruption. Those Ahl-i-Batin mages who
do undergo Nephandic corruption, however, seem to
have no difficulty with the Qlippothic Spheres, includ-
ing Qlippothic Entropy [see Infernalism: The Path of
Screams, page 81 for more information on the
Qlippothic Spheres and page 22 of the Book of Mad-
ness for the details on Qlippothic Entropy.].

Obviously, the inability to perform Entropic magic
is a serious disadvantage for the Ahl-i-Batin, largely
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of because Entropy is the ideal Sphere for performing keeping their magic coincidental, particularly since
rit subtle and coincidental magic. The Subtle Ones are their specialty sphere, Correspondence, does not lend
ly therefore somewhat more challenged when it comes to  itself particularly well to coincidental Effects.
at- ‘
Is, f
in | THE PERILS ©F @CCULTATIEN
2y — Arcane is a potent and: useful Background at eeeee oo Friends don't remember the mage
, ) normal levels, and most mages are happy to have it immediately. Close friends and family completely
of working for them when their enemies begin making forget the mage after a day. Records of the mage are
.1e: inquiries into their whereabouts. The higher levels of _misfiled or destroyed. Large computer networks with
’ej Arcane, accessible only to the:Ahki atm, howeve,r ormation about'the- mage go down, and when they
5 ¢ he mage’s information is gone.
N travel reservations and owner-
:3 tsmand houses) become
EE may still see the
n an identity to her
) nce they forget
’ s will take a
is when she
- tation. Years
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0 of existence. These brav
- ' onewith theUmty, aﬁﬂ
e
- e d or thrown away. Devices like
! more powerful than those that precede them Insteads @ofdws ahd medical equxpment are
0 : taking dice from the searcher’s dice pool, degrees eight,
0 nine and ten subtract successes from the final roll. If the mage’s name is written in stone, concrete or
0 sesee o Acquaintances don’t recognize the metal, the name chips or corrodes away. The mage
; mage without prompting, Records of the mage (pho— suffers from brief moments of amnesia as she begins

tos, audio-recordings, plane reservations) get lost. forgetting her own existence. For a moment or two,
° Close friends and family completely forget the mage several times a week, she may physically fade from the
’ after a week. Tellurian as her body becomes incorporeal.
y
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SUBTLETY'S BLESSING
On the other hand, the Ahl-i-Batin have an advan-
tage that other magi can only envy: They are not simply
subtle by choice, they are subtle by nature. True Batini
have an innate tendency toward occultation that pro-
tects them from the curious, the inquisitive and the
unwary. All Subtle Ones have beginning maximum
Arcane rating of 6, and every Batini character should
have at least one dot of Arcane (as a Storyteller, you may
gosofarastogive thisdotforfree,asa partial recompense
for the lack of Entropy magic). Those Batini who later
learn the Ritual of Occultation (see “Ghayba,” below)
may raise their Arcane as high as 10, though few Ahl-i-
Batin master the magical techniques necessary to do so.

Batini scholars, again, have their own theories
regarding why this is the case. The boilerplate explana-
tion sounds something like: “The Entelechy, which
shattered and is divided among all the Ahlal-"adl wa ‘-
tawhad, was the highest agent of The Unity. Itisusand
we are it. We are therefore inherently more connected
to the Unity. At any moment, we are one place and we
are many places. Those who look for us cannot find us
because we are all around them.”

Regardless of the cause, many of the Batini are
notably difficult, if not impossible, to find. The Tech-
nocracy is quite certain that they are on the verge of
eliminating the Disparates, including the Ahl-i-Batin.
What the Technocracy doesn’t realize is that for every
Batini they have “neutralized,” there are three in Oc-
cultation that not even their most powerful Enlightened
Science can find.

ROTES

Batini magic rests on principles similar to that of
the nine Traditions, as the Batini themselves were
founders of the Tradition Council; still, their reluc-
tance (and often inability) to use Entropy, combined
with generations of separate, subtle development, have
caused (some might say “forced”) Batini magic into a
slightly different direction. Rotes known to the Batini
might not always work, or work the same way, for other
Tradition mages; indeed, a highly-Occulted Batini’s
Rotes might have crucial parts just as forgotten as the
instructor, leading to asituation where only the masters
can create and remember the most powerful Rotes.

; ADAPTATION (o ¢ ©R o ¢« LIFE,
1il|,  SOMETITES WITH o o FORCES)
,13 e This Rote is practically indispensable for Batini in

- 1 . thelkwhan al- Tawhid khanate as it’s the only thing that
e = allows the Brethren of the Unified Soul to survive their
' s‘l 1 desert training.
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Through repeated exposure to the harsh desert
climate, the murid learns to let his body do what it
needs to do in order to survive. The skin grows thicker
to protect from sun exposure and prevent sweating; the
kidneys make much less, but much more concentrated,
urine; a thin membrane that filters water vapor from
breath grows in the Batini’s larynx (giving the Unified
Brethren’s voice a somewhat disturbing quality), and
the mage’s body eliminates extra heat through the lungs
(sometimes making his breath hot enough to burn
unprotected skin).

This Rote also allows Batini to function in other
difficult climates as well as underwater. While this Rote
is almost always coincidental on land (owing to the
remarkable adaptability of the human body), its under-
water applications are almost always vulgar.

System: The simple Life 2 variant of this Rote is
generally fine for desert training as the changes to the
mage’s pattern are minimal. For more extreme changes,
like gills, the mage needs Life 3. The addition of Forces
magic allows the mage to redirect dangerous environ-
mental factors — extreme heat, cold or deep water
pressure, for example — away from his body as well.

MET: Initiate (Basic) or Disciple (Intermediate)
Life, optional Disciple (Intermediate) Forces. You
change your body subtly to adapt to different environ-
mental conditions and deflect hostile phenomena away
from yourself. For the next scene/ hour, you suffer no
penalties or injuries from any sort of normal environ-
ment: You do not suffer from heatstroke, frostbite or
thin atmosphere of high altitude, for instance, and any
penalties that a Storyteller might assign for such envi-
ronments are waived. You may cast this Effect upon
someone else, in which case its base duration is one
minute/ conflict. Grades of Success: Each grade of
success extends the duration by one grade, or allows you
to cast the Effect upon one other person.

JABARUT(THE DARW/USHITT BATTLE TRANCE)
(00 LIFE, oo e PRITIE, e e e TI]'I‘]-E’
+ CORRESPONDENCE)

The normally peaceful Darwushim are no strangers
to the occasional necessity for violence, and this Rote
gives them the ability to effectively fight hand to hand
with almost any opponent. The dervish spins himself
intoastate of ecstasy and lets his mind become one with
the Unity, turning himself into a living weapon.

System: Since using this Rote with fewer than 10
successes is almost pointless, its preparation is best done
asan extended Effect. The dervish enters a trance and
whitls for as many turns as he needs to build up enough
successes. Once the sense of ecstasy overwhelms him,

he’s ready to enter into the fray, and when he enters
combat, he’s lethal.

The Prime Effect makes all of the mage’s hand-to-
hand damage aggravated.

Additional successes are split among three areas:
Accuracy, attributes and actions.

Correspondence allows the dervish to know the
exact whereabouts of his opponent and the exact rela-
tionship between his location and his opponent’s. For
each success channeled to accuracy, he receives a one-
point break on the difficulty to attack the opponent.

The Life Sphere allows the dervish to incorporate
the Better Body Rote into this one, thereby allowing
him to boost his Attributes for the duration of the
scene. Each success used for Attributes allows the
Batini to increase his Strength, Dexterity, Endurance
or Appearance by one point. If the mage is so inclined,
he can also use the Life Sphere to grant him extra
Health Levels at the rate of one extra Bruised level per
two successes.

Time allows the mage to take extra actions. Each
success channeled to actions lets the dervish take an
additional action.

With the exception of Prime-enchanted hand-to-
hand weapons, weapons may not be used with this
Effect.

MET: Disciple (Intermediate) Life, Disciple (In-
termediate) Prime, Disciple (Intermediate) Prime,
Apprentice (Basic) Correspondence. You whirl yourself
into afrenzy and then strike with incredible accuracy and
strength. For the next turn your unarmed strikes (or
strikes with an enchanted weapon) cause aggravated
damage. You gain a one-Trait bonus on the resolution of
ties for the attacks (and you may count this for overbids),
or you may make an extra attack. Grades of Success:
Each grade of success grants one extra action, or one
extra bonus Trait, or extends the duration by one grade.

HaJlA] (o o  CORRESPONDENCE, o o LIFE,
o o [TIIND, GPTIGNAL o o o ¢ TIITIE)

This technique has two very different uses.

The first afflicts a target at range with a subtle
wasting illness. The target may notice that she’s a little
gaunt or a little pale, but won't attribute it to anything
but lack of sleep or bad diet. The mage gains all health
levels lost by the target. This is not a popular rote
among the Batini — most of them, anyway — but, like
other forms of assassination, it is considered a valid form
of attack when one’s opponent refuses to behave civilly.

A variant prevents a vampire from draining the
mage’s blood. As the vampire gains life from the Batini’s
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blood, itreturns immediately to the mage’s body. Should
the vampire notice, he may beat the mage to death, but
he won’t get any blood, nor can he Embrace the mage.

System: Correspondence allows the mage to use the
damaging Life attack at a distance. Adding the Mind
component prevents the target from acknowledging that
anything’s wrong. The inclusion of the Time Sphere lets
the mage hang the spell, so that it takes effect whenever
he’s bitten by a vampire, for that specific variant (though
few Batini know how to perform the variant, given how
rarely they interact with the undead). The Mind option
also convinces the vampire that he is successfully drink-
ing the mage’s blood and leads him to believe that he has
fed when he has not.

MET: Disciple (Intermediate) Correspondence,
Disciple (Intermediate) Life, Initiate (Basic) Mind,
optional Adept (Intermediate) Time. You cause one
target with whom you have an arcane connection to
suffer one health level of lethal damage, if you win in a
Mental Challenge. The subject doesn’t realize that
anything’s wrong, instead attributing the damage to
mundane sources. In addition, you heal one lethal or
bashing level of damage; if you are fully healed, you gain
one extra health level, which persists for one scene/
hour. Grades of Success: Each grade of success allows
you to test for one additional level of damage, which in
turn gives you an additional health level. Note that if
you spend your time wandering around killing random
people so that you can have a dozen extra health levels,
it’s very likely that one of the few remaining powerful
masters — or some creature that’s attracted by this sort
of extremely callous and damaging behavior — will
show up to find out what's going on, and you won’t like
the results. The extra health levels are considered
persistent magic and can be dispelled with countermagic.

De&W/NW ARD SPIRAL
(e e« [TIIND, SPTIGNAL * » CORRESPONDENCE)

One of the more devastating attacks available to
the Ahl-i-Batin, Downward Spiral is reserved for
their most reviled enemies: Nephandi, Marauders
and, lately, Technocrats.

By speaking a simple phrase that echoes in his
target’s mind, the Batini unleashes a gradually worsen-
ing storm of shame, insecurity and self-loathing that
incapacitates, and possibly kills, her target.

System: Mind 3 lets the Subtle One catch a glimpse
of her target’s mindscape and take note of his fears,
insecurities and character deficits. By formulating a phrase
that captures the essence of those weaknesses and speak-
ingit to her target in just the right tone of voice, the Batini
triggers a cascade of traumas that run rampant through her

42 Leras*r PATHS AHL”I’*BATIN & TAFTANI

'H',t L”rq ! “ww é

target’s psyche. The Subtle One amplifies the target’s self-
loathingand insecurity while simultaneously undermining
his coping mechanisms, causing him to decompensate
and, in very little time, breakdown completely.

Each success on an Arete roll cancels out a tempo-
rary Willpower point, but even if the player garners
enough successes to erase the target’s Willpower com-
pletely in a single roll, Willpower points disappear at
the rate of one per turn and no faster. Thus, a mage who
gets two successes the first turn, three successes the
second turn and two successes the third turn against a
target with a Willpower of 5 still has to press the attack
for five turns before the target is out of Willpower.

If the Batini does press the attack and reduces his
target’s Willpower to zero, the target will, if he has the
means to do so, eagerly take his own life, and probably
in the least pleasant way possible. Targets who experi-
ence this emotional onslaught and live to tell about it
are deeply shaken and lose a permanent Willpower
point. They also develop a deep and abiding hatred for
the mage who subjected them to such an attack and will
do anything in their power to destroy her.

Remember that the victim may use permanent
Willpower to resist this effect, so often the mage will
need to build up the spell over successive turns of ritual.
This, in turn, is dangerous as it means that the victim
will often have an opportunity to counter-attack before
the mage finishes the ritual.

If the mage is within conversational distance of the
target, Mind 3 is all that is required. If the mage
launches the attack from afar (speaking through a
mirror, for example, or using long-range telepathy), she
needs to perform the Rote as a conjunctional Effect
with Correspondence 2.

MET: Disciple (Intermediate) Mind, optional
Initiate (Basic) Correspondence. You whisper a few
words of loathing to your target (using Correspondence
if you must do so at a distance) and make a Mental
Challenge. If you win, the target loses one Willpower
Trait. A victim who runs out of Willpower gains the
Negative Traits: Submissive x2 and the Derangement:
Depression until at least one Willpower Trait returns.
Said target also develops a strong hatred of the caster.
Note that unless steps are taken to disguise your voice
or otherwise make the attack’s direction untraceable,
the victim will likely take immediate steps to find and
ruin you. Grades of Success: Each grade of success
allows you to test for one additional Willpower Trait
loss on a single casting. Note, however, that if you cast
by extended ritual, the victim immediately becomes
aware of your casting as soon as you begin, and may be
able to disrupt the spell (say, by punching you).
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D&W/SING (» © CORRESPONDENCE,  « FORCES)

Living in the deserts where the Tradition origi-
nated has made the Ahl-i-Batin very adept at providing
for themselves in harsh climates. By using a dowsing
stick (or a pendulum or other similar device ), the Batini
locates water (or, more recently, oil) hidden beneath
the sand and brings the substance to the surface where
he can reach it. While this Rote may be used to find
anything, it is only powerful enough to bring forth
liquids and very fine powders from the sand. Gold, lost
vehicles and archeological ruins can’t be brought out
from the sand this way.

System: Correspondence magic helps the mage
discern the location of the substance and Forces magic
brings it slowly bubbling up to the surface (or, more
commonly with the Subtle Ones, brings it up to, but just
beneath, the surface where the dowser kicks aside some
sand to find the “hidden well,” keeping everything
coincidental).

MET: Initiate (Basic) Correspondence, Initiate
(Basic) Forces. You follow the promptings of a stick,
pendulum or other instrument (along with a Narrator)
to a place where something of some value lies beneath
the sand. Note that you don’t always know what lurks
beneath; you may get water, you may get a handful of
pennies or you may get a bag of illicit narcotics. (Qops.)
Successive uses of this Rote can result in the Domino
Effect, causing Paradox as people watching stop believ-
ing in your “incredible luck.” You can only find
something that’s located within your field of vision,
though it might not be in sight — that is, something
might be hidden underground but at the limit of your
viewable range; anything further away is out of range.
Grades of Success: Each grade of success allows you to
remove one class of items from the list of possibilities:
You could specify “No coins worth less than a dollar,”
“No water” or “No illegal items” in this fashion. You
cannot use this as an exception but clause — i.e. no fair
saying “Nothing but (some item).” Note that it’s pos-
sible for you to exclude anything of value that’s within
your detection radius, or for you to simply be in an area
where there isn’t anything valuable.

[TIAP THE TRUE W/ AY
(+ « CORRESPONDENCE, * » [TIATTER
&R o ¢ PRITIE)

When the mage wants to discover the whereabouts
of a person, place or object, he prepares a piece of fine
paper or a thin piece of animal hide, enters a trance and
draws a map to that person, place or object.

Once the map is drawn, it stays accurate for the
duration of the Effect. Even if the person, place or
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object moves, the map will continue to show the
subject’s current whereabouts, though the map will not
update if it’s being looked at (preventing excessive
vulgarity). When the duration of the Effect expires, the
map freezes showing the last position of the target item.

System: Correspondence magic grants the mage
insight into the whereabouts of the desired item, which
he then incorporates into the map. The ink, animated
by the Matter Effect, moves around on the paper so that
it constantly reflects the object’s current position.

Note: The mage must have a rating of at least 2 in
Crafts (Drawing or, ideally, Cartography) to use this
Rote; otherwise the map is messy and unreadable.

Some Batini use a variant of this Rote to sense
Nodes on the Web of Faith. If located at one Node of
the Web, a Batini can sense the direction and distance
to another Node. With an appropriate map, this shows
the city where the Node resides. Most such Nodes are
hidden by substantial countermagics and only a Batini’s
“keying” to the appropriate Prime signature allows
slipping through that shroud. (Since the Batini have
had years to layer this countermagic, any non-Batini
trying to locate a Node on the Web from another point
of the Web must defeat at least 15 successes worth of
Warding magic.)

MET: Initiate (Basic) Correspondence, Initiate
(Basic) Matter or Initiate (Basic) Prime. You garner
amap toasubject within 15 pacesplus 3 paces per Arete
Trait of yourself. Generally this is a rough line that
snakes around major obstacles, but it won’t necessarily
avoid enemies or traps. The map updates subject to your
concentration for up to one minute/ conflict. You must
have Craft: Drawing, Drafting, Art or Cartography to
use this Rote. Or, you combine your Prime knowledge of
Batini magical keys and Resonance with your Corre-
spondence knowledge to sense the nearest Node linked
to your current one by the Web of Faith (assuming that
the Node you're on is part of the Web.) Grades of
Success: Each grade of success adds one multiplier to
the maximum distance, or one grade to the duration.
Or, for the Prime version, each success allows you to
detect one additional Node linked on the Web of Faith
to your current Node.

GHAYBA (BCCULTATION @R “UNBEINGNESS )
(oo ee CORRESPONDENCE, o o [TTIND, e o 0 o
@R eeeee PRITIE 00e SPIRIT)

The Batini fancy themselves masters of stealth and
misdirection. Not only do the Ahl-i-Batin have the
inherent capacity to be hard to find, but also they, of all
magi, have the ability to increasingly occult themselves
until they become so Arcane that they are undetect-
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able. This Rote, coveted and very closely guarded by
the Batini, is the reason why. A Batini scholar in the
4th century noted that certain mages had an inherent
tendency toward being hard to find (as manifested in
the Arcane Background). After a great deal of study,
this master, Ibrahim al-Qarim, isolated that element of
a mage’s magical nature that accounted for this ten-
dency toward Arcane-ness and perfected it, calling it
Ghayba, the Ritual of Occultation (or Unbeingness, as
it is sometimes translated). By manipulating his own
pattern with Spirit and Prime, a mage could implant a
change in his very nature and how he and the Tellurian
inter-related. Shaving off the hooks that the universe
attaches to, increasingly took the mage out of the chain
of cause and effect. While many Batini like the extra
anonymity granted them by this rote, most use it only
for periods of a year or two when they need the luxury
of being impossible to find. Certain extremists, how-
ever, use Time magic to make the effects of Unbeingness
permanent, and only the most powerful sensory magics
have any hope of discovering their whereabouts. The
Batini pride themselves on being the “Subtle Ones,”
and with this Effect they are capable of making them-
selves as subtle as they can stomach. Unbeingness has
its own distinct disadvantages, however. At the upper
levels of Arcane, the mage loses everything and every-
one that was once his. The rigors of being one of the
unnoticed are intense. Friends, family and lovers forget
the Occulted one within moments, phones don’t regis-
ter the Occulted one’s voice, and, most troubling of all,
the universe itself sometimes forgets mages who make
themselves too Arcane.

Many Batini use the Ritual of Occultation when
Technocratic pursuit becomes too intense or when
Nephandic enemies begin tightening their net.

System: The Spirit Effect allows the Subtle One to
parlay with spirits of knowledge who guard information
about the mage. Correspondence magic allows those
spirits to be everywhere they’re needed to cover up for
the mage. The Prime Effect enchants the Batini’s body,
either temporarily or permanently, depending on which
version of the Rote he’s casting, and the Mind magic
saturates the mage’s now-enchanted Pattern with a
subliminal impulse that says “He’s not here. Pay no
attention to him.”

Each increment of Arcane requires two successes.
The duration of this Rote is an exception to normal
duration rules because the Effect enhances the mage’s
Avatar-given Arcane rating. Each success spent on
duration causes the mage to be Occulted for one lunar
year (about 336 days, about one month short of a solar
year). Should the mage be too successful, he may need
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to put more successes than he had intended into dura-
tion to avoid exceeding the tenth degree of Arcane. If
the mage reaches the eleventh or higher degree of
Arcane, the Tellurian itself forgets him and he ceases to
exist — poof, no more mage!

MET: Adept (Intermediate) Correspondence, Ini-
tiate (Basic) Mind, Adept (Intermediate) Prime,
Disciple (Intermediate) Spirit. Ritual only. You alter
your Pattern and your position within the Tellurian,
causing yourself to become obscured from detection. You
gain one additional Trait of Arcane for one year, al-
though this can be removed with countermagic. Note
that beyond five Traits of Arcane you cannot shed your
Arcane rating. Unlike most Effects, you cannot end this
one at will; it must run its course. Grades of Success:
Each grade of success extends the duration by one year,
or every two grades of success add another Arcane Trait.
You must cast this effect as a ritual. You start with no
grades of success and must build at least three (one for
duration, two for a Trait of Arcane) to have any effect.

TAKING POISGN FOR THE ENETTY
(e o CORRESPONDENCE, @ @ LIFE, e o [TIATTER)

Poisoning isarespected tradition among the khilwati
of the Ahl-i-Batin, and one popular magical method of
assassination honors the Unity while simultaneously
neutralizing the Subtle One’s enemy.

By meditating on the similarities between herself
and her victim while taking poison, the mage makes the
substance affect his enemy instead.

System: The combination of Correspondence,
Matter and Life magic allows the Subtle One to apport
poison she swallows from her pattern into her target’s
pattern when he swallows. Alternatively, a syringe in
the Batini’s arm full of, say, ammonia will deliver its
lethal contents into her target’s bloodstream instead.
Assassins are fond of ammonia in this latter case be-
cause corpses generate ammonia as part of the decay
process and, so long as the body isn’t found for at least
12 hours, it leaves no indications of foul play. Be
warned, though, that failure often leads to a painful
death for the caster.

MET: Apprentice (Basic) Correspondence, Ap-
prentice (Basic) Life, Apprentice (Basic) Matter. You
drink or inject some sort of poison and then magically
cause it to affect an enemy instead. Typically this is
someone in your line-of-sight, although with an arcane
connection you might be able to affect someone else.
You must best the subject in a challenge of your Mental
Traits versus his Physical Traits. If you win, the toxin
enters his system; if you lose, it fails to transfer and you
suffer its effects. Grades of Success: No effect.
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Perhaps the most ubiquitous legend regarding the
Batini concerns Mount Qaf, the so-called homeland of
the Tradition. While a Horizon Realm is far from a
homeland, the manifestation of Mount Qaf does re-
main a distant inspiration.

To hear the Traditions tell it, Mount Qaf was an
artifact of a now-defunct Tradition. According to the
Batini, it served as a meeting place where the Tradi-
tionsfirst gathered to agree on policy and the formulation
of the foundation of the Council. The truth, naturally,
is somewhere in between.

Mount Qafhad a physical manifestation up until the
nineteenth century; allegorical tales assigned the forma-
tion of the mountain from the slaying of a mystical beast
of tremendous size, and stated that Quintessence and
possibility formed the base of the mountain while the
roads up its side were the paths to Ascension and at its
summit lay Unity. While perhaps whimsical, this meta-
phorical description suits well the path of Ascension
itself, and so suited the whims of the Batini.

On the slopes of Mount Qaf rested the Sihr
Magamut, a tremendous Persian-style palace that the
Batini used as their headquarters. When the Traditions
first met to discuss the creation of the Web of Faith it
was in the hallowed halls of Sihr Magamut; Akashics,
Hermetics and Choristers alike wondered at the beau-
tifulgeometry and luxurious carvings of the great palace,
perched as it was on the lower precipices of the moun-
tain. Above, from the roofless gardens in the midst of
the Sihr Magamut, one could see the rising mountain,
symbolizing the path of Ascension.

As one passed out of Sihr Magamut and up the
slopes of the hill, it’s said, one passed through stages of
Ascension. While the mountain itself had a physical
projection, it seemed that much of it functioned like a
Shallowing — a place where mages could find them-
selves slipping into the Umbra by following paths up
the side. Those who traveled higher often found small
plateaus with strange trials; some mages claimed to see
images of their Avatars beckoning from above, and the
Batini claimed that at the top roosted the Oracles and
the key to Ascension.

Of course, this point became moot in the nine-
teenth century, when the Technocracy demolished the
Batini. Mount Qaf itself ceased to exist in a physical
sense — “a great fire and smoke was seen and the mount
threw itself down into rubble,” related the words of one
Khilwat poet. Mages familiar with the ephemeral ways of
the Umbra expected that the reflection of Jebel Qaf
would remain in the Umbra; many Traditionalists had

¢
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retreated already to Umbral strongholds in the Horizon
Realms anyway. But that didn’t happen. Instead, the
mount simply ceased to be.

As the Batini Qutbs died or vanished, so too did
Jebel Qaf disappear into the mists of history.

Not long after, the Virtual Adepts of the Technoc-
racy pioneered a great spiritual space where all things
were interconnected. Naturally, the Batini were quick to
recognize the remnants of their old mountain; whether
couched as a great slope or as a tremendous lattice of
information, the mountain’s allegorical climb to Ascen-
sion, and its many paths, layers and hidden byways,
provoked eerie familiarity among the few Batini who saw
the Web. But the remaining khilwats bided their time.

Today, Jebel Qaf is an allegorical memory: A tale
from the early days of the Batini. Yet it’s said that
several Virtual Adepts have recalled encountering a
strange bright mountain in their Digital Web, a sector
that had never before been known. Upon this slope
rested a ruined library, where a sphinx guarded lost
knowledge and refused entry to those who could not
answer her whimsical riddles.

The Batini haven’t yet returned to the mountain. .
but when they do they may, perhaps, hold secret byways
to the Digital Web that are unknown even to the
Virtual Adepts.

PLAYING ARGUND &N THE [TIOUNTAINSIDE

What does all of this mean for your game? Mount
Qaf is gone; but, then again, the physical slope itself was
never important. The allegorical shape, the climb to
enlightenment, remains reflected in the Digital Web,
which might perhaps be cut from the very Tapestry of
the Jebel Qaf.

The Batini have not yet returned to the mountain
to claim their lost knowledge. Indeed, none know the
origin of the sphinx that resides there; be it an Avatar,
a spirit of knowledge, a Bygone or something else, even
the Batini can’t say. Doubtless to gain entry one must
answer her riddles and well. And, of course, the sphinx
is less than kind to those who fail to amuse her.

THE W/ EB ®F FAITH

Perhaps the most well-known and lasting achieve-
ment of the Batini remains the so-called Web of Faith.
During the early years of the Tradition (as it’s told), the
Batini undertook the construction of greatunderground
reservoirs and aqueducts, called qanats, which moved
fresh water from the mountains to cities far away. The
clever construction, pressure differential and magical
augmentation allowed these ganats to create streams
and fountains in cities residing in otherwise harsh
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desert. Dry cities like Giza and Riyadh could benefit
from this flow of life-giving water, even growing lush
gardens and tranquil greenhouses.

More importantly, though, the Batini could use
these channels to transfer Quintessence. By imbuing
Quintessence into the streams of water through the
mechanisms of the ganats, the Batini could gift cities
with the life-giving energy. Batini mages had only to
find the small oases and gardens in the midst of a desert
city to know that a reservoir of Quintessence waited
beneath, ready to tap at need. The network of Quintes-
sence allowed cities to infuse the energies of their own
Resonance into the flow, then spread it throughout all
of the other cities on the network, creating a feeling of
tranquil Unity that gave each city afont of holiness and
an inspiration that, perhaps, a few other places on the
world were as brothers to it.

With the fall of the Roman Empire, the Batini
network suffered tremendous damage, partly due to
neglect, partly to twisted Resonance and partly to
conquest. The Celestial Chorus’ growing Inquisition

j hounded Batini steps and, worst of all, djinn and Ma-
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rauders roamed across the darkened landscape of a
continent consumed by turmoil.

To counter the effects of the devastation wrought
across Europe and the Middle East, the Batini proposed
astrengthening of their initial Web, using it to connect
powerful Nodes not only as conduits for Quintessence
but also as centers of faith for the most profound and
promising places where Sleepers gathered to express
love, joy and hope. Accounts tell that a coalition of
Akashic Walkers, Celestial Inquisitors and Hermetic
magi met in Isfahan to hotly debate a plan for the
proposed Batini Web of Faith. Unaware at first that the
Batini had covertly fostered this plan, the Traditions
agreed to put aside their quarrelling in the interests of
a greater human endeavor. Thus was both the Web of
Faith: The power of raw human prayer channeled
Quintessential energy across the landscape, and mes-
sengers of every denomination carried not only letters
and documents but also Tass for the Web. Reinforced
with the ancient ganat systems, the Web created a
tremendous net of power that gave Tradition and
Batini mages the ability to ensnare and banish the djinn
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and Marauders that threatened the area. While the
Web of Faith remained strongest around Persia and the
various Arab states, some parts of its influence spread as
far as China and England.

Over time, the Resonance and Quintessence of the
Web spread not only throughout the Middle East and
parts of Europe, but seeped into the very ground. There
it pooled in deep collections of energy. This, unfortu-
nately, proved disastrous: The later Technocracy
detected these pools of latent energy, labeling them as
rich reservoirs of oil. While in many cases the Batini
quickly adapted and managed to lay claim to these oil
fields, the damage had been done: The Technocracy
learned to locate places where the Batini Web of Faith
concentrated energy, and intruded with all the force of
its budding world economy. Cities strong in tradition
and faith became spectacles of modern engineering as
poor citizens garnered wealth overnight by parlaying
their lands into fields of oil rigging and pumps. Refiner-
ies blossomed, and to deal with the sudden wealth,
national governments took on new roles of importance.
Not only did the Technocracy manage to infiltrate its
beliefs into the ancient ways, but the Very power sources
of the Batini were co-opted as well.

By the modern era the Batini withdrew completely
from the Tradition Council, which steadfastly ignored
their requests for assistance in defense of the Web
against the Technocracy. It was from this point that the
Batini truly became subtle and vanished from sight of
mages as well as men.

Many major sites on the Web of Faith were overrun
and turned to Technocratic use, but this did not destroy
their power; the Technocracy replaced fountains with
oil wells and ganats with pipelines. Still, the drastic
changes in Resonance, coupled with Batini magics to
conceal their remaining sites, meant that the links were
changed or broken. No longer could a Batini use the
Web as a resource to communicate with any city on the
network; now only a few minor points remained for
Batini use, with the rest under the umbrella of the
Technocracy.

Ar Rutbah, in Iran, is perhaps the last major site
still primarily under Batini influence. Unfortunately,
due to travel sanctions from the US-UN coalition and
continuing Iraqi unrest, the city itself is denuded and
difficult to visit. Occulted Batini can, of course, easily

sneak through controlled areas, but more mundane or
recently-Awakened mages may have difficulty attain-
ing proper travel papers and surviving the rigors of
Iraq’s damaged infrastructure.
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Some other minor towns still have connections on
the Web of Faith. The currently extant Web extends
through Egypt, Saudi Arabia, the United Arab Fmir-
ates, Bahrain, Iran, Iraq, Qatar, Jordan, Yemen, Omar,
Syria, Kuwait, Israel and Lebanon. (Persistent rumors
hint at a locale in Turkey, but if there is or was one, it
is either lost or co-opted.) In a very real way, the Web
indicates the boundaries of Batini power and influence:
Because of its importance the Web draws Batini, who
work within its borders to promote their own interests
in a self-feeding cycle.

Each Node on the Web once had an impressive
amount of power, but in this age many have ebbed
through neglect or misuse. Typically, a small site on the
periphery of the Web may have a one-point Node — a
knowledgeable Batini might be able to find such a site
in nearly any rustic hamlet on the outskirts of civiliza-
tion. The more important and potent the Node, the
more difficult it is to conceal, and thus the more likely
it was to be co-opted by the Technocracy. For this
reason, Nodes over the three-point range are either no
longer under Batini control or else heavily shrouded by
special magic to avoid detection. Fortunately, a Batini
at one of the Nodes can use its Quintessence stream to
send missives to other Nodes, and even gather an idea
of routes to follow from Node to Node, analogous to the
way that a computer programmer might trace through
various sites on the Internet. Because of careful Batini
shrouding, Occultation and erasure of strong Reso-
nance, most such Nodes remain undetectable to those
who don’t know the magical formulae necessary to seck
them; thus, a single point on the Node is of limited use
to an invader, but is a powerful strategic point to a
properly-schooled Batini mage.

PERSONAGES

Discussing important Ahl-i-Batin personages is a bit
specious — just as their early Tradition representative,
Ali-ben-shaar, spoke for a hidden group of Masters, so
too do those who stand out do so only because they have
not achieved the Occultation of even greater figures.
The greatest of Batini are forgotten to the Tellurian, and
their histories may never be known. So it is that those
best known among the Subtle Ones are, ironically, those
who have somehow failed to uphold their Tradition’s
standard, and yet have simultaneously achieved great
strides for the Batini. But then again, aren’t heroes (and
pariahs) made of just such exceptions?
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[TIRIATT BEN~HA1‘HIDA

The presiding murshid of the University of Light
appears to be in her early fifties, but she’s actually a bit
over one hundred.

Born in Turkey at the end of the nineteenth cen-
tury, ben-Hamida was a progeny at everything she took
an interest in. [n part, her academic excellence was her
way of ignoring her parent’s opium addiction. Her
parents remained in the opium dens of Istanbul through-
out her adolescence and barely noticed when she was
gone.

Ben-Hamida left her homeland for Germany, a
country with a much more active cultural and intellec-
tual scene. She was fascinated by the conversations of
the Germans, and she eavesdropped as a way of increas-
ing her familiarity with the language. In addition to
German, she also heard a great deal of Yiddish, the
language of the European Jews.

As with anything she took an interest in, ben-
Hamida learned Yiddish, and Hebrew a year later. Her
interest in Jewish culture led her to the Kaballah and to
a man who taught it to her, Dov Cotovsky.

When World War I broke out, she and Dov got
married and moved to Jerusalem where his family lived.

i¢*0 It was then that he began teaching her the real power
] " of the Kaballah.

One night Dov (at the request of a Qutb) sat down
next to Miriam and confided that he was a member of
a magical Order called the University of Light that
studied the Kabbalah. Miriam was delighted, and within
no time, she was applying her keen mind to the study of

the Kaballah full time. She Awakened less than a year
later and was invited to be an Ahl-i-Batin initiate at the
University of Light.

Her husband Dov was her dearest friend and con-
stant companion until 1944 when, without warning, he
went barabbi. An Adept of Spirit at the time, ben-
Hamida saw perfectly well that something had changed
within her husband. With the Qutbs having recently
gone into hiding, Miriam was faced with the prospect of
dealing with the situation herself.

She knew the Batini protocol for dealing with
barabbi. In textbook Batini fashion, ben-Hamida ar-
ranged for her husband’s assassination and his fiftieth
birthday celebration at the same time and never let on
that anything was wrong.

While she arranged for her husband’s assassination,
she would not be there for it. When the deed was done,
she immediately went in and began the highly complex
Kabbalistic ritual to redeem her husband’s Avatar. The
ritual had taken days to research and took just under
two solid days to perform. It was performing that ritual
that granted her the understanding to become a Master
of the Spirit Sphere.

Ben-Hamida became the presiding murshid of the
University of Lightin 1973 when Solomon ben-Maimon
died, because there was no one else there qualified to do
it. Without the governance of the Qutbs, succession
automatically went to the most knowledgeable. That
was Miriam.

Ben-Hamida has worked since then to increase the
khanate’s following of helpful, if abstract, spiritual guard-
ians. Various angels, demons and spirits of confusion,
mystery, misdirection, inattentiveness and blindness
are bound around the periphery of the small “campus,”
to maintain its secrecy.

Ben-Hamida, spirits buoyed by the return of the
Qutbs (on whatever limited scale), has taken on several
new initiates in the last decade, and has become, if
anything, a more rigorous instructor of the Kabbalistic
texts. To her way of thinking, the Ahl-i-Batin can only
survive if their level of excellence and intellectual rigor
surpasses that of the Technocracy. For the first time
since her husband’s death, Miriam ben-Hamida finds
herself optimistic about the future.

USTAD AKHDRR [ABAL

The Paradise Garden of Isfahan was, for centuries,
led by the Murshid Ustad Akhdir Jabal. Not only was he
by all accounts a kind man, an accomplished musician,
a skilled Master of the Mind and Correspondence
Spheres and a mentor to hundreds of Ahl-i-Batin, he
was also a Qutb.
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When the Technocracy began tightening its grip
on the Middle East, the qutbs, in effect the main nodes
of the Batini's telepathic communication network,
were the first casualties. Many of the other Qutbs went
into hiding after the first wave of assassinations, but
Jabal felt his position as Qutb obligated him to main-
tain the Batini’s network of minds as long possible in
order to send news of the latest Batini casualties,
warnings to targeted zawiyahs, and information on
Technocratic activity throughout the Middle East. For
that, he was listed as Enemy #1 among the Technocrats
of the Middle East.

Jabal sensed — and, for as long as possible, warded
off — the Technocracy’s increasingly persistent at-
tempts to track him down, but even Masters of Mind
and Correspondence need to sleep eventually. Jabal
misdirected the Technocracy again and again, leading
them to decoy sites as far afield as Morocco and Kashmir
but at the end, he was forced to flee the Paradise Garden
in order to maintain its secrecy. When he finally
allowed his persecutors to find him, it was on the Greek
isle of Delos, far from the khanate he had taught in for
solong. Jabal’s last act of misdirection was to make sure
that the amalgam of Gray Men and Men in White that
had been sent to apprehend and interrogate him never
noticed the hundreds of barrels filled with alchemically
derived explosives. Jabal was killed instantly, but the
losses to the Technocracy were staggering.

It was to avenge Jabal’s noble death that the Paradise
Garden subsequently became a training center forkhilwati.

AZI7 AKHTAR

Teacher, mystic, fanatic, lover, hermit, assassin,
poetand saint all describe aspects of the head instructor
of the [kwhan at-Tawhid. None of those terms, how-
ever, suggest Akhtar’s true lethality. As the presiding
murshid of the khanate that trains sacred assassins,
Akhtar has skills that make him one of the most
dangerous individuals to walk the planet. He is a Master
of Correspondence, Life and Mind, but his warmth,
humility and devotion to zuhd lead those who are
making his acquaintance for the first time to believe
that he is sadly out of place in such a conflict-oriented
khanate. They are wrong. Akhtar simply practices put-
ting others at ease as he would practice any of the other
arts of assassination. (Manipulation of others is such a
part of Akhtar’s existence that he frequently forgets
that he’s doing it.)

Though he doesn’t look a day over thirty, Akhtar
is almost two hundred years old and clearly — and
fondly — remembers the time before the Technocracy
had conquered the Middle East. His body is as strong,
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fast and fit as any Olympic athlete’s and his mind is as
sharp as a human’s can be (without gaining permanent
Paradox, anyway).

As an instructor, Akhtar is extremely demanding
of the initiates he trains. He insists on perfection.
Sloppy thinking and weak flesh have destroyed more
mages than any other hazard, and he will not settle for
those kinds of results from his students. While Akhtar
never states that he wants his students to use Life and
Mind magics to perfect their bodies the way he has
petfected his own, he sets a very deliberate example by
his actions, and lets slip remarks about certain “ad-
vanced training methods” that might benefit an
individual who was serious about the ascetic life. In this
particular instance, he’s not particularly subtle. The
young Brethren of the Unified Soul who follow him
gradually begin to compete with one another to see who
can achieve better results faster. Eventually, every
mutasawwif who becomes a murid under Akhtar’s tute-
lage takes himself far above the levels of excellence
normally achieved by the masses.

Aziz Akhtar has not personally participated in an
assassination since 1992 when he slew a Nephandic
Gilledian who had assumed his face in an attempt to
lure a number of young initiates into a Caul. With the
recent resurgence of the Ahl-i-Batin, however, he
hopes soon to find himself moving against a number of
high-ranking agents of the Technocracy.

GUNTHER DSTERITIANN

The son of a German engineer and a Turkish
professor of psychology, Gunter grew up in Cologne
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and studied advanced mathematics at the University of
Basel in Switzerland.

While trying to discern how a more workable
version of the square root of negative 1 might be
formulated, Ostermann Awakened and his Avatar, one
of those touched by the Khwaja al-Akbar, presented
itself as a very complex formula out of domain theory,
the solution to which lay hidden in the Middle East.

Afterhe graduated in the spring of 1992, Ostermann
took a vacation to Saudi Arabia. In Mecca, he met a
charismatic Spanish count named Louro Razaiz. The two
talked about mathematics, mysticism and psychology
over lunch and agreed to meet again the next day, when
they agreed to do the same thing. One day of conversa-
tion stretched into another stretched into another. After
weeks of spending most of their waking hours together,
Count Razaiz confided that he was neither Spanish, nor
a count, and that he was actually something of a mystic.
Ostermann (quite skilled in the Mind arts) confided in
return that he was perfectly aware of all of that, and the
two of them went to the lkwhan at-Tawhid where
Ostermann began his training. The man he knew as
Count Razaiz was actually three different Ahl-i-Batin
practicing their impersonation abilities.

Ostermann studied at the khanate for two years
where he distinguished himself through his rapid com-
prehension of the Unity. Leaving Arabia, he lived as
part of a jama’a in Turkey for five years where his
achievement of Adept status in the Sphere of Corre-
spondence prompted his initiation as a murshid.

Ostermann is now among the most active non-
Arab Taftani in the world. He frequently operates as a

T}

khilwat for the Batini, neutralizing Technocrats where
he’s instructed to, though he doesn’t like to do so.

[TleNe-TRADITI®NAL GAITIES

The wide range of ascetics, mystics, fanatics, and
assassins in the Ahl-i-Batin combined with the Batini
sense of discipline and Unity make mono-traditional
games a simple and interesting matter.

One of the new Qutbs could gather the Subtle Ones
from different khanates (or wherever they were) and
require them to work together for some end that would
serve the Tradition. Alternatively, the cabal could be
members of ajama’a who already act in unison. Because
of Batini subtlety, chances are that each member of the
cabal has some agenda that’s hidden from everyone
else. Indeed, unlike most cabals where camaraderie
grows with time, a Batini cabal has a distinct chance to
erode as its members become more enshrouded, and as
their little secrets strain relations with one another. Far
from being a problem, though, this offers many role-
play opportunities; Batini might try to “feel each other
out,” learning secrets about one another, only to lead to
the resentment of their cabal-mates. Similarly, they
may suspect one of their number of secretly abetting the
Nephandi, something that requires a great deal of
investigation — so who can out-subtle the others?

Batini cabals rarely have a “leader,” unlike groups
from many other Traditions; as a result, dealing with a
Batini cabal is an exercise in frustration for many outsid-
ers. Often, an individual simply steps up to deal with a
problem at hand based on expertise. If a given problem
involves, say, computer hacking, the Batini most skilled
with computers takes the lead; then, the militaristically-
trained Batini steps up when the assassination and
terrorism rears its head. To the Batini, this is just practi-
cality in action — allow the most competent to take the
reins and direct the group in times of strife.

In an all-Batini game, you have the usual option of
playing a settled cabal or a mobile one; unlike other
groups, though, even the settled cabal will probably
have only a limited repertoire of contacts and allies due
to Batini Occultation. Indeed, where other mages would
see the establishment of various buildings, businesses or
schools as a success, the Batini might only view their
works as promising if the cabal increased its distance
from the community. This is, perhaps, one reason why
the Batini are less successful in their goals than the
other Traditions; by alienating themselves from the
Masses the Batini eschew the ability to change human
thoughts and beliefs. The all-Batini cabal must find a
way to make a place for itself, to spread its outlook and
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to train new members all while evading authoritarian
notice and attachments to excessive worldliness.

[FGENDS

SHR [TIA®@AMTUT

Low on the fabled slopes of Jebel Qaf, it is said, the
greatest of the Ahl-i-Batin Horizon Realms existed, an
infinitely delightful garden where the Awakened could
discuss abstract and highly complex concepts without the
mental background noise of Sleepers distracting them.

It was within the walls of Sirh Magamut that the
Ahl-i-Batin held the meetings that led to their joining
the nascent Council of the Nine in 1466.

Not only do the Murshids maintain that Sihr
Magamut still exists on the slopes of Jebel Qaf, they say
that a number of Qutbs remain trapped there, discuss-
ing points of highly complex doctrine, until Jebel Qaf
is located and freed again.

AL-KHDR “THE GREEN ONE”

A mysterious figure thought to be an Oracle of Time
who oversees blessings, protection and the mystical

initiation of those becoming murshids. Some Batini
suggest that Al-Khidr is to the Sphere of Time what the
Khwaja al-Akbar is to the Sphere of Correspondence.

KHWAJA AL~AKBAR

The chief spirit entity of the Ahl-i-Batin, the
Khwaja al-Akbar is the agent through which the
Doctrine of Unity was delivered. It is believed that
for the brief moment of his existence, he was an
Oracle of Correspondence.

NAZDHUR-I-KHAN

The Nazdhur-I-Khan is believed to be an Oracle of
Mind. He commonly appears in Batini legend as a
seeming madman, but once the subject of the story
understands the Oracle’s wise and brilliant reasoning,
he sees the Oracle’s correctness and begins, himself,
acting “mad.”

Many didactic stories in Batini legend feature
the Nazdhur-I-Khan, who features commonly as
something of a trickster figure reminding the Subtle
Ones not to become so subtle that they lose their
mental flexibility.
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Loost CANNGON

Quote: Forgive me.

Prelude: You were born lucky. You thought your parents were
the most brilliant people on the planet. Your mother was a
professor at the University of Cairo and your father was a mystic
and an architect. You were a precocious child, and their studies
fascinated you so much that you’d much rather stay at home and
talk with them than go play with other children.

As it turns out, your parents were a bit too interesting, at least to
the powers in control. You were home the day the Men in Black came
to your house. While you still don’t remember exactly what happened
thatday, youdo remember that when that day was over, you were living
in an orphanage, and the kinds of things you used to discuss with your
parents were no longer considered appropriate topics of conversation.

You suffered with the anti-intellectual rabble in the orphan-
age for two years before you couldn’t stand itany more. You felt that
something within you was being systematically starved to death,
and so, at the age of fifteen, you left.

Over the course of a year, you had a number of small adventures
and did a number of unusual things, some of which you found exciting,
others you found distasteful. Everything you did seemed to lead you in
one direction, and at the end of a year, you found yourself in Mecca.

You were in the souks one day buying a chicken for dinner
when a bright-eyed man called you over and started chatting with
you cordially. You became friends, and over the course of several
weeks, he started talking to you about some of those things your
parents had once spoken about. The hairs on the back of your neck
stood on end. When you were able to discuss those things in turn
without sounding ignorant, he informed you that you were one of
the Children of the Unity and asked if you were willing to learn
more. You said yes.

Over the course of the next week, he asked you a series of
progressively more difficult riddles, and by the seventh day, you
had Awakened. Within a week you were in the desert learning
incredibly complex techniques for training your mind and body.

Concept: The training at Ikhwan at-Tawhid was insanely
difficult, but the murshid, Aziz Akhtar, was adamant that hard
training was the crucible that would bring you closer to the Unity
and to perfection. You saw the other initiates and marveled at their
intellect, strength and good looks. You vowed to do whatever it
took to attain that level of perfection.

You pursued your training with a fanaticism for self-mastery
that overshadowed every other aspect of your life. Aziz Akhtar
spoke with you one evening, explaining that you were losing track
of the point of the training. To give you something to think about
besides training, he sent you to perform some simple business for
the khanate and you haven’t returned since, hoping to return to the
Ikhwan at-Tawhid shaped by your personal training regimen into
one of the perfect ones like Aziz.

In the interim, you are out in the real world using the techniques
you learned at the khanate. You fancy yourself a Subtle One and try to
comport yourself appropriately, but your training was far from done,
and you're a little uncertain as to what you should be doing. So far,
though, you've raken out several agents of the Technocracy —at least
you think they were agents of the Technocracy.

Roleplaying Tips: Smile warmly to those around you. Make
friends out of strangers. When the time comes to neutralize an
enemy, make it as quick and painless as possible. Any time you are
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T'H'E ASCENSICBN

NATURE Threill- Seeker
ESSENCE: Primordial

fnnsm:u_ Demeanar: Bon Vivant

CRaFT: Ahl-i-Batin
CencerT: Loose Cannon
FACTION: Tkhwan, a?-TuwhidA

1 ATTRIBUTES
4 PHYSICAL SeciaL

; Suength ©0800 Charisma
Dexterity ®8000 Manipulation
Stamina 98000 App

99000
_____ e8eed
20000

|

TTHENTAL ~
Perception_______. 0@800
Intelligence 08000

ABILITHS

TALENTS SKILLS

09000 Crafs,
Q0000 Drive
00000  Etiguerte,
@@000 Firearms,

Alertness.
Athletics.

Awareness,

@0800 Meditanon,
Expression. 00000 Melec,
Intimidation ®0000 Performance
Leadership. 00000 Stealth

@0000 Survival

00000  Technol

00000
0000
00000
i @C000
00000
90000
00000
o8000
28000
00000

KNOWLEDGES
Academics
Computer
Costnology.
Enigmas
Investigation,
Law,
Linguistics,
Medicine,
Oceult,
Scrence,

SPHERES

E' ¥ correspondence

®0800 Life
00000 Matter
00000 Mind

99000
000060
00000

r'.wi u;‘w -'.'eri

Prime_

Spiric Q0000
Time

ADVANTAGES

WILLPEB\VEK
Resources ~ @0000 gooe@®@0OO0

000
00000 DOUUDODODOADs

MERITS ALAWS

not involved in neutralizing an enemy of the

Ahl-i-Batin, push yourself to your limits to
achieve the level of perfection that you
know you can and must attain.
Magic: There is no blade
as sharp as subtlety, and you
wield subtlety with a deft
touch. Subtle Mind Effects /
make others like you, trust ‘\
you, even love you; one kind \\
word from you they are happy to \‘.
tell you everything they know.
Correspondence allows you to know
where your target is at any given mo-
ment, and allows you to extend your
hand out to them even if they are far
away, hidden, or locked behind thick
doors. Life magic used on yourself allows
you to look like anyone and allows your
body to go places (underwater for ex-
tended periods, through a hole only
four inches wide) that it couldn’t oth-
erwise go, and when used on others. ..
it's best to think of it this way: if your
enemies should die unexpectedly in their
sleep from stroke, sudden heart attack or
complete respiratory failure — and it’s
amazing how often they do— can anyone
really say that it wasn’t an act of nature?

/s

Equipment: Hemlock powder, silk scarf
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UNIVERSITY ®F LIGHT
KABBALIST

Quote: One of the archangels of punishment is standing right
behind you. His name is Kezef. If you call me a “stupid chick” again,
I'l have him kick your ass.

Prelude: You grew up in Israel and your father was a
conservative rabbi. From time to time you heard him speaking
of angels, sephiroth and other strange and

mystical things. When you asked him

about it, he said it was nothing a lictle

girl had any business being interested

in. Every time he said that you re-
sented it more.

\"

As  you
grew

realized that what he was
talking about was the Kabbalah,
the vast body of Jewish mysticism.
You also learned that Kabbalah
was taught only to men over thirty.
During your time in the Israeli
army and later at the University of
Tel Aviv, you snooped around in
old Kabbalistic books as much as
you were able, trying to discover
the old secrets.

One day, you did. While read-
ing a passage from the Sephir Zohar
(“the Book of Splendor”), your sleep-
ing Ahl-i-Batin Avatar was roused
from its slumber and you Awakened.

Concept: With a surprising sud-
denness, it all made sense. You learned
everything you could about angels, in
part by speaking with those few that
would deign to speak with you. In
time, you learned how to make the
others speak to you as well. After that,
the world got much stranger. Not only
were there angels to talk to, but djinn,
demons, nature spirits and things yet
more bizarre. You were delighted.
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MAGF
THE ASCENSI®N
NATURE Perfectionist CRaFT: Ahl-i-Batin

ESSENCE Pattern CencerT: Kabbalist
Demeaner: Traditionalist  FacTion: University of Ligh?‘

SeclaL TTIENTAL
* Strength, #0000 Charisima SO®00 Derception_Insighttyl SO

0
©0000 M ®8000 Inelligence Culcuoting 89S0
Wics

ABILITIES
SRILLS KNG&WLEDGES
®0000 Academics_Literature $9S80
#0000 Computer 00000
00000 Cosmology #0000
00000 Enigras ©0000
00000  Investigation, 00000
00000 Law 00000
90000
00000

TALENTS

00000 Crafes

Athletics 00000 Drive.
Awateness ®8000 Eriquerte,
Brawl______ 00000  Firearms,

% Dodge 00000 Med
¥ Exprossi ©0000 Melee
Intimidacion 00000 Performance, 00000 Linguistics

b Leadership 00000 Stalth 00000 Medicine
. Streetwise 00000 Survival 00000 Oceule_.
! #0000 Technology @0000 Science

SPHERES

00000  Prime

1
¥ Veorrespondence___ #0000 Lite
L Enteopy 00000 Marcer 00000 Spiric
00000 Mind 00000 Time.

ADVANTAGES
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Others were less so. Dimensional Scientists in Tel Aviv
noted a pronounced increase in extra-dimensional activity.
That was you. They decided you needed to be taught a lesson,
and you barely survived the lesson alive. But survive you did.
You were willing to give up magic altogether, in fact, until
tepresentatives from the University of Light met with you and
asked you to become one of the Subtle Ones. You weren't sure
how subtle you were, but you welcomed the chance to practice
magic and learn new techniques

Roleplaying Tips: Your magic may be subtle, but you're a
little less subtle than your co-Traditionalists would like for you
to be. While you were reared in a conservative household, you
also grew up in Israel, where the gender disparity is far less
prevalent than it is in other Middle Eastern countries. Any hint
of sexism is likely to piss you off.

That said, your dedication to studying the Kabbalah is
absolute. So far as you're concerned, knowledge is power,
literally and figuratively.

Magic: Most of your magic consists of reciting Hebrew and
Enochian formulae that allow you to speak with angels and
other spitits. From them you have learned much, much more
about the nature of the Tellurian than you ever thought
possible. With the knowledge they’ve provided, you've learned
how to extend your awareness to increasingly distant and
strange areas of the world of Spirits. In time, it is your wish to
visit these strange places in person. In the interim, you're
content to seek out the Shekinah, the feminine aspect of
YHVH.

Equipment: Books, scrolls, Apple iMac
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AR 7@
X/ HIRLING DERVISH

Quote: Dance until everything spins together into Unity!
Prelude: On the hard streets, begging is a way of life. Some

I®N

CRAFT: Ahl-i-Batin

beggars make a habit of demanding alms — baksheesh — forsimple Al m’:ﬁ;‘,“fm ConctT: WhirlingDervish
services, such as opening doors or wiping windows. You were one P CrrencLe Dameatior: Visionary  FacTioe: Darwushim
such. After all, in a family with fourteen siblings in the heart of VY Amﬁ THENTAL N 5
Baghdad, you had to make a living any way you could! § P 29099 00800 e 000 B
One day while our begging (and looking for the occasional bit g | SoineTincleis 90990 A"‘“’“‘:B_"m" — T
to pilfer) you watched a party of whirling dervishes. Garbed only in 12 TALENTS SHLI:“ K NOWLEDGES N g
simple, loose clothes, the dervishes spun like tops to the beatof a Altncs 0000 e 99000 oo P
mesmerizing drum. One hand stretched up to the sky and the other Avwsreness et e i —r o
reached to the ground. More subtly still, the dervishes slowly Dodye O e 80000 s Pt
worked about in a circling, intertwining pattern. Occasion- o 00 berormance 00000 vy p s
ally a passerby would give the musicians a few coins in an % 3 A bt Survivl_——@O800 oo So000
alms-box, but the dervishes never stopped or applauded or j b SPHERES J‘ X

'Comspondence ®0000 Lt #6000 Pime_____ @€000
00000

changed their course. Entropy. 00000 Matter 00000 Spirit___—— !
d d b . . . d . h Forces. 00000 Mind, 00000 Tlmt______OOOOOA "
Suddenly, drawn by inspiration, you stepped into the ; ADVANTAGES {
dance. You whirled like a top, one arm high, one low. ¥ " BacrorounDs ARETE ~ Heal
Arcane _____@0000 @ # 0 0 0 00000 Brised

#0000 Hurt
W ILLPOWER Injured

09000900000 Woundd
00000 ODDODOO0DD Maulkd

You just knew there was an opening that you had tofill!
As you whirled and whirled in tight circles inside of

b Lls

larger circles, you felt an electric energy course through GUNTESENCE  iaeeraced
your body. It seemed as if Allah himself had alighted his 2°%%%, e NN 0 ALY,
finger upon you; the very grace of heaven seemed to -8 H Bentopic 00000 iy

X o

AL { g flow down from the sky and into the Earth beneath you. You
felt like a lightning rod in motion.
% ‘ * 2N After the dance ended at sunset the other dervishes explained
‘ W2 what you'd experienced. They introduced themselves as Darwushim,
f and told you that you'd connected to the power of Prime, the raw
energy of Unity; that by spinning with them you had joined in channeling
the energy between Earth and heaven. Although dubious at first, you couldn’t
2 " \ 1 7 deny what you'd felt. Since you had no meager belongings to pack, you simply ran
home to give your parents a farewell, and then picked up a new life!
After a year of whirling through many cities, you decided that it was time to go your
g ownway. The dervishes had taught you what little they knew, but if you were going to find
‘ , /‘_ deeper-buried secrets, you'd have to do it on your own.
(/ ', // \‘ Concept: An exuberant youth, inexperienced in the ways of the modern world or
. ’ the wonders of wealth — but at the same time, you do not miss such luxuries. You thrill
( " to the feeling of Prime coursing through your body and Avatar. People may think you
'@ strange, but they also respect your dedication, so you make a meager living as you
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travel from place to place, looking for... what?
Roleplaying Tips: You're jabbery, ebullient and outgoing — not at all what
most people would expect from a “holy man.” Indeed, you're still just a kid at heart. You
know better than to try to push people into becoming a dervish, but you’re more than happy to
let a few other people whitl if the mood strikes them. Overall you're caring and a little naive, not
sure what you need from life, but pretty content with what you have, except that something compels
you to go on.

Magic: You channel Prime with your whirling motions, obviously. Correspondence manifests
through your spinning as well; all locations seem to blend into one and your mind clearly manifests
everythingabout you, and you caneven move from place to place with incredible rapidity. Your Life

training comes in the form of a keen awareness of your body and your capabilities, because of your
long dance and journeys.
Equipment: Shoufa, water flask, jambiya
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PRELUDE: FIRE P&W/ER

7 G| The black splinter jet arcing across the sky
Mo above the vast expanse of hot sand was more
3 than a little unusual. Its monitoring and de-
i | tection systems were extraordinary, as was its
: § }i attack capability. It was quiet, fast and turned
& 4 0 a dime. Any unenlightened aeronautical
4l technician would, in fact, find it far beyond
57" merely state of the art. No one ever said
—— working for the Technocracy was without its
perks, and the HIT Mark in the cockpit knew better. While
some HIT Marks were simple automata, barely-aware
machinery, Rogers was of a different breed: One of the few
human cyborgs. Rogers also maintained an enthusiastic zeal
for his work that his colleagues found rather disconcerting,
but they couldn’t deny his efficiency in settling anomalous
situations straight — some said he was the best (and most
ruthless) since Brice Hill.

“Stormbase, this is Rogers. 1 have affirmative visual on
that reported destabilizing element, and | am closing.”

The “destabilizing element” zigragging through the desert
sky was a man in his thirties. He wore a long black beard,
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a black turban and an ornately embroidered vest that his
mother had made for him when he left home to take his
apprenticeship. It was faded now and, in many places,
scorched. His name was Khalil Mahmud ibn Hijazi, and he
was sitting on a carpet. Specifically, he was sitting on a blue
and white flying carpet that he had woven himself.

Inside the cockpit, Rogers was eagerly engaging the
plane’s extraordinary tracking and weapons systems. He
looked forward to this kill. Reality Deviants (RDs for short)
in the west at least had the common sense to know their place
in the paradigm and stay out of sight. Here in the Rub al-
Khali, toward the bottom of the Arabian Peninsula, they
seemed to be getting a little out of hand; or, as his father had
said about the blacks, “downright uppity.” He was looking
forward to teaching this one, at least, that there was no room

in the world for rebellious anachronisms.

His first barrage of heat-secking missiles would have
been more than enough to neutralize the RD, but some-
thing went wrong. They never detached from the wings of
the plane. Nevertheless, they exploded just as they were
supposed to.
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His instrument panel lit up like the Fourth of July sky;
the prominent color was red. The altimeter was shrieking
like a dying servomotor. The fuselage of the plane, sans
wings, was falling out of the sky like the piece of heavy
machinery that it was.

Rogers’ ejection seat triggered automatically. After the
initial blast and a short plummet, his ‘chute opened up. He
was safe, but his first thought was Shit! That was a two
billion-dollar piece of equipment. The home office did not
like losingits fancy toys. He would figure out how to explain
that later.

On his fall, Rogers spotted the RD wheeling back
around. He was developing a particular dislike for this
Deviant. Maybe it was the lack of appropriate shame. All his
other targets had had the good sense to at least repent their
dangerous and destabilizing predilections toward the end.
This one did not.

On the contrary, Khalil Mahmud ibn Hijaz's wide
brown eyes sparkled with the giddy thrill of combat tinged,
perhaps, with just a hint of arrogance. This was the first time
he’d fought adregvant — or anyone but another T aftani, for
that matter — and the excitement of being the Flame of
Truth made his heart race even as he channeled Asha
through his words in a simple chant of flame.

Rogers’ parachute burst spectacularly into flame. The
high-tech polymers of the hyalon parachute initially resisted
the fire, but within seconds the parachute shredded and
spatters of melted hyalon sizzled and fumed as they dripped
past the HIT Mark’s head.

Rogers was still fifteen thousand feet above the sand
when he started falling in earnest. He would have more than
enough time to reach critical velocity. He initiated a damage
absorption Procedure in his cybernetic legs and waited for
impact. He thought that perhaps the sand would help soften
his landing.

Meanwhile, he activated the chain gun, easing it out of
its casing in his arm. He then performed the appropriate
targeting Procedures (including a gyroscopic countermotion
to prevent himself from being spun around by the recoil) and
fired at the man on the flying carpet.

Khalil Mahmud ibn Hijazi quickly incanted an old
poem called Infidel's Laughter that sent the bullets flying
back in the direction from which they came. He was,
himself, laughing, when the grenades went off behind him.
The shrapnel bounced off him just as the bullets had, but the
shockwave of the blast caught him anyway.

The HIT Mark saw the RD get blasted from his damned
carpet. He wanted to watch the RD to make sure he didn’t
pull anything fancy, but he had to begin paying attention to
his own imminent impact.
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The sand below looked fairly soft, as sand goes, and he

noted that he was catching a serious updraft rising from the

hot dunes. Thatmight help break his fall a bit as well. He was §

very lucky that way.
Still, when he landed, he felt it.

Rogers’ cybernetic legs, rammed three feet deep in the
sand, absorbed most of the shock and immediately began
repair Procedures. The rest of him was shaken, but his
amplified endorphin flow kept him from actually feeling any

pain. He scanned himself for serious damage and was §
relieved to discover that the damage wasn’t nearly as bad as  §
itinitially seemed. After afew seconds of systems diagnostics

as he extricated himself from the sand, Rogers ran a probabil-
ity analysis and began walking to where he expected the RD
to touch down.

As he tumbled out of the sky, Khalil Mahmud ibn Hijazi
did not need to hope for a sequence of helpful coincidences
to help him survive. He did not use that brand of coward-
magic, particularly not here in the Rub al-Khali. Instead, he
called out to the spirits he had bound to his service. He called,
in particular, to the Spirit of the fierce Simoon, the greatest
of the desert wind spirits. The wizard closed his eyes as
Simoon rushed up, hot and abrasive, embraced him like a
lover and set him delicately on the blowing sands.

When Khalil Mahmud ibn Hijazi finished cleaning the
sand from his eyes, he opened them, and the damnable robot
man was standing in front of him, grinning. The enormous
chain gun was engaged and ready to fire.

The Arab stared at the cyborg and spat out words that
sounded vulgar to the HIT Mark. The Iterator’s computers
accessed the Arabic language modules, and just as he came to
the conclusion that what the Arab had said was “Kill him,” an
enormous fist the size of a camel’s hump slammed into, and
through, the HIT Mark like a wayward SCUD missile.

Blood and coolant spattered the hot sand, and the HIT
Mark’s high-tech alloy armor hung from exposed sinews like
halves of a clamshell hanging from the valve muscle.

The djinni withdrew his enormous fist and shook off the
clinging fluids. “Your every wish delights me, my lord.”

As if out of habit, the wizard replied, “As it should,” as
he took a shiny copper flask of fire out of his vest pocket. He
unstopped it and poured golden fire over the prone cybernetic
organism at his feet.

Hissing and popping ensued. Black smoke, sweet and
acrid, billowed into the wide blue sky. Within seconds there
was nothing left of the HIT Mark but carbon and slag fusing
with the sand.

The Arab narrowed his eyes as his body shook with
adrenaline and rage. “Not good enough, dregvant. While
we Weavers are a rare breed, what we lack in number, we
make up for in fire. This battle is ours.”
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ous GL@SS ARY Ashavant: Follpwer of Truth, one who uses magi‘c
hat Tafténi language and culture evolved from, and liberauy, especially in front of those who need to see it
ers consequently owes more to, the Aryans (the original most (i.e., Sleepers). o
0 Persians after whom the country of Iran is named) than “A tar: F1re. whlen refeFrgd toin its sacred sense, a}S‘?
an to the Arabs. The Taftani have, in fact, made a con- the“thought-fire Qfapurlfled mind. A common Taftani
nd certed effort to limit the Arabic influence on their metaphor for magic. ‘
language, largely because — even after 1,400 years — AtasAh:. Another (more general) word for fire, also
T and even though most modern Taftani are themselves the Taftani term for the Sphere of Forces.
e of Arab extraction — they still resent the Arabic Bundahishen: “Potential” or “Creation.” The
invasion of Persia. No one ever said the Weavers 12ftani term for the Sphere of Prime.
e couldn’t hold a grudge. Chinvat: Bridge over the abyss; bridge to the after-
The terms closest to the heart of Taftani philoso- life. “Crossing the chinvat” is also a Taftani term for a
s phy come from a variety of languages, including Arabic, final suicidal display of spectacularly vulgar magic per-
, Armenian, Avestan, Greek, Gujarati, Old Persian, formed in front of Sleepers with the intent of proving
. Pahlavi and Sanskrit. the existence of magic.
Aramaiti: A mind purified by atar, i.e., aclear mind Dahr: “Time” or “Fate.” Often used to denote the
ready to use magic (though not necessary capable of Entropy Sphere.
doing so). druj: Falsehood, including all unenlightened be-
Asha: Truth, order or righteousness; the highest liefs, assumptions, opinions and thought.
principle in Taftani philosophy. Also, the universe as it Dregvant: Follower of Dryj. A liar or evil person.
truly is, not just as humans are capable of perceiving it. Frequently a term referring to someone who knows that
(Traditionalists claim that Asha is the Taftini’sequiva- magic works but colludes with the status quo anyway.
lentof the Tenth Sphere, though the Taftini themselves Fravashi: “the animating fire.” That which allows a
disagree, claiming that the relationship of Asha to the ~mere physical being to experience Asha (i.e., the Avatar)
Spheres is more complex than that.)
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Getig: The physical, visible world. Asha trapped in
mere material. Also the Taftani word denoting the
Sphere of Matter.

Gumezishen: “Mixture” or “Conflict.” The term
for the specific sites where Asha and Druyj are in most
intense conflict. Because Taftani believe that all life is
generated by this conflict, this is also the Taftani term
for the Life Sphere.

Hamestagan: Literally, “The place that is neither
heaven (i.e., Asha) nor hell (Druj).” The Taftani term
for the Mind Sphere.

Haram: “Sanctuary.” The absolute and inviolable
truce called twice a year by Taftdni during which
attendees discuss developments in the world, show off
their apprentices and carouse.

Haurvatat: Literally, “Integrity;” referring to the
Taftani principle of direct and unhesitant action

Jashan: Magic.

Kahin: “Seer;” a Sha’ir who focuses on the Sphere
of Entropy, interpreting the battle movements of Asha
and Druj to sense how the universe is preparing to move
instead of relying on Spirits.

Magos: (plural: magoi) An Old Persian term for a
priest or user of magic. The old, original, form of the
word “mage.”

Manthra: A magical phrase repeated until it loses
meaning, at which time the Taftani believes that the
meaning has departed the realm of Hamestagan and
entered the realm of Asha, where it can affect the flow
of outcomes in the universe.

Medin: A poetic eulogy given by a current or
former Taft4ni apprentice when his master dies.

Qismat: Destiny or lot. Persian word that eventu-
ally became “kismet.”

Ribash: “Enigma,” “Puzzle,” “Resistance” or “Ob-
stacle;” The Taftdni term for the Sphere of
Correspondence.

Sha’ir: Literally “one who knows;” a poet. A Taftani
who works primarily by weaving Asha into his words
with sound, thyme and meter. Sha’ir focus predomi-
nantly on the Spirit Sphere and speak with djinn and
other spirits on a regular basis.

Menog: The Invisible World or an inhabitant
thereof (referring to Spirits in general, not necessarily
justdjinn). Also the Taftani term for the Spirit Sphere.

Vizier: An archaic term, derived from the same
linguistic root as “wizard,” used to describe anyone
making obvious use of magic, particularly the Spheres
of Entropy, Spirit and Time.

Wali: (plural: awliya) Literally, “One who is close;”
referring toafriend, relative, protector or helper. Some-
times a “saint” of the Taftani tribe. The word used by
apprentices to refer to their mentors.

Wizarishen: “Separation.” The time in the far
future, after Truth has been realized, when Asha and
Druj are eternally separated. Sometimes used inter-
changeably with Dahr to denote the Sphere of Entropy.

Zaotar: Literally “One who purifies creation.” The
term denoting the more aggressive, warlike Taftani
(compared to the Kahin).

Zurvan: “Time.” Used both generally and to refer
to the Time Sphere.

HIST®RY

" -] The bold magical style of those called the
Taftani can be traced back five thousand
years. We began speaking with the sky, the
waters and the djinn shortly after mankind
was able to use language at all. When the
first civilizations appeared there between
the banks of the Tigris and the Euphrates,
we were there as the seers and the viziers to
kings. The cowardly Batini are magical
children next to us.

Five thousand years ago, the first poet-seers (Sha'ir)
began weaving Asha, or Truth, into their words to
make the world change in accordance with their words.
When they invested time to be sure that their words
were in line with Asha, they were capable of speaking
with djinn and other spirits. Furthermore, when they
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spoke of the future, their predictions almost invariably
came to pass. Whether that was because they had
prophesied or because they had focused their will to
make their words come true none knew, but the cause
was moot when the effect was so powerful

In time, they discovered that there was no skill that
could not benefit from using craft to reveal Asha. A clay
pot could carry the weight of Truth just as effectively as
an iron cauldron or a glass bowl. Using those techniques,
the great magoi began weaving magic into everything.
Swords made by an enlightened bronze-worker could
wield themselves while Awakened sculptors, attentive
to the Truth of what they did, created statuary of stone
or clay that could walk and perform simple duties.
Carpets flew, balls of crystal showed events taking place
far away, and hollow metal rods spewed liquid fire at the
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TIMELINE ©F TAFTANIHISTORY
3500 BCE Artisan-priests of Babylon discover 331 BCE Alexander the Great wins battle of

sacred geometry and astrology d conquers Persian Empire

2300 BCE Sargon of Akkad gathers seers and CE Establishment of silk routes brings
magicians to him and conquers the Sumerians. All to contact with Wu Lung wizards of China

Mesopotamia comes under his rule. ‘ 15:BCE to 300 CE First Himyarine period
1120-630 BCE Ma’inite period :
1020 BCE Hebrews found kingdom in Palegti
996 BCE Birth of Suleiman the Wise \
.. 966 BCE Suleiman founds the city of Pa
hat is now central Syria, NE of Damascg
become a great trade center at ]unctl@
trade routes. ; )
945 BCE The 10,000 D,mn nggegs g
939 BCE Suleiman comp'f
: Solomomc Code :

930 BCE The 10,00

e Fiery Queen of
pt from Romans
ver, she was de-

@d togethef ggamsf” 5

thesn £6
- ﬁ? Death @m al-R

Empiretih
Europe agd North,Afric Me

M@
v?est%o«v

Ty

fthr wByzant;@ Ery
5 CE Fall o{@érs@ court of Artaxerxes;
f li

by the Taftam and their followers. The¥a
and warlords of these cities engage in incre
destructive battles until all four cities are blasted hundreds into the Middle East. Paradlgm ossifies.
beyond recognition and their few surviving inhabit-  Taftani begin dying from Paradox in numbers even
ants are forced to flee. greater than they die from dueling.

400 BCE to 250 CE. Petra made by Nabateans.
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bearer’s enemy. The viziers had free reign to create
whatever Effects they could effectively master.

In 2300 BCE, Sargon of Akkad gathered as many of
these viziers, seers, poets and Awakened craftsmen as
he could find. He offered them full bellies, beautiful
lovers, royal favors and power in exchange for their
assistance in a matter of some political import. No
larger collection of viziers has yet been assembled on
this planet. With their aid, Sargon conquered the
Sumerians easily and united all Mesopotamia under his
rule. Those who had wielded magic for him were richly
rewarded and given life-long advisory positions. Thus,
the tradition of the court vizier began.

Magic was not doubted then. How could it be? Every
city-state had its magician, vizier, wizard or magus. They
created great tools, great cities and great empires. The
high plains of Persia were home to many of the more
potent masters of Asha. Their clarity was such that they
were capable of creating unlimited wonders and reality
flowed to change in accordance with their will.

Spirits were more revered in those days, and they
were quite confident of their importance. The djinn
were far more arrogant than they could ever be today.
They behaved as if they were herders of men, prevent-
ing us from inhabiting lands they didn’t want us to

While the Hebrews had their viziers, they were less
adept at craft-magic and most of their mages were
content to deal with spirits and manipulate the world
indirectly. Among these magicians was a brilliant young
man named Suleiman.

Suleiman was, among other things, an explorer, a
brilliant will-worker, and, ultimately, the king of the
Hebrews. The list of accomplishments and virtues is
lengthy. The most important among them are the found-
ing of Palmyra and the discovery of the Solomonic Code.

SULEITIAN THE \W/ISF

By all accounts, the greatest talent of the man who
would become king of the Hebrew people was his ability
to attend to detail. His knowledge of human nature was
both famed and respected, and when the spirits and
demons of the wastes began plaguing the cities he was
responsible for, he turned his keen insight on djinn
nature as well.

His work with spirits had shown Suleiman that
most spirits were consigned to play a specific role with
respect to humans. Some were adversaries, others were
helpers and still others were simply entities assigned to
oversee a particular natural phenomenon. Suleiman
reckoned that these spirits didn’t perform those specific
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inhabit, and demanding sacrifices of everything from
wheat to children.

The will of those who could perform magic was pitted

PRI,

duties of their own accord but, rather, had simply been
tasked with them as part of some heavenly order.

After questioning several spirits with regard to I

against the will of the djinn, and the results were mixed.
Some among the djinn were willing to serve humans;
likewise, some humans were equally willing to act as
lackeys of the djinn. Beginning with Sargon’s gathering of
seers and spirit-binders, the conflicts between the Menog,
or Invisible World and the Getig, or Material World, were
slowly becoming more frequent and more violent.

After nearly two millennia — take a moment to
ponder how long that was — of increasing conflict
between the viziers and the djinn, open and violent
hostilities broke out between humans and djinn in 945

what they did, Suleiman ascertained that most of them
had no ideawhy they did what they did. When he asked
anature spirit to perform the function of a hearth spirit,
however, it was unable to do so. Slowly, he realized that
Spirits were bound by laws they did not know and could
not perceive. In time, he codified many of these, lead-
ing to a vast advantage for mages when dealing with
djinn in the visible world.

While Suleiman himself was more Hermetic or
Chorister in outlook, the Taftani were the true benefi-
ciaries of his work, and it is they who have preserved the

BCE. Djinn wrecked human cities, slew miracle work-
¢ ers, diverted water from cities and, with illusions,
h diverted supply caravans into the wastes of the desert.
They hadn’t given any thought to the notion that any
human spellbinder might learn to master them. That
was their arrogance leading them into a trap.

The Hebrews had been doing what they could to

many versions of the Solomonic Code and they who
have used it most extensively.

PALITYRA :
Suleiman founded the great city of Palmyra as a trade

city between the Roman and Persian Empires. For cen-
turies it was controlled by Taftani viziers who kept peace
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. = establish themselves in the ancient Middle East. They with the threat of magic. With time and infighting, the
“#i+, ¢ founded a kingdom in Palestine and from there spread  mages who once kept control over the city and kept it
k uf out through the region and founded cities throughout firmly within the Persian Empire disappeared. Most of
{ :

- Palestine and Israel. them had killed each other in duels over small slights.
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By 160 CE, it had fallen into the hands of the BCE., For years afterward, it was the favored spot for the
to Romans and their Hermetic enforcers. Kahin to hold court and get paid for their divinations.
m 1 In267CE, however, the very fiery Taftani, Zenobia, The city went back and forth between Persia and
_Ed ‘ took the city from the Romans and began annexing Rome for centuries, but in 235 CE, it ceased being the
G | territory left and right. trade city it once was, and for seventy years it became
Zt : She stretched too far. After trying to take land from  aholy place of the Kahin. Haunted and strange, others
I | Rome, AureliUS and a strike team of Roman magi avoided it, until the Christians invaded in 297 CE.
; captured her and destroyed the city. She was the last  They let it fall into disuse and abandoned it.

Taftani mage to rule anything. For years a vampire lived there until a force of

Kahin fell on Petra, ousted the vampire and his spirit
( v P ETRA servitors and made it theirs again in 2001, a sign that

Petra, called the rose-red Ci[Y for the stone it was the Taftﬁni aren’t quite as finished as they mlght seem.

carved from, was established by the Nabateans in 400

GEGPBLITICS
| While the popular notion may remain @UT @F SIGHT)

4 that the Taftani are gone, or at most con-

fined to the Middle East, this isn’t entirely @UT 69': mIND
true. We've had our hooks in the spread of

a global community. Granted our home- We
lands remain, well, home, but one never

You don’t really know what to make of us, do you?
aren’t quite your noble, long-suffering Tradition

t‘..&y S

mages, and we're not just your Romantic desert no- *° |
knows where Asha might show itself. mads, either. We are the rats and the cockroaches of the N 5
magical world. Our penchant for thinking, showing ~ 2
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and acting with utter adherence to Asha makes us
repugnant to the lapdogs of disorder and falsehood. We
are stomped upon repeatedly, and yet we never die. Not
only can we survive in the harshest environments but
we make a point of doing so on a regular basis. Any
setting where the beliefs of the common people haven’t
been usurped by the Technocrats works for us. If that
means that we have to establish our homes in places
others consider inhospitable, so be it. When you have
the freedom to use it with impunity, magic makes any
place comfortable. Part of becoming one of the Tafténi,
you have to understand, is learning to cultivate a
certain amount of shamelessness about when and where
magic is practiced. Quaking, shivering timidity will get
you nowhere. We are born crying, the pains of life keep
us in tears, and when we have cried enough, we die.
Pain and death are foregone conclusions for most of us;
the only thing that varies from life to life is the degree
of shamelessness you get to exhibit in the interim.

We’re not as common at the moment as we have
been at other times in history. The most recent of our
golden ages is now over a thousand years past. Places
where we were once found we are found no longer, and
places where we were strong we are all but gone. But
everywhere we have been, we have left remnants of our
presence, and you can find them still if you but seek
them out.

At various times, we have been the dominant
presence in countries whose modern names you don’t
even know and perhaps have never heard. Of course we
thrived in Persia, now called Iran; of course we were
numerous in Arabia, in Syria, Jordan, Iraq and Turkey.
But at various times, we were the masters of dozens more
lands, many of which you couldn’t even find on a map.
Taftani palaces have floated above the mountains and
deserts of Pakistan, India, Bangladesh, Israel and Egypt.
We have commanded spirits and performed acts of
Jashan in Bulgaria, Greece, Armenia and Azerbaijan.
Even today we can be found in the mountains and wilds
of Afghanistan, Kazakhstan, Kyrgyzstan Kurdistan,
Uzbekestan, Tajikistan and on the island of Cyprus. We
have woven, forged and composed our magic as far east
as Kashmir, Tibet, Mongolia and the mountains of
western China and as far west as Spain and France. In
Africawe have been the predominant magical presence
in Mauritania, Western Sahara, Morocco, Algeria,
Tunisia, Libya, Egypt, Sudan, Eritrea, Ethiopia and
Somalia. Are we still the masters of all these places?No.
Do not take this for our death knell, however. We're
not ready to die out just yet. On the contrary, we are a
conflict-loving people, and these are conflict-rich times.
We remain plentiful in the out of the way places, the
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unwanted places, the poor places that remain uncon-
quered by the dregvanti of the Technocracy.
Practitioners of TaftAni magic can now be found, among
other places, in North and South America, in Spain, in
Russia, in India and in numerous Middle Eastern and
African countries. Where sand and scorpions can be
found, so too can be found the Taftini. Where bandits
and lawlessness prevail, so prevail the Taftani. It is not
national borders or continental demarcation that de-
termine where the Weavers are found. More than
anything, TaftAni whereabouts are dictated by where
we can get away with performing magic. Open spaces,
thinly populated, appeal to us. The appeal is height-
ened if the region maintains arelatively hot, dry climate
year round. It's not as though we couldn’t live in cool,
wet climates, but, with a few notable exceptions, it
simply hasn’t worked out that way.

Ah, I see. You're confused. You hadn’t heard of us
before, and you're wondering how we could have avoided
the spotlight for so long. Do you think that you know
everything that takes place on your planet because you
listen to the radio, watch your television and read the
paper! If you do, you are being played for a fool. Nine
out of every ten journalists is a puppet, and if there is no
news breaking, no money changing hands, no little war
or rebellion, then your journalists, your soldiers, your
agents provocateurs, will not be there bringing it to you
live. At any given time, more of your world is dark than
is illuminated. And the one thing you can adamantly
count on the Technocracy preventing you from seeing
is the one thing we do best: magic.

So, naive one, remember this: Just because there
are no roaches on your counters does not mean that
they’re not swarming through your walls.

\X/HERE W/ E ARE

We are everywhere in the lost places of the Middle
East. There is no lack of deserts, of mountains, of waste-
lands where civilization (and thus the Technocracy) has
not come running in. There’s no need for me to go
country by country, when I can sum it up like this: If
there’s a wasteland, we're there. It is not borders that
contain us, but civilization. We're in the lost places of
Pakistan, Syria, Iraq, Jordan, Israel, Egypt, Sudan, Arme-
nia, Azerbaijan, Algeria, Morocco (in the High Atlas
Mountains), Kurdistan, Nigeria, Tajikistan, Bangladesh,
Cyprus, Uzbekestan, Kazakstan, Kyrgyzstan, Kashmir,
Tibet, Mongolia (there are fewer of us near China since
the Chinese are very aggressive about being rid of their
visiting viziers). Need I go on? You get the idea.

It is thought that we are dying out, that we are a
vanishing breed, but I sometimes wonder, if you took all
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the Taftani in the Middle East, mightn’t there be more
of us than some of the odd, but more visible and more
organized, Tradition mages? Time, I suppose, will tell.

ARABIA: THE RUB AL-KHALI

There is no doubt that the Rub al-Khali is one of
the places we are strongest. While our enemies, includ-
ing the Muslims and the arrogant Technocrats—may
their souls roast on a spit in hell—have pushed us into
the wastes at every turn, we are now the rulers of the
wasteland and our enemies are not welcome here. In
thisplace, our magic and mastery of the djinn assures our
superiority. Do not believe that the arrogant Techno-
crats—may their souls roast on a spit in hell—have not
tried to make incursions

Within the Empty Quarter, the paradigm is not
theirs, but ours. Reality will not burn me because I fly on
acarpet, because I call down fire from the sun or because
I'catch storms in a bottle. And it’s amazing how often
your precious technology fails out here. Sand chokes
engines; lines go down; batteries go dead. No connec-
tion. Djinn are as free as the other desert vermin to roam
as they please and misguide and deceive whom they will.

The Simoon—that poisonous, hot and raging
spirit—is, perhaps, the most effective guardian of our
kind that there has ever been. It is that spirit that
Tafténi apprentices training here learn to appease first
and the first we summon when we are in need.

If any one area could be said to have any sort of
significant population of Taftani, this would be it.

IRAN

Iran was the birthplace of the Taftani, and though the
modern Shi'ite nation bears no resemblance to the Aryan
Persian Empire, many Weavers still reside high in the
Zagros Mountains and deep in the salt deserts to the east.

AFGHANISTAN

Okay, I'm going to tell you all about Afghanistan.
Assume that I'm being very general in my definitions.
I'm talking about the whole of the uncivilized region
that runs through eastern Iran, Afghanistan and Paki-
stan. And what I say about this region also applies to
most of those other places where the Taftani have
established themselves, so if you want to know who we
are and where you're likely to find us, pay attention.
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‘ After the Rubal-Khali, the place where the Taft4ni Otherareas of the country, notably the Khyber Pass | w
- have had their greatest successes in recent years is that leads from Kabul to Peshawar and the Towr Kham [ T
\ undoubtedly Afghanistan. Afghanistan haslongbeena region are controlled by the mujahedin and constantly u

stronghold for the Weavers, but in 1978, a toady to the  trading hands among a number of less powerful Weav- st

4 - West named Noor Taraki tried to bring in the Soviet ers, most of whom are former apprentices of either ‘:’11]

g Technocracy. There was a glorious conflict during Dostum’s or Afridi’s.

| !; which the Taftani did the unthinkable — worked Nor does our presence in the region stop at the t

g | together against a common enemy. For years, the local ~ Afghani border. Taftani pocket warlords are nestled S
paradigm was neither Mystic nor Technocratic; it was throughout the mountainous regions in both Pakistan

e Destructive. Any sort of destructive Effect was coinci-  and Tajikistan. ]

dental, and the Weavers reveled. Djinn wrecked tanks, The northern section of Pakistan, called the North- | )

lightning bolts detonated munitions storage bunkers yest Territory, is wild and mountainous, and the Sind ~ § (

p and chaos reigned supreme. Taftani warlords led tribal 34 Balochistan Provinces in the south compose an z

S war parties cglled lashkari agains.t.their f?e§ to great  enormous wasteland; the Taftani did not need a written ]

(M-  ecffect. Evenasingle Lashkar comprising Taftini, consors,  inviration to set up housekeeping. Outside the rela- :

djinn and allied mortals could pick apart Technocratic tively civilized eastern portion of the country, not

i £ forces like a piano wire garrote slicing through soft  uch of Pakistan is Tech-friendly. At the same time, |
. flesh. The results surprised even the Taftani. the fine ladies and gentlemen of the Technocracy do
£ The Syndicate pumped 3.3 billion American dollars  what they can to keep Westerners out of the “dangerous
e and untold billions of Soviet rubles into what the tribal areas,” lest they see something their delicate
I Technocrats expected to be a mop up operation. Thir-  Western eyes shouldn’t. Taftani wizards dueling it out
AWl  teenyears and thousands of deaths later, in September  from flying carpets, for example.
PR of 1991, both Technocratic powers signed a treaty to
WCEE  stop meddling in the area. TURKEY
;,: ' Since that glorious victory, most of the country in Western Turkey is a bit overly civilized for us,
M IH  the south and the west has been taken over by funda-  Which is to say, the Technocracy has been building up

| mentalist Muslim army called the taliban. While a there for a while. You can still find us here, just look to
si i, ! western mage could mistake the taliban — who wear the eastern half of the country.

black clothing, black turbans and dark sunglasses — for
Men in Black, such is not the case. They're staunch foes NORTHERN AFRICA
of anything that weakens faith, including technology.

. , )
: I E On the other hand, while members of the taliban are fgr our}slel\cfles. We rfe fon;il of OX; §011tude, ancilat tbat
unswervingly Islamic, they are not suicidal. For thir- M€, the deserts of northern Alrica gave us the quiet

& % teen years they fought alongside the Taftani lashkari, a?d pri;/lacy we ?eﬁded to‘mastfarlvihe (.ij inn. Vg;’re all
4L’ andtheyknow what the magi are capable of. So long as aS o}?g ¢ I\?I top © ;j co.nt_lFer}t.. f‘_ l];rlta]r; 12, Se s(tiem
the Weavers are content to keep their anti-Islamic 20ar, V10rocco, Algeria, funisia, Libya, Egypt, sudan,

In the golden age of the Taftani, we needed space

#  opinions to themselves, the taliban is content to leave Eritrea, Ethiopia, Somalia. If it's uncivilized, we're
. ‘ them alone. The Weavers’ mortal associates, called the there.
“™Ml = mujahedin, “holy warriors,” on the other hand, are not @DTHER PLACES
, ' 50 lucky. The interminable skirmishes between the
taliban to the south and the mujahedin to the north take
their toll on both sides. Unless the taliban gets overzeal-
ous, the Taftini are willing to overlook moderate
e mujahedin casualties in the name of maintaining what
¢  passes for peace here.
iof

Twoof the greatest Taftani warlords, Rashid Dostum

A smattering of Taftani have settled in the West-
ern Sahara, particularly in the northern regions of
Mauritania and around the Atlas Mountains of Mo-
rocco. While tantamount to banishment, it’s nothing
they’re not used to, and it grants those anti-social magi
the freedom to ply their magic as they choose without

O -es interference from the Technocracy, though large enough
' and Haji Ayub Afridi, control large tracts of the coun- displays may be picked up on satellite, prompting teams

try (and the paradigm therein). Dostum is masterof the ¢ Technocrats to go in and institute Reality Defense
Mazar-i-Sharif city/region in the far north of Afghani- (.- cuvers (or RDMs for short).

o stan and Afridi and maintains a large sanctum in
-

| W b limited to the pl h
x . Jalalabad in the northeast, just east of Kabul. € are by nO MEAns [mItea to the praces where we

are strong. Nor do we play the role of warlord every-
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 where we settle — that’s a side effect of circumstance,

not the nature of the TaftAni. We just adapt as we need
to. We may be arrogant and stubborn, but we are not
stupid. We see as clearly as anyone that circumstances
are conspiring to wipe us out if we do not take bold steps.
Those steps are being taken even now, and they are
taking us to Spain, to Mexico and to America.

SPAIN

A great experiment many years ago landed a num-
ber of Taftani in Spain. During the Crusades, the
Muslims were happy to have us as allies—so long as the
Christians remained a threat. The results of that alli-
ance were only moderately successful. The southern
rim of Spain was, at one point, relatively thinly settled,
and the Muslims were rather less zealous than they are
now; Weavers could practice their magic without fear
of discovery, or at least without fear of serious conse-
quences. Then the Reconquista swarmed down,
expelling the Muslims and us with them. When the
Spanish zealots launched their Inquisition, many of our
number were scrutinized too closely for their own good.
More often than not it wasn’t the Inquisitors who killed
them, but the bite of their own magic once the Scourge
arose. Things just got worse when the Scourge gave way
to Paradox. The climate of Spain still suits us fine, and
the swarthy complexions possessed by most of our
number do not draw undue attention there. A handful
of Taftini reside in Spain, scattered from Cadiz to
Algeciras to Granada to Cartagena and all along the
Costa del Sol. We tend to live in the mountains, and
sometimes in the mountains, which are there filled with
extensive cavern systems. It is the curious we seek to
avoid, so we stay outside the cities.

[MExIC®

While there are not a great many Weavers there
yet, the state of Chihuahua in Mexico offers us all the
solitude we could want. Mexico isn’t a place for flashy
magic — anything that draws attention invariably
draws other things that watch from the seedy cracks —
butit’salso not the height of media attention. The clash
of poverty, government and apathetic underworld ele-
ments means that another squalid stranger goes
unnoticed, while the perversely suppressed economy
means that the Technocracy pays far less attention to
the country than it does to much of the rest of the
Americas. And, of course, it’s hot. What more could a
Taftani want? Secluded, grandiose estates, privacy and
a willing populace....
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THE PRICE ©F FREEDOIT

Taftanivalue their freedom overall else. When
they refused the invitation to join the Council of
Nine, it was to protect their freedom. Likewise,
freedom to use wild and vulgar magic — in their
eyes, the freedom to tell an important truth — is
more important to them than health, than safety
and far more important than stability or the accep-
tance of others. ‘

The Taftani hold that t
to avoid being drawn int
options are limited, or e
This isanotoriously diff

secret of freedom is
ations where their
itary.

tpath to tread, and
e Taftani struggle

the more valuable self and hls kind.

For this reason, Taftani apprentices are re-
quired to become polymaths, mastering a handful
of secular trades in addition to their study of the
Spheres. Weavers typically have a wide range of
skills that may include storytelling, blacksmithing,
soap making, herding camels, poetry, speaking,
brewing, begging, hunting, law, medicine, transla-
tion and, of course, weaving. By developing a
myriad of skills in this way, the mage insures that he
doesn’t rely on his magical abilities to the detri-
ment of all others.

THE UNITED STATES

If ever a country has called out to the Taftani, it is
Anmerica. Brash, powerful, arrogant — all of our own
traits we see reflected in the national temperament of
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that land. While the legendary Black Shaykh may be i B bli
\rxJ  2ble to control his temper and hide his light well THE TAFT AN GEDS ap|
A= enough to live in New York, there are more Weavers in One of the few threads uniting the Taftani is W
/ the Southwest than anywhere outside the Empty Quar-  their utter disdain for monotheism. The Taftani rat
{i ter and Afghanistan. We find the hot, dry expanse of  view of the Spheére of Spirit is all the proof they wi
o.M land between LidO, Nevada and Barstow, California to need of an animistic world. They do not doubt for ch
\| [l meet with our full approval. There are few enough  a second that gods and spirits inhabit the world
~ * Sleepers living there that we do not feel pressed, and  around them; and the notion that there is only a kr
r those whodo live there are used toseeingodd thingsand  single god is nothing short of ludicrous to them. at
e are polite enough not to inquire into our business The Weavers catalogue spirits and gods associated as
4 . provided we do not inquire into theirs. with a myriad ofgplacas,thgs and phenomena, if fc
Q And while the Subtle Ones think New Mexicois  for no other reason than to know'the names of the d
b4 theirs, they are mistaken if they think they are alone.  “#ibeings they're ordering about (or, less commonly, A
- The vast portion of American Taftani owe their ffeSPEthully reguestmg favog(@. Of the thousands €
v presence in America to one of the foremost unwitting ‘that figure promi-
:s ‘ agents of the Technocracy: Henry Ford. g of the more potent g
’ . In the early part of the twentieth century, right pagricularly sacred.. T
;7‘ (4 around 1910, Ford needed labor for his automobile plants ftam is Orhmazd s
/. in Detroit. He found it in the Middle East. He brought in i ¢
— tens of thousands of workers from Yemen, Qatar, Oman, ¢
T Syria and a handful of other countries. There were far ]
R more Ahl-i-Batin in that force than Taftani, but some of 1
i .f' us came over too. It opened our eyes to a whole new |
DAL continent. Where that goes remains to be seen.
= |! BELIEFS
= 1k CREATION
i-i. " We don’t particularly focus on what was or how
. % things came to be. We're more concerned with how 1
KM 3 things are now and how we might get ourselves out of 1
o%  the corner we’re in with the Technocracy. Let me put 1
I ' it to you in a nutshell: the universe as you see it is the
r‘& ; product of the primal struggle between Asha (that is,
i, N Truth and order) and Druj (falsehood and disorder). i
K { Theuniverse, therefore, is conflict made manifest. The 7
A ‘ places of the most intense conflict are those places : 3
m .. where the universe is so agitated that it creates living tohave seducedOrhmmito gethlmto tellh'éthW the 3
k% things. Life, therefore, is conflict squared. great conflict between Asha and Druj ends, and when 1
' .I . In time, Asha and Druj will pull apart and the she was subsequently overgome by gutlg, she confessed 1
' JI™  universe will cease tobe. There'sa long time before that i ]
r: =+ happens, though. repkﬁd “I know, but I needed you to do exactly that so ]
v . you might tell the Kahin what you kriow. ]
v H TH’E G%D @F PL'ENTY The least revered of the four pr1nc1paldelt1es of ]
5‘(} N Among the greatest goods known to mankind are  the Taftam is Hubal whose name translates vari-
I\ !‘T hospitality and comfort. If one does not possessat least the ~ Ously as “vapor,” or “spirit.” One of the many
Bt potential for the latter, offering the former is decidedly =~ reasons the Taftani have so litdle love:for the
a more awkward. The greater the state of hardshipinwhich ~ invading Muslims is ' that it was originally Hubal ]
il ;¢ one lives, the more precious and coveted will be the joy who was worshipped at the Ka'ba in Mecca, and the
ul, associated with its absence: comfort. With rare excep- followers of Islam simply moved in and claimed the ]
|, - tions, the Taftani are a desert people. We know about sacred place for their one arrogant and pushy god, ]
-,C ) . hardship. We know about heat and thirstand about being ~~ Whom they called Allah. ]
' Y 1 .7
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blinded by sand in the eyes. These things we learn as

apprentices (if not earlier) when we are at the mercy of the
world. Once we complete our apprenticeship, we join the
ranks of those who can command the world around them
with theirwill alone. After that, I can assure you, we donot
choose to suffer hardship any longer.

[ have been one of the Taftani for five decades. I
know, or at least know of, as many of my kind as anyone,
and I can tell you with great certainty that there are no
ascetics among the Tafténi. We do not value hardship
for hardship’s sake nor do we romanticize suffering. The
desert forces us to be very pragmatic about such things.
Asceticism is a luxury of the unchallenged; in anyone
else it is simply called hardship.

Those Taftani warlords in the mountains of Af-
ghanistan I mentioned? Their abodes, one within a
mountain and one simply rendered invisible by a djinni
servitor, are some of the most luxuriant and comfort-
able I've encountered.  have enjoyed the hospitality of
each once. Met on the outside, in the chill of the
Khyber pass, for example, both have the weary faces of
battle-hardened men. Their beards are gray and their
hands resemble devices of leather stretched over cord.
Meeting either of them you'd swear they’d lived every
day outside, and without the assistance of magic. How-
ever. Within their respective palaces — and I use the
term deliberately — they become gentlemen of the
most extreme leisure.

Dostum’s lair inside the mountain looks as though
he stole the hanging gardens of Babylon for his own use.
The place is a jungle with waterfalls pouring into
perfumed pools, parquet floors and walls of aromatic
hardwoods and it is not small. There is ample space for
his innumerable wives, children, grandchildren, con-
cubines, servants, djinn and pets. Dostum, obviously,
defies the usual image of Taftani-as-hermit, but he’s not
the only one [ know who does so to that extent. Afridi,
[ think, exceeds him on that account.

Afridi’s massive home in Landi Kotal is decadent.
He has built it as a temple to Asha and to all the things
magic can do. The only reason he can get away with the
enormous level of vulgar magic here is that it’s far from
any kind of Technocratic stronghold and he has it
warded to high hell against trespassers and voyeurs. A
sapphire-lined swimming pool heated by a captive fire
elemental epitomizes the kind of place he has created
for himself.

His retinue numbers in the low two hundreds, and
they include all kinds of apprentices, mage wanna-bes,
spirits, seers, mediums, gunmen and thugs. Despite being
a devout megalomaniac, Afridi does a very good job of
making things comfortable for those he supports. I find it
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\¥HAT, ARE THEY STUPID?

The Taftani are not stupid. They do not rail
blindly against the Technocratic paradigm, they
simply remember how things used to be, or, more
accurately from a Weaver's point of view, how
things are supposed to be. Taftani culture dictates
that they are entitled, as one of the oldest continu-
ous magical traditions, and through the skills that
they painstakingly develop, to inflict their will
upon the world.

In the Taftani'’s eyes
content themselves with ush
are dregvanti, desecratd 5
dupes and unwitting alli

willworkers who
oincidental magic
, assimilationists,
the Technocracy.

the consequences to the Weaver in question are
much more destructive.

Toward the end of their lives, after they have
finished training their last student, many Taftani
masters go to highly public places, full of Sleepers,
and perform their last great Weaving as a sort of ,
retributive strike against the status quo. While ,g
many mages, the Batini in particular, believe this
to be pointless and little more than a messy suicide,

the fact remains that the Wild quarter hasyet to fall 4 ﬁfgi
to the Technocratic paradigm, a state of affairs the IR e .
Taftani claim loudly to be their doing. ’ )
Taftani who die in the pursuit of great magical j n g
workings (or in combat with the forces of the "’ ﬁé%“
Technocracy) are considered martyrs. : Jsﬁ
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ironic that the man with the most anti-social career in all
of Taftani-dom also happens to be the one who actually
seems to be able to cooperate with others. Go fig.

Whereas Dostum is something of a family man,
Afridi lives like the sorcerous drug lord he is.

All the Taftani I've known have had a deep appre-
ciation for comfort and the trappings of wealth. Qur
homes, whatever form they take, are invariably solidly
built, (which is to say, a column of tanks couldn’t take
one out), sumptuously appointed, and warded to high
hell. My own home, which is not in the Empty Quarter,
I might add, is a self-contained paradise. The walls are
hand carved scented wood. The vaulted ceiling is
alabaster inlaid with turquoise. The air is perfumed
with musk and myrrh and silk pillows full of crushed
rose petals are strewn about for me to sit or lie upon. I
command a retinue of djinn who prepare my food, draw
my bath, repel unwanted guests and play backgammon
with me should I be in the mood.

Just because we're allegedly barbarians, don’t as-
sume that we don’t know how to live well.

HEALTH AND W/ ELLNESS

To a Weaver, health and well-being are both func-
tions of living in accord with Asha. In theory, cultivating
atar and acting in accordance with haurvatat assure the
Taftani health and long life. Outside of that, nothing
else is called for.

Oddly, this approach seems to work. Taftani aren’t big
practitioners of Life magic, but, duelingand Paradox aside,
those Weavers whostrive to live in accordance with Asha
typically live extremely long and healthy lives.

TAFTANI ASCENSION

We do not share this notion of Ascension that you
seem to have adopted from the Traditions. It has no
point. An epiphany so subtle that it is missed by
blinking one’s eyes to keep the sand out is of no use to
us. The only glorious end goal that I would say all
Tafténi strive toward is the universal acceptance of the
magic that is our heritage, the utter servitude of the
djinn and an end to Paradox. Those are the goals with
which we task ourselves.

The so-called “war” you have waged for magic has
been notable only for its utter incompetence and for the
degree to which you have done your adversary’s work for
him. Your precious Traditions have done nothing but aid
and abet their own undoing by making secret and shame-
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ful that which would have been your salvation. The
moment magic became anything but a common feat, it
should have been every wizard’s goal to work as much
magic as dramatically as possible to show the untalented
that just because its workings were beyond them, it need
not be consigned to the realm of impossibility. Is that
what you did? No. From its very beginnings, you took the
Scourge, and then Paradox after it, as an excuse to deny
that part of you that is most competent in the world. You
feltalittle pain, took a little slap on the wrist from reality
and bowed your head in shame when that was your cue
to work bigger works and thereby dredge the narrowing
channel. You did not do that. The Taftani? We did that.
We wove tremendous magics to contain the 10,000
Djinn Plague. We constructed the most magnificent
cities, the most lavish and ornate cities for our poet-
sultans. When the Devil Kings raged across Arabia, who
was raining down fire and scorpions upon them from
flying carpets? That was us. And when the Scourge began
giving a bite to magic, we proceeded as we always had: as
wizards, seers and honest men. Many are the names of
those great Weavers martyred for magic, but since when
has serving on one’s knees been preferable to dying on
one’s feet?

And today, by Orhmazd and Manat, we continue
just as we always have, though fewer in number and
more cruelly harried. While our greatest workings would
bring us death today in one of your great and barren
cities, we are still the masters of the Rub al-Khali.
Through great sacrifice, we have made sure that those
who live near the Empty Quarter know, and I mean
truly know, that magic exists. Our elders regularly go to
the populated edges of the Rub al-Khali and perform
great works —sometimes at the cost of their lives —just
to show the ignorant that it can be done. But their
martyrdom has succeeded where your much-vaunted
subtlety has failed. Within those great expanses, we still
have the power to make carpets fly, to command the
raging sandstorm and, as is our heritage, to command
the fractious djinn. Now we are pondering how best to
bring our Weavings to the masses of unenlightened
who swarm across the world. I like to think that some
great and aged Taftani master will enter Jerusalem,
Riyadh or Isfahan and perform a public Weaving of
such enormity that the world will be denied forever the
luxury of their disbelief and never again doubt the
existence of magic. If such a thing has not been done by
the time I reach my senescence —if I reach senescence
— you can bet that that wizard will be me.
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TRADITI®NS

_ Noble champions of Truth and Magic
| in the modern age?Or cowards so ashamed
of what they are that they dim their flame
almost until it goes out? We are
underwhelmed. I say this: if you’re going to
flame, my brothers, flame brightly. The
mighty wizards of the Tradition Council
have been reduced to making their great magics look
like lucky accidenits, and by so doing, they have become
€ betrayers of magic. Yes Paradox hurts, but that’s no
s; flagrant magic.

ho are these Traditionalists, anyway? Look-
gatithem these days I'd be inclined to say they were
arather hopeless lot. No wonder the Technocracy is
shing them. gl

me we have encountered, some we have not.

S6HS OF ETHER AND V/IRTUAL ADEPTS

" Some of hese so-called “Traditions” are so well
established thag they go back all of, what, a hunared
years! That’s not a Tradition, it’s a phase. e

CELESTIAL CHORUS

Themonotheists? Oh, please. The verynotion that

i ingle god is so ludicrous that it strains
stupid when the Hebrews spouted it,
en the Christians spouted it, and when
tit,notonly is it stupid, but the fervor
ot takes the whole stupid concept to
vels of rabidity. Mondfﬁeismis« much too
in the sweet fullness of life’s experience.

ointing are the Hermetics. Theirs was
ble consortium, if a bit on the stiff
osee them brought to thisnew low
may be more of them than there
have not shamed our noble past.

They were noble op
made it clear that we were
they met us in combat and ¢
Where once they we
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red he knows it, but when
] tell you that. You
aclouded mind. If
nsanity and intoxi-
; any cause, no less the
noble cause of Truth. If you cannot focus enough to
speak a coherent sentence, how can you hope to chan-
nel your will suff; ly to act decisively or perform
magic? The very concept is ludicrous. It’s like claiming
youwant to build afire and then promptly throwing the
wood intoawell.

TECHNGCRACY

p .

eywere like us. They were
 goods through which to

 others éﬂs!wélliﬂThey’ve won the
they can keep human inspiration
able. When the time

war, butf
in chains?

] es of which they've not
seen, and we h nacle of human

achievement that

NEPHANDI

We found them repulsive before the Devil-King
Age and we find them even more so now. There is no
depravity they will not willingly sink to, no filth they
willnot hold close to them in the pursuit of power. They
are the high priests to Druj, the soldiers of disorder,
Falsehood and injustice. Where we are light and fire
and truth, they are darkness and slime and lies, Beware
their filthy tongues. ‘

ITIARAUDERS

In the kingdom of the blind, they call the sighted
man mad. To our way of thinking, madness is not so
high a price topay for Truth. We revere these so-called
Marauders for their willingness and ability to reveal
Asha at any time and any place they see fit. Even more
than we, the Mar ¢ in the forefront on the War
for Asha and jasha other hand, they really do
seem to be utterly lacking e clarity of mind that we
value so highly. While our weaving has helped us

CHAPTER Twe: TAFTANI 71

A A R :l P
REAE PONET R o
T 5; - soxe W

»

‘5
Pl
‘! g
H

H

3! Eh LI

. : il
;i’*’.i: ’f;iﬁ‘ .
ol I :

§ g




." w4 fan

/7

[ 3
I )

3 f'le"‘ﬁr;‘\':‘ﬁ; ]

balance Truth and the realities of the modern world,
they have no such focus and they perform magic with
no discernable point, and using Asha for questionable
ends is just as reprehensible as avoiding its use alto-
gether. Revere these mad ones, suppott them if you
believe in what they're doing, but if their lack of clarity
and focus makes them intolerably dangerous, try to
nudge them to where their mad exuberance will do the
most damage to the enemies of magic.

V AITIPIRES

We are both repulsed and impressed by these clever
ghuls. That such foul creatures have managed to thwart
all efforts to eradicate them gives us hope that our own
struggle to adapt to the modern world (or make it adapt
to us) is not hopeless.

That said, they are such clear servants of Druj that
we cannot suffer their existence. What luck, then, that
fire, our favored tool, is so effective against them.

CHANGERS

Most of them seem tostrive, in their own misguided
way, toward Asha, but we don'’t see many of them. It’s
better that way. The games we play seem to be a bit

rough for them. Those changers who have fallen to
Druj, on the other hand, are dangerous and foul. On the
bright side, they burn readily.

HUNTERS

The newest soldiers of Falsehood have only ap-
peared recently, and already they have earned our
hatred. They target those dedicated to revealing Truth
through magic, and they murdered my apprentice for
absolutely no reason. Do not even try to reason with
them, but burn upon sight these dregvanti with the fire
of Truth and enjoy the sound of their fat sizzling. They
must certainly be agents of either the Nephandi or the
Technocracy intent on wiping out Truth on Earth.
They seem to have difficulty dealing with Menog. Do
not hesitate to use that advantage.

[TTUTTITTES

Something strange has happened with the Undy-
ing Ones. These are not the same Undying Ones that
we have known for millennia. Not only do these seem
to be more potent than their progenitors (and, alas,
more confused it seems), but they seem also to be
tireless agents of Asha, and itis our privilege to do battle
beside them.

ORGANZATION (BR CHAGS)

Taftani organization is a quick and simple
subject: There is none. This, more than
any conflicts they may have with the Tech-
nocracy or the dominant paradigm,
effectively renders them moot in the mod-
ern world. The same confidence, strength
of conviction and ego that allows our
crafts to reveal Truth and work magic also
makes cooperation next to impossible. A
Weaver is a solitary soul who spends his hours practic-
ing his crafts, protecting the world from the thrice-cursed
djinn, servants of druj that they are, and stoking his
thought-fire ever higher by meditatingon Asha (Truth).

Under typical circumstances, the only time a Taftani
is in the company of another Taftani (or, for that matter,
anyone else) for any length of time is during the appren-
ticeship stage. Taking an apprentice is seen as a high
obligation fora Weaver because it is how he passes on the
experience of Asha before he crosses into the afterworld.

When Taftani meet in combat, it is generally a
joyful, incendiary and lethal celebration of their joint
love of conflict. In the Weavers' view of the world,
everything is based on conflict, and combat is nothing

72 LeST PATHS AHL"‘I"‘BAT‘IN & TAFTAM

A S
1’[’\._‘ H
~\|1‘IJ:I*.'.1’!

_-'h‘*fkl -.,f'J‘”"ll _ 'MI_Q i t‘bg’lﬂﬂ ‘“ 'ul'-”f" ra‘w'uﬁr' AL

Ry

LI
.i\(

o ) !
' ‘ -lll'i:

more than an opportunity to take part in the
omnibeneficent struggle of the universe. They are dan-
gerously skilled in the arts of conflict. Taftani battlefields
are easy to spot: nothing is left alive, the sand is fused into
glass and blackened husks of once beautiful hand-crafted
items are strewn about like so much refuse. Two other
things commonly at the site of a Taftani conflict: a
weeping mage and the charred remains of his opponent.

Other mages who stumble onto such sights are at a
loss to explain the situation, but the gist of the situation
is generally something like this: Imru al-Qays and
Tarafa al-Mutazzi are old acquaintances. They know
each other from haram gatherings where they have
drunk wine together and discussed the generally grim
state of the world. They meet while pursuing similar,
but slightly conflicting goals, they argue briefly and
then explode into combat — more out of knee-jerk
competitiveness and a love of conflict than from any
true malice. Tarafa blasts Imru to cinders and after a
brief moment of delight and flaring ego, Tarafa al-
Mutazzi suddenly realizes that he has just killed one of
the few people who understands Asha as he does, whom
he might also have called a friend at some point under
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slightly different circumstances. He weeps and laments  tribe. He spends the next month inahorrible mood and
1the his rash behavior; he subsequently composes elegies to  thereafter forgets about the whole experience as much
his dead opponent and writes a great deal of poetry as he is able.
addressing the folly of slaying members of one’s own
ap- F ~ o # -
our ] : e TAFTAI\H :
uth = Despite their native disinclinatio# to engage in  wé e few'and far between. Ironically, once the
for - any form of social interaction, Taftani realize the [ha been'broken, the Weavers are hearty in their
ith 1 necessity of remaining in contact with others of th. eiPbeCksBpping, and they will laugh, drink, brag about
ire ] “tribe.” Every six months the Taftinichoose a mg ‘{ [ prentices and tell dirty jokes for hours on end.
ey = ing place and declare it haram or “samctuary.” Dj§ e are few enough Taftani in the world these
he 1 «ie dispatched to notify all known practitig g, most of them have at least met one another
h. - Taftini magic and the cur Rafyfhave extendeddfistory together of orie sort
o = converge for a meeting th riost Weavgffcan match their colleagues
= business meeting and part raticous parg enticegVifhout difficulty.
.. toone half of the Taftani “tribe” sho#f 2 kol iad é} bativeness.of the Taftani
] haram, biit over time these o ; ; the busin:ss:&?%“ the haram
. - most Taftani know each othgf’ ) ‘ﬁ e sfpatterns in the behavior of
B T N e 4 phenes in the Invisbc
] E the haram sacro L . fiicw I ’ 3 to be most cut
§F  three days before ’ ity is harshest on
+Weaver who bre yaag tOich Taftani have
+for breaking the : nagif dd tHe {J{@' eir sacrifice had
cal trial by ordgel%LAPR T pul ; e 3 o . oiC @'ﬂg licinity.
excruciating a: N :‘; ﬁ{ . brm of anythiné“
Spheres can m F ADTR ﬂ D o é pether to prove
een vic ’ O e - Dhecind hBisglits of a certain
Abi Jaffar (who has gl @ Reing sent to, the
Screamer by the Sig ]

.30 notable djinn
cibr results, it will
is to say, in the
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 because it must be. %gf
skilled magical combatants. rithe, ‘
aren’t quite so skilled when i 5 ‘inte
a pro-social setting. When §gffni cra s
discussion of Craft matters it is initially Wb
fortable thing. There is a pervading sense that soRja

niceties are a manifestation of druj, or Falsehood ari¥

g THE TAFT ANI’S Weavers are fully cognizant of the value of their
ical knowledge, and they insist on compensatory
{ APPRENTICE e ea

service from those they teach, otherwise it isn’t worth
the irritation that comes from educating the ignorant.

Hermits that they are, Weavers on the whole are torn
mal arrangement between the mage and  between cultivating their precious solitude and fulfill-

the pupil that begins as little more than a ing what they see as their duty to the long and glorious 7]
usiness transaction and, generally, winds mystical history of Taftani magic. The standard Taftani

up resembling both the relationship be- approach is to make the most of an unpleasant duty. N
tween parent and child and that between lovers.

ey e,.4f10r€e_carousing has
an busindigdglit tha to bother
leading some to speculate that Weavers
argdteallPuch more social than they let on.

The relationship between a Taftni
master and his apprentice is a highly for-
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The typical tack taken by Weavers is to take on an
apprentice who is young, generally between the ages of
eleven and sixteen, and teach her the fundamentals of
the craft until she either dies, masters the basics of the
Spheres, or bests her mentor in mystic combat. In no
way is the apprenticeship an undertaking to be entered
into lightly.

Taftani masters are generally recognized in the
villages near the Empty Quarter and other places where
the Weavers reside. When they choose to take an
apprentice, they let it be known by one means or
another. The mage may do this directly, or he may
recruit some well-connected individual from a village
to spread the word through her network of acquaintan-
ces. Most villages around the Empty Quarter aren’t
particularly large, though, so word travels quickly.
Once the word goes out, parents who suspect that their
child may have mystical talent (i.e., if the child sees
spirits or has a penchant for rthyming and metrical
speech) — or those who just want to be rid of trouble-
some offspring — will contact the Weaver and invite
him in for mint tea (and usually give him a small gift of
some sort to make the visit worth his while).

The mage first talks with the parents, inquiring
why they want to foist their offspring off on a feeble old
magician. This is the parents’ cue to tell the Weaver A)
how brilliant and respected he is, and B) that all the
omens, portents and the like point to the fact that their
child is magically gifted and phenomenally so. After
the Weaver questions the parents, they bring in their
child, and the wizard questions the aspirant and gauges
his mystical aptitudes by examining him with Spiritand
Mind magics. Most will also check for general physical
health and for long life and grand destiny (using Time
and Entropy sight, assuring that many Taftani have the
Destiny Background). If the Weaver feels that the
candidate has the requisite potential (and even in the
troubled modern world, the Taftini are notorious for
turning away all but the most qualified aspirants), he
will explain in painstaking and graphic detail what will
be expected of him as a Taftani apprentice: the trials,
the effort, the personal sacrifices...and the power. The
Weaver stresses the drudgery of apprenticeship in an
attempt to discourage all but the most determined. The
candidate may refuse the offer at this stage, and if he
does, he will never again be considered for apprentice-
ship by that mage. Ifhe accepts, he packs a week’s worth
of clothing, bids a final farewell to his parents and the
life he has known and disappears into the desert to learn
the secrets of weaving magic. Once he leaves his home,
there are only two ways out of the Taftini’s service:
success (as represented by the acquisition of his sixth
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dot in Sphere magic) or death (typically from Paradox,
conflicts with djinn, or magical duels with other appren-
tices). Taftani apprentices are referred to as the son of
their master to stress the strong bond between master
and apprentice. If Raschid is the apprentice of Ahmed,
his formal name will be Raschid ibn Ahmed: Raschid,
son of Ahmed.

Recent decades have found the supply of potential
apprentices drying up as the old ways are more and more
often forgotten. This has left the Taftani either sorely
pressed or entirely unable to find suitable apprentices
through the usual means. What good fortune, then, that
a new source of apprentices has been yielding an ever-
increasing pool of candidates: runaways. Children or
adolescents who are outcasts, for whatever reason, or
those who find themselves overly skeptical of Islam, may
follow up on the legends they have heard of powerful
wizards lurking in the wastelands. Despite knowing what
they're looking for, they still manage to be surprised
when they manage to stumble across a weaver in a
sandstorm (or vice versa). Weavers have a particular
respect for those apprentices who have run away to find
them. It indicates a certain level of stubbornness, self-
reliance and resourcefulness; three traits needed in
abundance by those stepping onto the Taftani path.

At the initial stages of his training, the Taftani
apprentice is little more than a slave. He takes on the
responsibility of being the master’s butler, cook, story-
teller and sexual partner. This last bit, of course, is
viewed as scandalous and obscene by Muslims and most
of the West, but the tradition of Arabic pederasty is far
older than Islam, and most Weavers, who were them-
selves apprentices at one point, feel it is an important
part of the apprenticeship, if only as a way for the pupil
to give something of value to the master for his training,
or, as the Taftani phrase it, “The beauty of youth feeds
the wrinkles of wisdom even as the wisdom of age
starves the folly of youth.”

In exchange for all this, Taftani apprentices re-
ceive room, board, tutelage in half a dozen non-mystical
skills, intensive mystical training and sponsorship
into the — albeit limited — social milieu of the
Taftani. TaftAni masters take their role as wali or
“guardian” very seriously. Insulting, harming or inter-
fering with a Taftani apprentice in any way is the
surest way to bring down the full wrath of the mage
and all the djinn at his command.

Traditionally, a Taftani takes only one apprentice
at a time, and rarely mentors more than two or three
apprentices in his lifetime. Times being what they are,
however, it is not unheard of for a mage to take on two
or even three apprentices at once (should circum-
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radox,  stances so dictate). Weavers prefer short apprentice-
ppren- ships. A talented student who dedicates his every
son of § waking moment to the various studies given to him by
naster b histeacher can master the basics of Taftani magic in as
hmed, ' little as four year’s time.

schid,

¢ Ifone Taftani kills another in battle, the victor is
E stongly obligated to take over the magical education of

ential  his opponent’s apprentice. sacrifice pointless. For these reasons, awliya keep ex-
more * The haram is an exceedingly important testing tremely close tabs on their apprentices. Any and all
orely i ground for Taftani apprentices. It is where they meet threats to the apprentice are taken with extreme grav-
tices j. their master’s colleagues, and when an apprentice is ity, and if the vizier has to incinerate someone to
that - about to graduate from his apprenticeship, it is where ~Protect his apprentice, then so shall it be.
ver- - the master brags about his apprentice’s accomplish- Once the apprentice begins performing magical
n or  mentsand formally wishes the young mage well. When feats that would be considered vulgar in regular civili-
1, or . aWeaver dies, it is the task of his former (or current)  zation, the wali becomes almost hyper-vigilant, lest the
may  apprentice (or apprentices) to inform the “tribe” of that ~ apprentice slip away to show off his new skills and die
rful  fact in the form of a poetic eulogy (madin) that is added ~ from the Paradox backlash.
'hat b to the body of Taftani poetics. Apprentices are fre- At the end of the apprenticeship, the master will
ised quently called upon during the haram to discuss take his apprentice toagathering of local Taft4ni mages
n a - philosophy, read poetry or show off their latest magical and introduce him to his new peers (what few remain).
ilar  creation. It is easy for a Taftani apprentice to feel like If the apprentice served particularly well, his former
ind | ashow pony at a haram, but the benefits of reflecting  master may also gift him with a djinn servitor (treatasa
elf- . wellon one’s master are indisputable and manifold, and  Familiar as per page 67 of the Mage Storytellers Com-
in . many good things come to apprentices who garner panion); at that time, the apprentice has become an
praise for their master. initiate and is free to weave as he pleases.
ni
he TAFTANI SPECIALTIES
Si,s The Taftéani, like any other Tradition, have their ishing things through “accidents” reeks of druj
st own peculiar forms of Awakened magic (though the o Halsehood, and they neglect Entropy when they
r concept of the Traditions’ Spheres doesn’t alwags 1 atthey can get the same general effect with the
- esh with their studies). While this doesn’t'm Forces magic that delights them so much.
t ﬁet they-use only these fac ts of their pa he Kahin are a different story. They’re drawn to
1 Spheres;they are the ones that the Traditio e of Ent#ipy like white trash to game shows.
) _renowned for, and the one that most T lize i\ Bate, Fortune and Cursing, but any
; the Entropy Sphete fascinate
3 Id it with devastating efficiency.
. more than:any other, illus-
esteem. Either faction mag‘ma ion toward blunt conflict.
«generally not used for muchheyo imal Elements of fire and
‘tation across the vast dis r dramsatic weather con-
Turkey, for example) tha ently capture destructive
- cover. Taftani also speci ellightning, storms and fire
of the Corfespondence Sph h djinn (though this can
- keep djinn out of certain arg irit Sphere, as described
nocratic spying. Ani mage might uncork a
~ Entropy: The Zaotar f: gainst a rock a bottle full of
When they do, they specialize in sha (Truth) is often perceived as
‘ down patterns, knocking stabili ed as the pureést-element and the
S neath their enemies’ feet, and e in combat
- enemies’ tools. Most Zaotar, however, feel that
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Tafténi, as a general rule, have a deeply paternal
streak, and they are almost always insanely protective
of their charges. The slow revelation of Asha is ex-
tremely complex, and Taftani have nightmares about
not enlightening their charges properly. Almost as
frequent is the nightmare of some misfortune striking
down the apprentice, thereby rendering the Taftani’s
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Those Kahin who use Forces tend to do so in a
manner that fits with their eerie, otherworldly natures.
They may chant a poem to bring down meteor storms
upon theirenemiesor declaim an angry Jeremiad against
a Technocratic oppressor as a means of calling down
lightning upon him. Kahin, for the most part, eschew
such direct attacks, preferring to curse their targets with
Entropy and let Qismat torment the victim as it seg:

L1fe° Zaotar and Kahin both make occasiona use

Spirit: Both factions of the Taftam make heavy

inn and Spirit Dealings. Those that deal in
re powetful spirits and djinn specialize also
ng the true names of various old powerful
eans of gaining control over them. Having

, grant you absolute control.

otar use djinn as slaves and artillery; when
ooses to build a home (or a city, for that
ends to be the d] inn who do the work.

by the Taftani. The Zaotar
has been trapped or oth

ays of fire while

from behind.

;~thle tar might use a Forces
all down fightr@@%i@& pponent, a Kahin

e the

ibility theyget- ﬁ@{n&o@tml} ga g;mty offsj

attacks of tile Forces Sp@re

Nelthet &factxon,’ s

including commu
forms of oneiric ma

with Qumtessence and power their Forces Effects. In

any case, Creation is the specialty most Taftani choose
when working with the Prime Sphere.
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warring soldiers to drop at once, as a Time-meddling
Taftani wizard popped back into the time stream after
slashing the throats of every single opponent.
Kahin, on the otherhand, love the Time Sphere, use
it frequently in their Effects and specialize in Divination.
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s not uncommon for whole battleﬁelds full of




POETRY AND

Among the most powerful of the Weavers’ foci,

At and p @ower, and the lengthy history of the

wm‘

n poetry plays a role in many_spells worked by the @ #ftdni includes almost innumerable accounts of
0 Tafténi. Poetry is one of the most important forms gt/ #s and poet-seers whose blessings or curses
1 v artistic expression among Arabic peoples, and-t Risd O cytormom weight.

S i m SO mﬂuenced the cultures around the Taft \J aﬂ‘\. ablhty to compose and recite poetry 15 con-
: ' § Yy Weavers pfbe one of the major prerequisites

ecstatic state that grantsdirectacce
occult workings (Asha). Throu
trance and the music of thePodg
ceases to be a represetitaffon;of ¥e
reality itself. Chanting stp . fches thies
through which the Taff ? Saves it
The Arabic term fof pg @
whoknows.” The knowlgdge o 3
knowledge. of spirits il
sha'ir are believed to recej
dom from the spirit world/ pri
This relatl.onshlp w1th

mysterious, frlghtemng and potf
figure in Arabic culture. e

Those skilled in the use of poetry are%heffe
to imbue their every utterance with supernatu N

‘ ¢ magiff {f a child born into an Arabic
ot gV y attendant.to the dictates of
- ’ig ular aptitude for thyming or
famlly will announce the fact far
e chxl@@ the attention
iy be near so thathe may

: ver.

and enter their

a Dismat and speak with

e A 4 hse. Taftani lore is full-

-dp’ hAQ; ﬂr‘“’ ahe-fegite storm poetry to the
@ @;’f) ‘y@p} i down their enemigs, or
gthy hGia of theit enemies who

apons and tools on him does

ﬂ'_ | % % tani doesn't have a number
§ Byrany stretch

he is helpl&gs
flagination.

[NTERNAL POLITICS & JUSTICE

FRONTIER JUSTICE

Just as there is very little organization
| among the Taftani, so is there very little
sanctioned justice. There are no courts, no
tribunals, no overseers, no governors, no
police...essentially, no authority of any
sort. Taftani hate nothing so much as they
hate authority. The Taftani mindset rebels
at anything that seeks to control it, thus the Weavers
live in a state of not-particularly-enlightened anarchy.
For the most part, Taftani are willing to recognize the
Traditions of Hospitality, which is the only thing
preventing many Taftani from killing their apprentices
at times, but aside from that, “Do what thou wilt” is the
whole of Taftani law.

Taftani justice, on the other hand, is a very real and
harsh fact of life indeed. Anyone who slights, offends,
assaults or attacks a Taftani or his apprentice had better
be up to the task of defending himself, because there is
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nothing more dangerous than an enraged enemy eager
to use vulgar magic in pursuit of vengeance.

Zaotar will fry an opponent while the Kahin poison
their fate with curses. In either case, the results are not
pretty. It’s been said that an armed society is a polite
society, and that may be true, but in the case of the
Taftani, an armed society creates a scattered group of
disconnected isolates.

The duel is the premier mode of settling differences
between Taftani. Duels are not particularly formalized.
Generally a Taftini duel will include five people: the
duelists, one ally for each duelist (ideally a powerful
back-up or avenger, but almost always an apprentice),
and “Asha’s Eyes,” a qualified mage — though not
necessarily a Taftdni — who can ascertain that any
result was obtained through fair means. Other than that,
Taftani duels are chaos incarnate. Storms, earthquakes,
fireballs, rains of fire, frogs and swords are all relatively
common. Summoned ghuls, spirits of malice, demons,
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angels, fomori, ghosts, fairies and djinn gladiators have
all been used as combatants in Taftani duels. Duels
between Kahin, on the other hand, frequently seem
calm in comparison, but the muttering of curses and
counter-curses goes back and forth like a fatal tennis
match until one (or sometimes both) Kahin fall prey to
the hexes bestowed by his opponent. Duels between

Zaotar and Kahin are rare, and when they do happen,
they’re very short. In the time that it takes a Zaotar to
work up one nice big-ass fireball, the Kahin typically
lands a curse powerful enough to shatter every bone in
the Zaotar’s body, blind him, make him agoraphobic and
inflict him with tertiary syphilis. And he’s also made sure
that the Zaotar’s fireball goes off prematurely.

FACTIONS

/ " As the Taftani are few in the modern age,
6 6} . | they have little room for factions. Any
i1 {eivenindividual TaftAniprobably owesmore

e }r lage of a specific faction of beliefs. Two

X broad philosophical schools define the most
common divide among Tafténi, but there’s
\ 37, 4 no guarantee that thinkers of either stripe
necessarily commune with one anotherany
more peaceably than normal for the Craft.

ZADTAR —
PLAYING W/ITH FIRE

The most obvious and clearly recognizable Taftani
(and therefore those with the shortest life expectancy)
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are those of the Zaotar faction. Zaotars are the Taftani
whose life philosophy translates loosely to “If it troubles
you, blow it up.” Zaotar are the loud, brash, obnoxious,
egoistic warmongers that most people think of when
they think of Taftani mages.

Zaotar revel in the use of vulgar Forces Effects, not
so much out of their egoism, however, but out of adeep-
rooted belief that coincidental magic is the way of the
dregvant or “follower of Falsehood.” They do not see
themselves as belligerent, but as deeply noble warriors
for magic and Truth. In their eyes, the Zaotar are
displaying a level of integrity that other mages are
unwilling (or unable) to show out of fear or weakness.

Their biggest drawback, however, is that their
pride runs unchecked. The headstrong, stubborn na-
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ture of the Zaotar leads them to bang their heads against
walls that even their thick skulls can’t smash through.
While the Zaotar are easy to parody, it should be
noted that their ego and warlike nature flow logically
from their most deeply-rooted philosophies. Bear in
mind that the Zaotar are caught between unyielding
idealism and merciless reality; to play them as clowns
minimizes the drama inherent in their situation and
turns what could be an interesting roleplaying experi-
ence into an exercise in one-dimensional tedium.
Anything a Zaotar can’t quite get done with the
Forces Sphere, she’s more than happy to have adjinni do.
Zaotar like to have anumber of djinn under their control
at any given time, and know the ways of the djinn well.
Anold and powerful Zaotar might have as many as thirty
djinn under his command at a time, while the newly
trained Taftani apprentice may have one if he’s lucky.
Zaotar make heavy use of their crafts in their magic.
The glass bottles they blow, the metal flasks, weapons,
and tools that they forge and the pottery they craft are all
imbued with magic and help focus their magic in return.

KAHIN —
SHAKING THE HAND ©F FATE

The poetic focus of the Taftani is taken to its
extreme by the Kahin, the soothsayers and diviners
among the Weavers. The Kahin practice a form of
primal magic more akin to that of Dreamspeakers or
Ecstatics, whereby the chanting of poetry or thymed
prose allows them to attune themselves to their sur-
roundings and those around them. While in this trance
state, a Kahin can divine the future, heal or harm others
or locate lost items (most often camels).

Whereas the Zaotar prefer working flashy and spec-
tacular magic (i.e., using Spirit, Forces and Prime), the
Kahin tend to be more reserved and possess a more
esoteric and mystical bent. Unlike most Taftani, the
Kahin pursue the relatively less blatant study of Qismat
in all its forms (as expressed in the Spheres of Entropy,
Mind, and Time). Ironically, while only a tiny fraction
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of Tafténi initiates opt to study the ways of the poet-
seers, they currently account for a large portion of the
craft due to their notably longer life expectancy.

Unlike the Zaotar, Kahin appear to suppress their ego
to their mystical studies. Most Kahin are at least as quiet,
odd and mystical as their Zaotar brethren are loud and
egoistic. Kahin gravitate to the odder elements of any
culture they find themselves in. They hold that Qismat,
pain and death are among the greatest mysteries known to
humanity,and where there are mysteries, there is power —
a sharp departure from the outlook of the Zaotar.

That said, there’s still no mistaking that the Zaotar
and Kahin are from the same Tradition. Both factions
evolved from Persian mystics, both share the belief that
the conflict between Asha and Druj is the basis for all
of the Tellurian, and both firmly believe in using craft
as a counterbalance to the otherwise wild magic that
they perform. The Kahin are not an actual offshoot of
the Taftani; it’s more accurate to say that they are
specialists. Kahin still have Spirit as their specialty
Sphere and they still have a pronounced tendency
toward vulgar Effects, but compared to the average
flame-spewing djinn-jocky, the Kahin seem quite mild-
mannered. As they get older, however, most Kahin do
become increasingly more mystical in their outlook,
and they may get so wrapped up in the study and
manipulation of Qismat that they begin to lose interest
in the Invisible World and its inhabitants.

The particular power of the sha’ir is thought to be
in his ability to bless friends and curse and deleteriously
insult enemies. A Taftani typically commands djinn
through rhymed and metrical prose. Likewise, a Kahin
who brands an enemy with a cunningly contrived
nickname (attached with a coincidental Entropy/Mind
rote) can induce a curse on an adversary that will last his
lifetime (See Sha'ir ‘s Sentence, below). Alternatively,
an angry Kahin can skip the niceties and simply recite
a devastating poetic curse (®®ee Entropy) that can
cripple or even kill its target.

In the presence of a Kahin, sticks and stones may
break your bones, but words can strike you dead.
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THEFIRE ®F TRUTH

Know this: There is no higher virtue than
| Asha (or Truth). It is the foundation, the
A very essence of magic. That which reveals
%] Truth to the unenlightened is magic. That
which obscures or denies Truth is druj (or

evil and falsehood). All of life is a dance
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between these two poles because all of life is generated
by the cataclysmic struggle between Asha and druj.
The primary symbol of Truth for the Taft4ni is fire.
Anything that reveals Truth, conveys Truth or burns
away that which obscures Truth is considered fire, either
literal or metaphorical. When referring to the thought-
fire that purifies minds or to the fire channeled through
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the will to produce magic, that fire is called atar. Those
Taftdni who are most aggressive in revealing Truth,
doing magic or acting decisively are considered to be
driven by an inner fire. Taftani who identify as Kahin
(seers) are said to possessatar bright enough to illuminate
even the vast uncertainty of the future.

Taftani philosophy is founded on the belief that
Truth reveals itself through three distinct faces (called
the three atars): Clear thought, direct action, and the
use of magic—the understanding of each predicated on

DYING F®R PURITY

If a Taftani mage believes that her ability to
perceive, serve and represent Truth has been ir-
reparably compromised, she is obligated to pass
along her belongings, magical creations and djinn
servitors to an apprentice (or apprentices), and
make final atonement before sacrificing herself in
some grand (and generally demonstration of
Truth in front of a crowd. e unenlightened.

_This act is called chinvgs;a Pahlavi word meaning
“bridge over the aby

almost never suffer fr -mental illness. Senility is
likewise rare as very few Weavers in the modern world
live long enough for senility to be problematic.

The mage’s final display of Truth is generally
some necessary deed that results in the mage accruing
fatal amounts of Paradox. Young Taftani frequently
spend hours imagining the form of their own possible
demise, should such a fear become an eventual neces-
sity; indeed, there’s occasionally some competition to
devise a feat so profound and far-reaching that it
might become a legend among Taftani.
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mastery of the previous principle. The three atars are
the principles by which the Taftani live and die.

Clear thought is the necessary foundation for the
two subsequent fires. Only a mind purified by atar is
capable of the direct experience of Asha that makes
decisive action and magic possible. The Taftani teach
that, for an individual to exercise free choice intelli-
gently, he must burn away uncertainty or lack of clarity
by making his mind like unto a blazing flame. Taftani
hold that this sacred asha — thought fire — brings
lucidity, guidance and joy to the ashavant, or soldier of
Truth, while burning the dreguvant, or soldier of False-
hood. Anything that clouds the senses or obscures
thought (drugs, alcohol, senility, mental illness) is an
abomination that must be burned from the mind of any
individual who aspires to Enlightenment (Weavers
take particular exception to a great deal of Ecstatic
magical praxis for this exact reason).

The Weavers’ notion of clear thought combines
notions of rational cognition, creativity and insight
into others. A Westerner’s take on the Taftani is that
they have extremely well calibrated bullshit detectors,
and they have no qualms whatsoever about pointing
out when another’s thought processes appear less than
sharp. It’s one of the many things that make Taftani
wizards difficult to deal with (and one of the prime
reasons they so frequently tend to be loners).

Thatsaid, the Taftani don’t expect much from those
who don’t seek Enlightenment, and if “commoners”
insist on alienating themselves from the warmth of
Truth, that's their problem. Furthermore, Weavers are
by no means above or averse to fostering uncertainty and
lack of clarity in others. While a handful of more ideal-
istic Taftani espouse the necessity of bringing everyone
closer to Truth, many more Weavers—cynical to the
core—claim not only that Truth can not be shown to
everyone, but that attempting to do so has the effect of
cheapening Truth itself. (“Small flames are snuffed by a
strong wind, but that same wind will only fan the true fire
to greater heat and radiance.”) Taftani at this extreme of
the continuum claim that if an enemy is fool enough to
ingest substances that adversely affect her perception of
reality, then she simply aids in their cause. Such a vice is
just one more means of allowing fools to weaken them-
selves and fall from the ranks of those who know Truth.
Afghan Weavers, in particular, are notorious for prop-
ping up — and thriving on the profits of — the opium
trade. While they claim that they do so primarily as a
means of identifying and culling the weak of will, others
note that they don’t seem to have any problem with the
enormous quantities of money that come with giving the
weak-minded the drugs they crave.
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Once a Weaver has mastered the first fire (atar, or
orified thought), he strives to channel his clear thought
into action. Action inspired by the fire of truth is
 decisive, direct and unflinching. Taftani wizards occa-
sionally seem hesitant to act because they know that
Ewhen they do act, it is likely to be absolute and final.
Direct action is aimed at a specific outcome, and no
| compromise is allowed. Fire, as any Taftéini will point-
 edly explain at the slightest provocation, does not
| compromise; an image popular in Tafténi iconography
 isthat of a fire burning its way through the bottom of a
' wooden bowl filled with water; the flame will be extin-
 quished by its own success, yet it burns no less hotly for
' that. If a clear-sighted Taftani comes to the conclusion
| that a certain course of action is necessary while his
mind is pure, then the Weaver is obligated to complete
that objective regardless of the consequences to himself
- or others. The Taftanis’ goal is to bring realization of
i Asha to all minds, that they may all feel the hot clarity
| brought by atar, or thought-fire.
i No Taftéani will ever apologize for his actions, as
doing so would be akin to apologizing that the sun is too
 bright. What is is and cannot be apologized for. The
 struggle between Asha and druj will have many casual-
ties, but that is not the fault of the Weavers. If an ally
ot bystander gets burned, literally or figuratively, then
they should have known better than to be near such a
bright flame — literal or figurative.

The Persian term for this kind of uncompromising
direct action is Haurvatat, meaning “integrity,” and it is
believed to be Asha revealed through deeds, which must,
in turn, stem from atar, the state of flame-purified mind.

Magic, on the other hand, is fire or Truth chan-
neled through the human will — explaining, in part,
the Taftani love of Forces magic. The greater the
displays of magic performed by a Weaver, the greater his
understanding, or, as the Taftani phrase it: “the greater
the knowledge, the brighter the flame.”

To the Weavers, the true masters of magic are the
ashavant, or Truth-tellers. They revel in their use of
magic, preferably the flashiest and most vulgar effects
possible. In the Taftani world view, anything other
than the willful use of vulgar magic is seen as complicity
with the Technocratic agenda, and those who refuse to
use vulgar magic are dregvant, or followers of lies.

We have one goal: the direct understanding of
Asha through clear thought, direct action and channel-
ing Trurh-flame (atar) through our will to affect the
world around us. All that we do revolves around Truth:
how it manifests, how it flows (and by extension how its
flow may be curtailed), how Truth is perceived and how
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a deep knowledge of the patterns of the universe can
grant direct access to Truth.

Know, then, that everything you see, every experi-
ence you have ever had, is generated by your experience
of the clash of Asha and druj. Druj, or falsehood, is
everywhere, while Asha can only come into the world
through the minds of the Enlightened. Asha cannot be
sensed with the senses, it can only be discerned through
clear thought in a purified mind.

While we are not currently a recognized Tradition,
our legitimacy with the Council of Nine has waxed and
waned with the passage of time. Their thinking and our
thinking have impacted each other. While we don’t
entirely buy into their notion of the nine Spheres, we're
not blind to the advantages of a convenient and elegant
model, and it’s not terribly far from Truth. We simply
think of the Spheres in relation to Truth, the one
principle from which all others flow.

I am told by the Traditionalists that Truth is simply
our name for yet another wretched mystic Sphere. We
do not think of Truth as a tenth Sphere, per se, but as
which the common nine are simply

~ when we bother to use the
Spheres at all.
uth.” The universe as it knows
ot be sensed except directly
- is called the First Incarna-

fire of Truth, the Sph

access to the power

into objectsiand dji
itself can be trapped
form, mired in
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stance if not its dyhan
than a piece of
effective as the
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objects, we are

cold form of matter.
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grips on Truth making them functnon more or less
efficiently, substituting new non-Truths for the origi-
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behaviors, and even personalities.
scorching moment of tion, it will disengage from "\ X /
the conflict, and evegthlgg that was once made pos- EA\/ING
sible by the clash w11L§pass"“ wé%;&z Taftini perform a great deal of their magic through
objects of art they have crafted themselves. Whether the
medium is tapestry, metal, glass or language — as in the
case of the Sha'ir’s poetry — artistry, ego and the revela-
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tion of Truth are the essence of Taft4ni magic. Art, as
practiced by the Weavers, is the physical (or verbal)
embodiment of a TaftAni wizard's individuality and abil-
ity to bring Truth to bear on the physical world. Even
technically skillful art that is not produced by a Truth-
sensing mind is largely inert, while even simple creations
of the Enlightened mind have the capacity to come alive
by channeling or revealing Truth. (The Taftani are not
unlike the Sons of Ether in this way, only their magic
flows through works of art rather than science.)

There is only one guideline with regard to which
arts a Weaver practices: it must be utilitarian, some-
thing the Taftani might need to practice in the course
of his day to day existence. Glassblowing, pottery,
metalsmithing and, obviously, weaving are common
skills among the Taftani. Even a young Taftani will
have training in two or three of the more common
ctafts, while an older mage is likely to have mastered a
dozen crafts including some of the less common ones
(see sidebar below for examples). Those arts which
have no daily utility outside of amusement, like acting
orpainting, are considered decadent and warned against.
Truth is not always pretty; Taftani are not interested in
creating beauty, they are interested in revealing Truth,
and therein lies the key to Taftani magic.

While it does not create a physical item, poetry is
considered the most exalted of the art forms because
language, by its very nature, is magical in that it—
unlike other tools—is a medium for representing reality
itself just as reality is a medium for representing Truth.

Even an individual without access to magic is
capable of shaping reality in others’ minds, thereby
determining how those others perceive reality. If Farugq
says to Ali “Your father is dead,” then Ali’s understand-
ing of the world changes without actually having been
present for the death of his father. So, when language is
crafted into poetry by a Taftani, whose Enlightened
insight and clear thought allow him to reveal Truth
through rhythm, meter and skillfully chosen words, he
is able to represent not just reality, but Truth itself. By
speaking the poetry of Truth, the Taftani can make
mere reality conform to his words.

The Taftani focus on craft is the key that prevents
the Weavers from going mad and becoming Marauders.
Their strong inclination toward wild and aggressive
magic use is indicative of the strong Taftani bias toward
the cosmological principle called the Wyld. Balancing
that inclination towards wild dynamism is the disci-
pline required of any craftsperson to create awork of art.
That intense focus and self-control is the contribution
of the Weaver, the cosmic manifestation of order.
While an outside observer may perceive the Taftani
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mage as a wild man wielding magic indiscriminately,
most of that appearance grows out of the Weavers’
notorious sense of theatrics, and the opposite is actually
true. Becoming one of the Taftani requires highly
developed skills and knowledge.

Just as their ties to the Weaver prevent the Taftani
from plunging into unmitigated Dynamism, the Wyld
prevents them from falling too far into the realm of
Stasis. The Taftani create art, which is Truth tempered
by ego; without their strong emphasis on freedom and
individuality, the Taftani’s urge toward creation would
result in the kind of mass-production that is the hall-
mark of technology rather than art. The wildness of the
Weavers prevents that because their egos are too strong
to allow even two of their works of art to resemble one
another too strongly, so mass production is safely out of
the picture. Every Weaver and every Weaver objet d’art
must be unique and special as that clichéd snowflake.
What the Tafténi do, then, is channel Truth through
theit egos through the medium of their crafts. Without
a strong ego, Enlightenment backed by confidence,
Taftani cannot do magic.

BOTTLE &F DINN

Among the more powerful abilities possessed by
the Tafténi is the power to imprison and command
djinn. Like most Spirit magic, the mage gains the
djinni’s power without the danger of Paradox. Since the
average djinn is a little more intelligent and powerful
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than the typical spirit a mage is likely to interact with,
magi who deal with djinn have a significant advantage
over those who do not. This is an advantage the
Weavers like to keep to themselves.

The techniques for the creation of a proper vessel
fit to contain a djinni are closely guarded by the Taftani
and not shared until relatively late in the student’s
education. From the Taftani’s perspective, they are the
only Tradition capable of handling the shrewd Spirits
and therefore the only Tradition worthy of the djinn’s
servitude. The art of djinn entrapment is a secret the
Taftani go far to protect, including hunting down and
killing those mages who are a little too free with the
secrets of the art. ‘

There are several things a Taftani takes into con-
sideration when creating a djinn bottle:

First, while the vessel may be of any fireproof

and the seal on the container is broken, the djinni is
freed. Disrupting a djinn vessel isn’t easy, though. It
takes a great deal of trauma to damage a container so
severely that its captive is released. In game terms, a
typical djinn vessel can take around 20 health levels of
damage before the djinni is set free, and the djinni is
likely to make a quick exit back to the Invisible World
before her rescuers ask for some boon.

Second, the vessel must be appropriately sized for
the power level of the djinn it was constructed to hold.
Servitor djinn, the lowest caste, can be bound into a
space the size of a camel’s tooth; these djinn may be
found imprisoned in small jars, rings or other items of
jewelry. Outside of the servitors, most djinn below the
level of caliph can be bound in a vessel the size of a
man’s fist, including glass bottles, metal oil lamps, flasks
and cucurbites. Caliphs, on the other hand, require a

minimum of one cubic meter — roughly the volume of
space taken up by a camel. Amirs and Sultans have only
been captured in this fashion a handful of times through-
out the course of history, and require yet more space.
Capturing adjinn Sultan, for instance, requires a water-
tight, fire-proof 3,000 cubic meter vault with enormous
and incredibly complex seals etched onto the inside of
the chamber and on the outside of the vault’s door.

material, it must be watertight. When a Weaver creates
a vessel for holding a djinni, he uses Matter magic to
+ toughen the substance considerably, so while a thick
bronze flask may appear stronger than a crystal bottle,
4 it’snot— the crystal is treated and prepared so that it'll
survive the rigors of a spirit of fire.
Djinn cannot physically damage a properly pre-
3 pared vessel, but if the container is somehow pierced
1
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The seal is the final element necessary in creating
adjinn bottle, and it must be appropriate to the djinn
to be contained. Ideally, the djinni’s true name should
be inscribed on the seal, both as extra security, and to
let any naive mage who stumbles on the bottle know
who is contained within. True names are necessary if
the mage is intent on making frequent or long-term use
of the djinn as a familiar or slave. For simple contain-
ment, however, true names aren’t generally necessary
unless the djinni is of the rank of caliph or above. A
servitor can be held in check with a simple Seal of
Solomon etched on the outside of its vessel. On the
other hand, the highly complex geometric design re-
quired to seal a vessel containing a Caliph, for example,
requires not just magical proficiency, but four or more
dots in an appropriate artistic Ability and the research
necessary to ascertain its true name.

TAFTANI RES®NANCE

Resonance plays a large part in the magical life of the
Taftani. Many (if not all) Weavers feel that strong Reso-
nance is the privilege and badge of office of those who
serve Truth, and hiding it in any way is aform of deception.

Weavers, with their love of big, spectacular magi-
cal Effects pick up Resonance easily, and more often
than not, they take pride in that fact. Since they don’t
dampen or hide their Resonance, it's frequently a
simple matter to track a Taftani mage from the scene of
his most recent magical working — another advantage
the Technocracy has over the Weavers. Those in the
more prevalent Zaotar sect almost always have Dy-
namic Resonance because of their intense veneration
of fire. Kahin, on the other hand, are somewhat more
likely to have Primordial Resonance. Taftani, wild as
they are, almost never have Static Resonance, though
it'’s not entirely impossible that a Weaver who was
intensely focused on his craft might gain a point or two
ofaResonance like Focused, Intense or Single-minded.

Due to the highly vulgar nature of most Taftani
magic, their Effects are typically rich with Resonance,
soa Zaotar with explosive Resonance will want to keep
herself far away from airplanes, artillery bunkers and gas
stations any time she’s inclined to use Forces magic.
Likewise, a Kahin with hypnotic Resonance will find
himself enchanting others with disturbing ease.

Any Taftani is likely to have one of the following
flavors of Resonance: Alarming, Blunt, Catalytic,
Clarifying, Confrontational, Disillusioning, llumi-
nating or Relentless.

While many
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Contrary to what some mages (and even some
fewdjinn) claim, Suleimandid not create a power-
ful enchantment that caused all djinn to behave
according to the dictates of human mages. On the
contrary, he merely noted certain tendencies in
the behavior of djinn and systematically tested
certain assumptions he made about their nature
and their role in the universe.

The precise formulae involved in djinn-bind-

- ingantedate intelligent human life. They are simply
ancient llmlts placed by

sfabricators of the

vations is extensive. Ju
which points are defjs
not {or should
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Coée to preven . a¢ into the wrong
hands, which, in its stricrest definition means any-
one else, and at its most lenient means anyone who
is not a member of the Taftani. :

Only four laws are known to-have made it into
every version of the Solomonic Code:

Djinn*cannot directly harm the individual
whose service they are in. ' ;

Djinn are under no obhgatlon to protect aman
from hlmself ‘

vessel of another d]mm, nor can a d]mm speak
directly of a djinni who has been imprisoned or
enslaved.

When called by its full and correct name, no
djinni may refuse to attend its master.
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BURN BABY, BURN

There is no mistaking an experienced Taftani mage
from the Zaotar sect. Even if they’re not using Vulgar

STRANGE @IsrnAT

The Kahin aren’t quite as explosive (literally or
figuratively) as their more aggressive brethren, but

Forces magic at the moment, they still charge the air they're no less intimidating for that. Staring into the

around them with the power they exude. When the void of fate has a clear and unmistakable effect on the

mage enters the room, every metal surface crackles with  soothsayers and curse layers of the Taftni — as

static electricity, the room may warm a couple of Nietzsche said, “Know that when you stare into the |

degrees, those around them have the disturbing experi-  void, the void stares also into you” — and the eerie aura

ence of feeling the hairs on their arms and the backsof  of odd little circumstances that follow the Kahin can

their necks stand on end, and people may find them- become more than a little unnerving in themselves.

selves being a little more abrupt, honest or Those around the Kahin may notice a number of |

confrontational than usual. odd sensations, including a disturbing sensation of Sl
o

As for the Zaotar themselves, they frequently
have a slightly singed look about them (though this
may just as easily be from Paradox burn as Resonance),
they may seem hyperactive or manic, their hair may
stand perpetually on end if they use a lot of lightning
Effects, and they frequently have a faint smell of
smoke or ozone about them.

The Zaotar are likely to have any of the following
kinds of Resonance: Abrasive, Angry, Blatant, De-
structive, Explosive, Fiery, Fulminating, Fuming, Hot,

<Hyner, Inggndiary, Martia). Radiang, Searine. Stor

1

being watched, chills or a state of intense tranquility.
Sometimes just proximity to a Kahin can cause strange
visions or dreams in those not normally so sensitive,
and individuals may find that they can’t get the mage
out of their thoughts. Worse, those a Kahin is angry
at may have nightmares for a few nights until the
mage’s temper settles.

For whatever reason, many Kahin adopt strange
or eccentric mannerisms: smoking a hookah while
soothsaymg, for example, or wearing sunglasses 24

rs_a_dav. Kahin frequeptly sneak in thymed.
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g into the Taftani, more than any other magical so- denizens of the Invisible World, the Taftani are masters
ect on the ciety, have dealt with the djinn for of dealing with djinn. Not onlyare they immune tomany
ini — g 4 centuries. No other magi have the experi-  of the djinn’s more common tricks and misguiding tac- 4
- into the ence or the vast body of Jore possessed by  tics, bur they are capable of phrasing things with such
cerie aura the Weavers, Likewise, no other magihave finesse that Not even djinn can twist the mage’s intent
ahin can suffered the wrath of the angry djinn or Due to this history and experience, Taftani gain 5 -
selves, profited from their enslavement quite Jike familiarity bonus to the difficulty of al] rolls involving
imber of ] the Taftani, either.. djinn, from bargaining with them to trapping them in
ation of Due to their in-depth knowledge of the  vessels, At the Storyreller’s discretion this advantage
quility. B Solomonic Code and long history of dealing with the may extend to elementals or banes as well.
Strange :
R&TES
€ mage .
S angr y
til iz Y DEV@URING GULLET OF FLAITE subject must best you in a challenge of his Physical
Y(eoee F@RC-ES’ * e PRIMTIE) Traits versus your Mental Traits ( using Athletics Ability
range ' Epitomizing the Taftani love of vulgar forretestsagainst your Occult) or be sucked in and suffer
‘whﬁe fire magic, the Devouring Gullet of Flame 2 level of aggravated fire damage. Each turn inside the
es 24 isa relativ’ely self-explanaory Effect. The tunnel, the hapless victim must continue to make that
med ote s typically woven, intoaringmadeof Cchallenge; on 4 loss, the victim suffers one Jeve] of
y are’ q copperand brass. Whep, the Taftani wanrs  aggravated damage. Even if the subject manages to
nena to trigger the Effect, he takes off the ring  avoid damage after being sucked in, clambering back
ning and tosses it at his er;emies while spe aking Outrequires another successfy] test on the victim’s turn
d at atrigger word. Once the trigger word is spoken by the (allowing Ithe subject normal jiovement away) — and
ve a ring’s owner, the ring itself grows into 5 huge tunne] of the tunne keeps trying to SUCk, the victim ba;k‘m ata
ibly flames, and the Rote’s victims are sucked into the rate of three steps, on the caster’s turn. Maintaining this
un- 1 tunnel where they fry horribly. Creative Taftani have sPell counts as keeping an Effe;t up-"The base version
gly 4 performed countless vatiants of this Rote includingthe  ©f the rote lasts only for 2 single turn. If the victim
T a - Devouring Manho] e of Flame, the Devouring Hallway managesto getmore than fifteen Steps away, the tunne]
zes of Flame and the dreaded Whirling Tornado of Flame. cantp uu him in any ‘furthe‘r, although he cou'Id be
e 1 System: This i the Taftdni's answer to the Pushed with other magic (or just a good old-fashioned
in | Hermetics' firehalls. While it does largely the same hysical Clg?llenge)t ) Gn}des O{ hS uceess: lEfChﬁg.rafe of
1s- , thing, it has the additional terror value of sucking the Slcligc‘:’ss er;a e: you( ;)t}el:n argeth € tunnte l(l) i ec ﬁns
1y 1 target in. Forces and Prime agic create the tunne] of 2dditional victim (a P18 they must all be pulle o
from the same direction — ope tunnel cannot pyl] o
fire (five feet in diameterand five feet deep per success). #
g orces magic does double duty to suck in the mage’s PSOP le from two different sides) or to extend the dura- '
S, target; gravity is angled to pull the target in, friction 10N by one grade. 5 v
- gives way beneath the target’s feet to ensure that she KeHL SIGHT (e e C@RRESP@NDENC-E gl
, slides into the tunnel, and even winds are redirected to OR oo 'ENTR@PY @R oo SPIRITJ 4 j%
blow the target toward her doom_ Evading the tunne] Th A . f
: , ) ) ) e Taftani are an unusually bellicose lot, by and
(without magic) requires a Dexterity + Achletics roll large, and they’re No strangers to enormous confronta-
3gainst a difficulty of 9. Once down the gullet, Forces 2T8¢ yrer g w
o tions. The first thing a mage needs when confronted 14 « Ny
damage js assigned as usual each turn, The number of with an enemy’s forces is a way to clearly see the & X1
arrogant vampires who have met their ends via thig ‘ y y y A !
Rote is incalculable. opponent. . ‘ £ “"
MET: Adept (Intetmediate) Forces, Initiate (Ba- Both male and femal§ Taftani use kohl, a thick ? fi“‘
ic) Prime. Y hly circul h, letoh black powder, around their eyes to allow them to see {
g e : ""flet; Oltl }i:a:se HHTOUg Y]C“.CU ar do ¢ Ot i(l:lome that which could not otherwise be seen. Among the -4k 3.::.
] ;.ga. ¢ l(l) l;f atp lll S FI) cop f{e M an lt'oas st Yem. Taftani, this is one of the first Rotes an apprentice is E
ypically, the tunne] on Y aftects one target. Your likely to learn, i.: )
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;sion deletes certain key passages (designated by the DELAY PARAD®X
} mage beforehand), or even substitutes misinformation (e @ ¢ PRIITIE, # @ ® SPIRIT, e @ @ TitE)

]  for those passages. Taftani magi who need to accomplish a vulgar feat
| The mage may need to trigger the Effect or it may  pefore being hit with an anticipated Paradox backlash
| tigger automatically when anyone other than the may perform this rote before their great work and ease
mage opens the book (or takes the scroll from its tube,  the blow somewhat, spreading the effect over a number
f orpulls the file up on a screen, as the case may be). of days and possibly preventing the mage from dying in
| System: Matter magic bleedsand warps the ink out  the process. The first point of Paradox will hit the
| of its place on the page, thereby rendering text com- morning of the day following the vulgar feat, with an

e, the
three

perly

essel
ples,
tune
es it

ntal.  pletely unreadable. In conjunction with Mind magic, additional point of Paradox accruing every [number of
y are the text changes in ways predetermined by the mage, successes] morning thereafter until the full backlash has
ratic b pically deleting key phrases or paragraphs and making  hit. The point of this Rote is that, if the Weaver has

ften
ible
the

- itvery likely that the thief will get himself hurt orkilled  sufficient self-control to avoid magic for a week or two,
| through his own actions. Adding the Entropy Effectlets  large backlashes can be mitigated somewhat by the
| the mage “hang” the spell on Fate, so that it takes effect natural dissipation of Paradox. This rote is even more

ling  even if the mage isn’t around when the book is opened  effective for Taftani who keep familiars with the ability
rea S byanother. Even without the use of Time magic, the to “eat” Paradox.

ion @R spell waits, because it is essentially keyed to automati- MET: Disciple (Intermediate) Prime, Disciple
nst 4 cally occur at a given nexus of Fate. (Intermediate) Spirit, Disciple (Intermediate) Time.

Note: Many less subtle Taftani are perfectly con-  You cause the forces of Paradox to bend around you and

In- QN tent with a simple booby trap Rote (®¢(or more) hover in wait. Instead of suffering an instant backlash
rge S Forces, ® ® Prime, ® @ @ Entropy) that causes thebookto  from your next accumulation of Paradox, the Paradox
‘ou  SME crch fire or explode when touched by unauthorized  forces hang and wait; the Paradox bleeds off at a rate of
llty “ hands. Only those Weavers who want a thief to meet one point per day thereafter. However, if you accrue
jou  hisdoom through poetic justice go to the lengths touse  any more Paradox during this time, it can still backlash
nn SR Corrupt Text. and cause all of the hanging Paradox to fire. Also note

nal _: T MET: Initiate (Basic) Matter, Initiate (Basic) that if you wish to hang multiple instances of Paradox,
(a BB Mind, sometimes Disciple (Intermediate) Entropy. you must cast and keep “up” a separate iteration of this
ce/ MK Youcause a piece of text to become illegible when you rote for each instance of Paradox gained. The base

he 4B finish casting the rote. Typically you must be able to  version lasts for a day — all of the Paradox waits, one
es B see/sense it, but most mages forge an arcane connection  point bleeds off at the next sunrise, and then the rest
nn @K with their magical writings, which is also sufficient. comes crashing down the day after. Grades of Success:
n. b Aside from the Arete casting challenge, nochallengeis Each grade of success extends the duration by one
’T)} @ necessary, but you may only perform this rote on some-  grade.
o S thing that you have written yourself or to which you ,
; | have an acmme connection. With the Entropy version, INFIDEL'S L‘AUGHTER[. ¢ FGBRCE& *° SPIR!T]
| you may cause the Effect to occur even if you are not The Taftani named this rote because it rendered
 currently aware of the theft of the lore in question. This them immune to the attacks of the overzealous Muslims
| can wait for up to a day with the basic casting. they had offended. Knives bounce off, bullets ricochet,
| By using Forces and Prime, you can cause a book to ~ €V€R the for'ce of .explosions is r.eﬂected away from the
V- BB cxplode into flames when opened by unauthorized Weaver while this simple rote is in Effect.
ir BB hands; the subject touching the book takes one auto- System: The Taftani reweaves his own aura in such
e BB  matic level of aggravated damage. However, since this 2@ Way that the kinetic energy of any physical attack is
n B s contingent upon Fate, it only afflicts someone who instantly reversed the moment it gets within inches of
is 2B tries to steal your knowledge from your books — if you the mage. In certain circumstances (i.e., four or more
S BB cive permission, or if you are just flinging books at Successesonan Arete roll) bullets may even retrace their
y S someone, the spell has no effect. exact path, which typically results in the bullet striking
¢ ] Grades of Success: Each grade of effect allows you to .the shgoter’s elbow or forearm (due.to recoil.) ) Obviously,
B  extend the duration of the waiting Entropy version by 1! F€810DS wher.e tbe Technocratic paradigm is domi-
) B one grade. nant, this Rote is highly vulgar. Luckily for the Tafténi,

. ] that does not currently include the Khyber Pass.
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MET: Initiate (Basic) Forces, Initiate (Basic)
Spirit. You alter your aura so that it deflects incoming
attacks. You gain one additional health level that
refreshes every turn at the beginning of the turn. This
effect has a base duration of one turn. Grades of Success:
Each grade of success grants one additional regenerat-
ing health level of protection, or extends the duration
by one grade, or allows you to affect one other subject,
or allows you to reverse an attack if you win the
challenge against the attacker (causing the attacker to
strike himself).

SHAR'S SENTENCE
(e oo ENTROPY, oo LIFF, oo TTIIND)

The Taftani poet composes a poem about his target
that evokes some weakness (or perceived weakness) in
the target, speaks insightfully and cuttingly of that
weakness and concludes by labeling the target with a
nickname that cleverly captures the essence of the
weakness. By speaking the poem to the target in the
company of his friends or family, the mage brands the
target with that nickname. Thereafter, the nickname
will stick and become increasingly true.

For example, if the victim has a slightly large nose
and the mage brands the target with the name “Camel

LEBST PATHS' AHLT-BATIN & TAFTANI

Il.l.' q

90

¢ AR ;

u{qlur { -l-'_ l‘ﬂjglqz
k;‘ ‘lxi:& l;ﬂ"

z!;

|
"
«:fgd*u. _t

5, 0"

[t

f ‘:'Q. 'ﬂ”h‘-"r!" }'}E'!é
Lo er f A

Face,” the name will stick. Thereafter, the target’s
associates will be inclined to call him Camel Face,
behind his back if nothing else. With time, the target’s
mind and body will accept the Sentence and begin
conforming as much as possible (without being Vulgar)
to the nickname; in this case, the target will come to
resemble a camel as much as a person can.

The Sentence generally manifests in the target’s
Attributes, though it could impact Abilities if that’s
more appropriate. The nickname “Camel Face” would,
over the span of around two years, lower the target’s
Appearance by 2, whereas the nickname “Stumblefoot”
would have a similar effect on Dexterity.

This rote can also be used to reward one’s friends. By
using the Sha'ir ‘s Sentence to append Musa’s name with
the epithet “the Clever,” the Weaver can incorporate a
previously unremarkable cleverness into Musa’s nature by
increasing Musa’s Mental Attributes (which ones deter-
mined by the ST) by two dots over the course of two years.

A target can only have one nickname at any given
time. If he gets a new one, the old one drops into disuse
and loses its effect.

System: Entropic magic embeds the nickname
into the target’s pattern. Mind magic reinforces the
curse (or blessing) in the target’s consciousness, thereby
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fcreating something of a self-fulfilling prophecy. Life
¢ magic renders the target’s body somewhat malleable,
allowing the Entropy and Mind Effects to have effect
 over the body.
L The composition of the poem is the actual magical
-working, so it is very easy to make this rote an extended
 effect. When the Weaver is ready to put the spell into
 effect, he meets his target in a public place — in the
| presence of others who know the target — and recites
- the poem from memory. Possession of the Expression
andjor Performance Abilities can add successes or lower
[ the casting difficulty at the Storyteller’s discretion.
i MET: Disciple (Intermediate) Entropy, Initiate
| (Basic) Life, Initiate (Basic) Mind. You must build a
 short poem or phrase about your subject and speak it
f aloud. This should give the suject some sort of single,
essily-recognizable moniker: “the Strong,” “the Just,”
 “the Incompetent,” or whatever. You make a Social
b Challenge if the target is unwilling; if you succeed, you
- may afflict the target with one bonus or negative Trait
| associated with your phrase. The modifier typically lasts
| foraday. Extended use of this rite can justify the increase
- (or decrease!) of Traits in a permanent fashion, subject
 to the normal limits. Grades of Success: With one extra
- grade you can make the modifier two Traits. Or, you can
 use grades of success to extend the duration.

SELF P@SSESSIGN (o @ @ o [TIIND)
] Taftani place a great deal of importance in au-
tonomy and clear thought. More than any other Tradition,
E Weavers despise having their self-control compromised
' in any way. Self Possession prevents or counters such
- invasions. As if deliberately getting a song stuck in her
| head, the mage repeats in her head a mantra, a poem or
atune that symbolizes her to herself. In time, this thought
process becomes habitual and spins off into the back of
the caster’s mind where it repeats endlessly. This Rote
essentially splits off a small portion of the caster’s con-
sciousness and charges it to monitor the rest. Should the
mage come under the control of another creature, this
Effect allows the mage to possess the portion of the entity
that is in his mind, thereby taking back control of his
actions even while the consciousness of another entity is
“in control” of his main psyche.

System: The compartmentalized consciousnesssplits
offfrom the mage’s core psyche when the Rote is castand
thenceforth remains present, quiescent and transparent
(requiring 10+ successes with Mind magic to detect).

So long as Self Possession is in effect, the mage has a
number of extra “virtual” Willpower points (equal to the
number of successes on her Arete roll) to prevent mind-
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tampering or -controlling effects. Even if the invader
succeeds, he is at -3 on all attempts to control the mage.

If the mage is somehow “mind-controlled” by an-
other entity (through vampiric Presence or Dominate,
Mind magic, Spirit or demonic possession), the mage is
allowed an Arete roll to counter-possess the portion of
the invader’s mind controlling the mage (as per the
Possession Rote on page 178 of Mage: The Ascension).
If successful, the mage is free to do what she will with
the invader, including hold him prisoner in her psyche
or boot him out of her mind.

MET: Adept (Intermediate) Mind. You compart-
mentalize your mind and place a small portion of your
consciousness in a tiny, hidden fragment. You gain a
three-Trait bonus on defense against invading mental
attacks (only). If you do fall victim to someone else’s
possession effect, you can make anew challenge on your
next turn to assert your consciousness back over the
interloper’s. The portion of the invader’s psyche re-
mains trapped in your consciousness, though — so, a
mage might try to control you but find his effect
nullified, while if a vampire moved his consciousness
into your body, he'd suddenly find himself unable to
leave and no longer in control. This effect lasts for an
hout/ scene. Grades of Success: Each grade of success
adds one grade to duration.

SPINNING THREAD
(oo e FORCES ORITIATTER, @ © PRITIE ¢ ¢ SPRIT)

Even weavers cannot weave without thread. This
rote allows the Taftani togather, in a physical sense, the
more esoteric she needs for her magic. When a magical
formula calls for “the shriek of a thrice cursed ifrit,” this
rote allows the mage to distill the essence of that
phenomenon into a form she can work with: Tass.

System: The opposite of fireball, in a way: instead
of embodying the ideal of a fireball with Prime and
Forces, this is taking the natural phenomenon and
using its Quint/Resonance/Tass.

MET: Disciple (Intermediate) Forces or Matter,
Initiate (Basic) Prime, Initiate (Basic) Spirit. You
absorb the Quintessence from aflame or material object
and distill it into Tass. Generally, you take any volume
of force or matter that you could yourself conjure and
you sublimate its Quintessential threads into a tiny
idealization that holds power. For instance, you might
absorb the Quintessence out of a flame, left only with a
tiny bit of smoke that you capture in a bottle. That
smoke would be Tass, holding one Trait of Quintes-
sence that you could use once you opened the bottle.
The item also has Resonance appropriate to its original
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form. This can sublimate up to a cubic foot of volume,
although you can only affect an object that isn’t magi-
cally protected or in someone else’s possession. This
rote is only designed to function on pure elements or
esoteric ingredients; you can’t use it to distill techno-
logical items, for instance. Grades of Success: You can
affect larger or more complex items with enough suc-
cesses. Each grade of success becomes a multiplier to the
volume (two cubic feet with one success, then three
with two successes and so on).

W/ EAVERS RETRIBUTION
[o 'Y SPIRIT, see C@RR'ESP@NDENCE,
Y F@RC‘ES, oo mIND, oo PRIIT!E)

Only a handful of Taftani know this Rote at any
given time, and it is considered nothing less than a
suicide strike, though its actual effectiveness has more
to do with the location of the Taftani at the time he
triggers the Effect than any other factor. If the mage has
a storehouse of djinn vessels, or if he’s near a vault or
collection of such vessels, this is a devastating strike;
otherwise it has very little effect whatsoever.

The Weaver extends his senses out in a several
kilometer radius to discover the whereabouts of all local
djinn vessels, which he then unseals, simultaneously
unleashing all the djinn in that area.

Taftani history has only one tale of the Effect ever
beingused. An old and, some say, crazed Taftani refused
to give in when encroaching then-Order of Reason
agents closed in on the Middle East during the Renais-
sance. The Crusades may have failed, but the economic
repercussions of developing Europe created a seed that
blossomed into dominance centuries later; by the time
the Taftani started to wane, it was too late to turn back

the clock. In order to wreck an entire stronghold of the
Order, the Taftani in question unleashed every djinni
within twelve miles — and, during the 1600s, that was
still a formidable force. The smoking ruins of the entire
town became testament to the force of a small army of
angry efrit.

System: Correspondence, Mind and Spirit magic
allow the Taftani to search a large area around her for
djinn vessels, which she then uses Forces and Prime to
unseal, freeing the djinn within. An intelligent Weaver
will make further use of Mind magic to at least nudge
the djinn toward the outcome she hopes to bring about.

Even with Mind magic, the mage has no assurance
that the djinn will intervene in any way on her behalf,
and it's entirely possible that the djinn may see the
mage as the greatest danger present and kill her, but the
chaos that a mass release of djinn creates is certain to
change the situation radically.

MET: Adept (Intermediate) Spirit, Disciple (In-
termediate) Correspondence, Disciple (Intermediate)
Forces, Initiate (Basic) Mind, Initiate (Basic) Prime.
Yourelease every trapped djinn from a vessel within your
Correspondence range (typically, fifteen paces plus three
paces per Arete Trait). These djinn act as they will,
under no compunctions toaid or hinder you, though they
likely revel in their freedom. Some may simply flee to the
Umbra while others wreak havoc on the scenery. In the
modern age, there’s no guarantee of a trapped djinn
anywhere in range, of course, so it helps to improve the
range. Still, this Effect is most devastating when used in
a locale where the Taftani knows that trapped djinn
reside — such as his sanctum. Grades of Success: Each
grade adds a multiplier to the range (one grade doubles
the range; two grades triples it, and so on).

X/ ®&NDERS

As “weavers of wondrous things,” the
Taftani hoard all manner of knick-knacks,
34 relics and treasures. Many have only sen-
] timental value, but the Taftani seem to
|| have more than their fare share of won-
ders. In some part this stems from their
7 stewardship; with an eye toward guarding
dangerous containers, the Taftani often
know the locales of many powerful de-
vices. Combine this with the Taftani enthusiasm for
building their own artifacts — whether by weaving
their own flying rugs, manufacturing magical bottles or
crafting carefully made animate ropes —and the Taftani
probably have enough artifacts to keep a group three
times their population awash in wonders.
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We have spent our lives between the killing sun
and the hot sand dealing with djinn. No one knows
their ways, their tricks, their deadly wiles like we do.
You must not doubt that. Believe me, then, when I tell
you that there is no more dishonorable, deceptive and
unruly creature than a djinni. A djinni will lie to you,
trick you, if possible, into any situation that might end
in your demise, and it will happily watch your death
throes while laughing at its own cleverness. We Taftani
have tale after tale illustrating precisely that behavior.
If you have not lived with the djinn, if you have not
suffered their whims, you do not know. Stop your
prattling and I'll tell you about the djinn.
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fhe sand and, increasingly, a menace to everyone,
within Arabia as well as outside of it. They lie in wait for
the unwary in the dunes, in the oases, and, now, in the
ipreat cities of the world, and only the Taftdni — may
jout fortunes soon brighten — stand between the djinn
ind humanity.

~ Of course you have your doubts. “Are there no
ood djinn?” you ask. You are young and your opti-
mism, your idealism, your naiveté have yet to be
wienched away from you.

- Let me answer your question. No, there are no good
diinn. Their bitterness makes them vicious from the oldest
wltan among them to you youngest servitor. The djinn are
perpetually angry at the human race. They came first, and
formillennia they were certain that they were destined to
 be the pinnacle of creation, the masters of Spirit-kind and
Ethe inheritors of the visible world. Mortals, they assumed,
twould be their servants. That we tumned the tableson them
Fstands to this day to be the greatest insult the djinn courts
 have ever had to deal with.
- There are more than a few lessons to be learned
 fom dealing with djinn.
First, don’t trust them. Few other creatures —
 except perhaps vampires — combine arrogance, ma-
| levolence and guile in such dangerous proportions.
 There is nothing a djinni will not do to trick, trap,
 mislead or ruin you. While a well-trained servitor can

 generally be counted upon to perform basic tasks with-
f out turning on you, the other castes are all quite certain
| that they're smarter than you are.
'~ Forthatreason, any djinn that insists on remaining in
 the physical world should be —for the safety of the human
| race, must be — tracked down, imprisoned and forced to
E serve his betters. This should be done at least as much to
F teach him a lesson as to get the benefit of his labor.
i This is the most important role played by the
b TaftAni, and if we disappear from the face of the world,
 the ignorant and noxious Technocracy will have its
F pale and swinish hands more than full.

 SITIODN

Willpower 5, Rage 9, Gnosis 1, Power 120
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Djinn are the vermin of the wastes, the jackals of
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Charms: Appear, Armor, Blast, Create Fire, Cre-
ate Wind, Disable, Materialize, Mirage, Mislead, Sand
Storm, Sand Swallow, Shapeshift, Smoke (Sand)
Screen, Track

Materialized Attributes: Strength 10, Dexterity
10, Stamina 10, Mental/Social equal to Gnosis.

Abilities: Brawl 10, Dodge 10, Etiquette 1, Expres-
sion (Howling/Screeching) 2, Intimidation 8

Materialized Health Levels: 50

Background: Simoon, the spirit of the devastating,
hot, sand-laden wind that howls across the Arabian and
Saharan deserts, is one of the most dangerous spirits
Arabian Taftdni summon. Brutal, mindless and in-
tensely destructive, Simoon is the attack beast of those
Weavers living in the Rub al-Khali. They revere its
ferocity and respect the power it has over their lives.
Aside from the more powerful djinn, Simoon is one of
the Taftini’s best resources in their struggle against
Technocratic hegemony.

Image: Simoon appears as an immense, roiling
sandstorm and has no form that could be called even
vaguely humanoid.

CHAPTER T\W@®: TAFTANI 93
‘r'l' !

i P8 ;

Rl ' A N Lﬁ %"‘ L :",
1
i

Pope b S TR s

‘;-. r
¥

e

i

N ¢
11 igEm 1 ql IEEULE ‘l i
L S B E N m “m LTI

S |11
LT R 2

b g

Lu
RS
s

o

LSt A



4N

Lod

.
LN '-”'w
LA ) .8
8 * ’ :gi?u!

With the Taftani so rare in the modern
<+] age, nearly every one is a notable person-

{ vidual is a standout. This isn’t to say,
though, that the Taftini don’t pay heed to
the unusual qualities of some of their mem-
Bl bership. Indeed, agiven Taftinican garner
a special nickname due to some quality: A
particularly cunning wizard might garner a moniker
recognizing his deeds or sneakiness, while a skillful
craftsman could be noted for her choice of patterns in
rug designs — say, the use of mythical beasts. And, of
course, the Taftani still remember the founders of their
Craft and the magicians who pioneered their legacy.

HAZAN [-SABBAH

Perhaps the most charismatic and persuasive orator
in Taftani history is the great and highly revered Hazan
[-Sabbah, the man who enumerated the conventions of
Persian craft-based magic and gave the djinn-com-
manding viziers of the Middle East the name “Taftani”
or Weavers.

[-Sabbah himself was very much a weaver in the
literal sense in that creating rugs was both his original
trade and his primary means of performing magic. I-
Sabbah’s rugs were among the most sought after wonders
of the Persian Empire. Some of them had the true names
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of a djinni woven into them as a way of binding that
spirit to the item, others had the names of elementals
woven into them, allowing for rugs that could, among
other things, trap and burn an opponent, allow move-
ment through solid earth, skim across the surface of the
ocean at miraculous speeds and, of course, fly.

I-Sabbah was a great advocate of Taftani coopera-
tion. In pursuit of that grand goal, I-Sabbah set up the
tradition of the haram, or sanctuary, where the Taftani
could gather peacefully to brag, discuss matters of
interest to the viziers and show off their apprentices. In
a moving speech that is quoted by Taftini even today,
[-Sabbah swore that if the Weavers could unite and
work together in concert, the threads of the Tapestry
itself would obey their will and there would be nothing
they could not do.

Obviously, I-Sabbah failed to achieve that vast
degree of success, but he was able to at least minimize,
for a time, the number of Taftani deaths caused by
outright magical dueling.

For many years, in what is now seen as the Taftani’s
golden age, the viziers were able to work together in
handfuls as opposed to individuals or pairs. The meet-
ing of minds yielded some spectacular results that are to
this day the stuff of Taftani legend.

It was only a matter of decades, however, before the
arrogance and ego that control the Taftini resumed its
slow devouring of the Craft from the inside out.

By the end of his several hundred-year life, I-
Sabbah was more than a little disillusioned. He still
spoke occasionally with various Taftani masters toward
the end of his life, trying to be the voice of reason, but
his words never seemed to make it to their ears. I-
Sabbah took three apprentices over the course of his
life, and while they worked together frequently, other
Taftani avoided them, and the ideal of cooperation that
they espoused.

In the end, Hazan I-Sabbah had given his people
three things that have lasted into the present: a brief
golden age of something approximating cooperation,
the tradition of the haram, and, for what it's worth, a
group identity.

HAIl AYUB AFRIDI

Among the most notorious and active Taftani in
the world today, Haji Ayub Afridi is one of the most
powerful warlords in the barbaric outlands of Afghani-
stan and Pakistan, a multi-millionaire drug smuggler
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For nearly two decades, Afridi has made war on those
he sees as dregvanti. To his way of thinking, the only
thing keeping him from becoming one of the most
powerful mages on the planet is the Technocracy. While
he realizes that he is not coming from a position of power,
Afridi does what he can to minimize Technocratic
influence across the globe, but especially in Russia and,

to a much lesser extent, in the United States.

Afridi has the deep appreciation of Forces magic
expected of a Zaotar, but Spirit is both his favored Sphere
and his most powerful. Unlike most Taftani, Afridi
occasionally ventures into the Invisible World. He has
been to the City of Brass innumerable times seeking out
particular spirits whose services he required.

After almost twenty years of manipulation and
power games, Afridi controls almost all of the opium

oy and hashish traffic in Afghanistan. Given that both
8 poppies and marijuana grow well there and that Afghanis
. propagate both plentifully across large portions of the
' m
e, anda textb?ok example of the aggressive Zaotar faction icr?::r:z’fg}:(t)ieettvlvl?rflr:))gzser:tecfgz ttr};eirpirtlheavr‘z)sr(l);r%cg
Y  ofthe 'Ijaftam. ' _ . makes Afridi exceptionally wealthy. While Afridi him-
Afridi underwent his mystic training later than  .|f would never touch the drugs he distributes (lest he
’s | most, beginning his apprenticeship at the age of 32. Prior endanger his atar or thought-fire) and haurvatat (“in-
n 101979, he was a diplomatic attaché for the Shah of Iran. tegrity,”), he happily sells opium and hashish to the
- b After 1979, certain...propensities of his made returning R yssians and to cartels taking the drugs to other Tech-
o - 10 public life in his now fundamentalist native land friendly countries. His hope is to undermine the
| inadvisable. At his father’s request, he went into hiding Technocracy indirectly by addicting and weakening
e witha very old and powerful Zaotar living in the Dasht-  the residents of those countries where the Technocracy
s | ¢Kavir, the enormous salt desert in western Iran. is most firmly ensconced, and in his mind that means
{ It was a difficult transition for both wali and ap-  Russia and the United States. While that’s obviously a
. | prentice. Afridi and Hazim al-Qartajanni, his Taftdni ]l order, Afridi does what he can to get as many
| | master fought for most of the first year. If Afridihadhad  Ryssians and Americans hooked on the goods he pur-
i | anywhere to go, and if al-Qartajanni had other poten-  veys, and he’s not above using Mind magic to get the
-  tial pupils, both would have rather ended the pall rolling. While the Russian army was occupying
- apprenticeship. After the first year, however, Afridigot  Afghanistan, Afridi had three out of every four Russian
; - ataste of what it meant to command Spirits, and he  soldiers smoking opium or mainlining heroin, a prac-
: | resolved to do whatever Hazim required of him to  tice that continues for many of them to this day in dark
| master the art of magic. needle-strewn alleys from Grozny to Moscow. Rightly
Afterseven years of training, the wilyal-Qartajanni  or wrongly, Afridi takes credit for the defeat of the
| who was just under eight hundred years old —had  Russians, largely because he cut off heroin to any soldier
taught Afridi everything he knew. He gave Afridi all whom he thought fought too enthusiastically, sending
but two of his djinn, and went to Semnan, a city one them into the painful delirium of withdrawal.
" hundred miles east of Tehran, and crossed the chinvat, Afridi does not exemplify the Taftani tendency to-
opening the eyes of thousands of Sleepers even as his  ward isolation. Assisting him in his backwater highland
final enormous magic display turned all the mosquesin  empire is a small army of barbaric gunmen, apprentices,
the city to sand. consors and djinn. He has two estates, one in Jalalabad
Taking everything he and his several djinn servi- (east of Kabul) and one in Landi Kotal, in Pakistan. The
tors could carry, Afridi left al-Qartajanni’s luxurious house in Landi Kotal is massive and far enough from
fortress in the Dasht-e Kavir and went to Afghanistan, civilization that he lets his apprentices practice vulgar
where his enormous control of spirits rapidly catapulted  magic in the open anywhere on the estate. He also keeps
him to power.
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a number of Bygones there, which serve both to feed his
ego and to feed on would-be trespassers.

The Technocracy has been very effectively wiping
out many small Crafts in recent years, and as it has done
so Afridi’s name has been creeping up to the top of the
Technocracy’s list of enemies. He is now Reality Devi-
ant #1. To date, the Technocracy has sent no fewer
than three assault teams to assassinate Afridi, but all
three have disappeared without a trace.

Afridi and company, meanwhile, get away with
increasingly gratuitous displays of magic near popu-
lated areas, and the Technocracy is furious. Afridi can
sense their ire half a world a way, and nothing could
please him more.

THE BLACK SHAYKH

Not all Taftani have allowed the Technocracy to
corral them in the Empty Quarter of Arabia or similar
backwaters. The Taftani master Faruq bin-Jadis, called
the Black Shaykh because of his preference for black
over all color, has established not one but two Taftani
sancta in the heart of Manhattan.

Bin-Jadis grew tired of fending off Paradox back-
lashes every time he brought the world into line with
the way he thought it should be. He considered it an
unspeakable offense that reality had been so tampered
with by the Technocracy that it should attack him
every time he left the Empty Quarter. While he was still
in Arabia, bin-Jadis conceived and executed a plan that
continues to shock and inspire the Weavers of Arabia.

Faruq bin-Jadis had never been content to live ina
glorified tent in the desert. He was sufficiently frugal
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with his Vulgar manipulations that Paradox did notkill
him when he left the Empty Quarter, but neither was he
content to perform parlor tricks in desert hamlets like
a common fakir. Through means both discreet and
impulsive, bin-Jadis acquired a number of oil wells just
before the “Qil Crisis” of the early seventies. With the
revenues provided thereby, he bought arundown build-
ing in the Arabic district of Harlem in New York. The
building — a rat- and roach-infested six story walk-up
that had been considered spectacular some fifty years
previous — was slated to become a casualty of urban
renewal until city officials learned that it had been
purchased by arich Arab, at which point the city turned
its attentions elsewhere.

Bin-Jadis sent acolytes to board up the windows and
strip the building of anything that might reinforce the
Technocratic paradigm (electrical wiring, for example).
He then flew to New York on the back of a captive ifrit
(which died from the experience) via the Umbra.

Once inside the boarded up building (and after
recovering from the Paradox he accrued en route), bin-
Jadis transformed the space into an exceedingly lavish
sanctum. One by one, he unsealed the twenty copper
bottles of djinn he’d prepared in the Empty Quarter.
Between his magic and their work, they transformed his
new home into a palace that transcended anything in
The Arabian Nights. Sumptuous brocades covered the
walls and the floor was covered with silk pillows.
Everything shined with the warm glow of copper, brass
and bronze and the air was perfumed with the wafting
scents of musk and myrrh.

Within the confines of the building that he callshis
palace, bin-Jadis is free to toss around as much magic as
his (impressive) mastery of the Spheres will allow with
no fear of Paradox.

Not content to be mystically successful, the Black
Shaykh expanded his range of influence again, this time
into the political arena. His command of the English
language, warm personal style and comprehensive knowl-
edge of public planning and real estate law (learned from
a spirit he liberated from the law library at Columbia
University) have made bin-Jadis a figure to be reckoned
with in the political landscape of New York City. His
drive and passion (and liberal use of Mind magic) make
him a major player and dealmaker in many scenes. Arab-
Americans, Palestinian-Americans and even
American-born Muslims flock to his banner, adding
their support to his cause. It never occurs to them that
he’s not Islamic in the least, and he's perfectly content to
keep his Paganism (and magic use) to himself.
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was he Hirst blossom, bin-Jadis followed up on his initial real
ts like | pestate triumph by buying the decrepit Oasis Theater, a
t and  huge Arabian-themed movie palace dating back to the
s just §  thirties that was, coincidentally, also about to be de-
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F (not that he needs it).

| working on a plan to create a corridor between the two.
 He'sused his political clout to have the Arabic enclave
of Harlem recognized as “Little Arabia.” The street

signs in that neighborhood are in Arabic as well as

In the early eighties, as his political power was in

molished. He got it for a song (literally), and with its
 kitschy Arabian Nights décor (complete with plastic
 date palms and faux clouds projected onto the ceiling),
 itmakes a passable sanctum (at least the secret rooms
 above the theater do) and a source of income as well

| With his sancta allowing him free use of magic on
| twosites in the midst of New York City, bin-Jadis is now

[TIoNEO~TRADITIENAL GATTIES

English, and the markets bear a strong resemblance to
those found in the souks of the Middle East. Soon, the
street that runs the eight blocks between his “palace”
and the Oasis Theater will be indistinguishable from
the back streets of Marrakesh and Riyadh, and his first
step toward reclaiming the paradigm will be complete.
His work toward affecting the Technocratic para-
digm on a large scale has yet to bear fruit. A deal he
made with Disney in the late eighties helped to prompt,
indirectly, the release of Aladdin. While it wasn’t all he
had hoped it would be, it does keep the Taftani para-
digm in the world consciousness, and he considers it a
minor victory for the Taftani outlook, and it gives him
hope that it’s not too late for change. Already he has
talked the local school board into teaching Arabian
Nights; soon, he hopes, the old ways will return.

91l Mono-Traditionalgames with the Taftani
. /8 canbe difficult. For one thing, most Zaotars
#/] have egos large enough that any sort of
interaction, no less cooperation, is com-
pletely impossible. The moment they come
A within a mile of each other, dogs howl,
mirrors crack and flame bolts start to be-
come a large part of the scenery.
‘ That said, many difficult things are
' notably worthwhile.

All Taftani have a precedent for cooperation in the
haram. Given how well many Weavers get along during
the haram, it’s amazing that more Taftani don’t get
along outside of it. If two Taftani mages could get into
that backslapping, carousing mindset in other circum-
stances, not only would they be able to stand each
other, but they'd probably make boon companions. It’s
also true that, obstacles to cooperation notwithstand-
ing, a Taft4ni probably stands a better chance of working
with another Taftani than any other Tradition.

On the bright side, the Zaotar have a certain
nervous respect for the Kahin and will generally work
with them with relatively few problems. For their part,
the Kahin have no qualms with working together for a
common goal and do it to devastating effect, as their
recent reacquisition of Petra proves.

A well-balanced cabal of Weavers would probably
be comprised of an equal number of Taftani from the
Zaotar and Kahin factions, with the latter acting as
buffers between the former. Furthermore, if the cabal
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were led by a powerful or respected Kahin, not only
would it assure that the cabal was acting in accordance
with Qismat, but it might have the additional conve-
nient side-effect of keeping the Zaotar from blasting
each other out of the Tellurian.

One possibility for a mono-Traditional game is the
basic drive of uniting against a greater enemy. It jibes
perfectly with the Taftani mindset to set aside differ-
ences, at least temporarily, to blast a mutual enemy into
the sand. Even if Hannan al-Jebbel, called the Flame-
wife, has been warring with Tariq Ibn Zaidi for decades,
the moment a Technocratic or Nephandic force enters
their battleground, both mages will turn their complete
and unrestrained attention on the invader. The alli-
ance may or may not last beyond the enemies’ death,
but at least it’s a sign of what could be.

On the other hand, if a somewhat more proactive
group of Taftini wanted to take the battle to the
Technocracy (or the Nephandi), then the game might
start out in the mountains of Iran and move to Istanbul,
Paris or New York. That’s when it gets interesting.

Such games could possibly be the beginning of a
new Taftdni movement toward cooperation, a notion
that gives most Technocrats nightmares.

Basically, anything can unite a Taftani cabal so long
as it has the potential to temper the Weavers’ egos and
give them something to fight that serves their combative
nature. How hot the fire needs to be to forge that kind of
cohesiveness depends entirely on the players.
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LEGENDS

CITY ®©F BRASS

In the near realms of the Invisible
World, near to the physical world that we
know sits a city fashioned entirely of ham-
mered copper and brass. Its towers rise
higher than any in the Lands of Faith, and
its eight great streets radiate outward from
the palace in the center like the strands of
a spider’s web.

This is the City of Brass, the nearest citadel of the
djinn and by far the most accessible to the inhabitants
of the material world. Serving much as all border cities
do, the City of Brass was for centuries the site of most if
not all commerce—of whatever variety—taking place
between humans and djinn. Since djinn in the Invisible
World (and therefore in the City of Brass) are not
subject to the Laws of Solomon, they did not need fear
the mage’s duplicity. The magoi, on the other hand,
had to be at least somewhat alert lest the djinn deceive
them with their tricks, though the Laws of Hospitality
prevented any real unpleasantness.

Since only a few mages remember its existence, the
City of Brass is almost entirely a city of Spirits. It is still
ruled by the djinn caliph al-Dimiryat, who himself
rarely if ever leaves the spectacular copper palace at the
center of the city.

In lieu of its commerce with the Getig, or Visible
World, the City of Brass serves now as a center for all
manner of commerce taking place in the Invisible
World. Demons angels, djinn, Nature spirits and odder
things mingle in its scorching towers. The immense
heat of the city obviously impacts the nature of the
spirits found here. Spirits native to the extreme north
or the extreme south avoid the City of Brass.

In recent decades, a Void Engineer outpost has
monitored the city. It watches specifically for mages
entering to deal with djinn and watches where they
return to the material world. The Void Engineers, for
their part, consider it some sort of extra-dimensional
anomaly — perhaps a result of parallel evolution.

Al-Dimiryat dislikes the Void Engineers and moni-
tors the outpost in return. Those abiding in the City of
Brass ignore the VE’s armored enclave for the most part,
but they know the outpost’s crew, its weaponry, its weak
and strong points. Once the caliph’s patience reaches
an end, the outpost will learn the hard way why the
Taftani do not trust the djinn.
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The only laws in pl anage interactions

in the City of Brass cient traditions of
whospitality:
= 1 Allcivite
greeted in '

refers to

any visitor to the Clty of.Bfa

[RAM ®F THE TALL COLUITNS

During the height of the Persian Empire, Shaddad,
one of the greatest wizard kings of the Taftani, built the
only known horizon realm of the Taftini. Shaddad
created the city as an eternal gesture of love and respect
for the human senses, and there is no mistaking his
intent.

The buildings of Iram of the Tall Columns are, as
the name would suggest, enormous. The pillars, made of
ruby and aquamarine, rise forty feet. In the recesses of
the high domed ceilings are eternally burning candles.
Turquoise, pearl, onyx, alabaster and sapphire adorn
everything in a manner that might seem somewhat
garish to the modern eye. Tiny streams of sweet water
meander through many of the rooms, ringing chimes
that dangle in the water.

The thick walls are made of fragrant woods, mostly
strongly scented cedar, and the aromas of musk and
myrrh drift through the Realm as if from some pure and
hidden source.

While Shaddad intended for Iram of the Tall Col-
umns to be a place of rest and repose for Persian viziers,
he also built it as his tomb. At the center of the beautiful
city of Iram lies Shaddad’s burial chamber, situated so
as to allow Shaddad’s dust to receive the benefits of all
the magical luxuries of the city.

L]
#
i

-2‘

e
’} L g;.‘ * ’ ¥ ?t‘ R . % ; ’
2 ;I‘[ u: L :"il.f ] f~ L

i‘I [ ] f“ gpen [l ‘ r- '
I H._ .‘fl.ri | ’L ‘ llrl i , \ ;
L !#F g !lr‘ l« v‘




The site of the entrance to the Horizon Realm
shifts according to the position of the stars, but in the
current world almost all of the entrances are covered
with sand. The last accidental discovery of Iram was in
the seventh century during the reign of Mu’awaiyah,
the first caliph of the Umayyads in southern Arabia. No
tales refer to the city’s discovery since then, though
rumors have circulated among the Taftani for centuries
as to [ram’s exact current whereabouts. Some say that
the agents of Druj found it and dismantled the great
city. Others say it was ripped apart by two warring

Zaotars, both trying to claim it for themselves. Some
whisper that some great old Taftani masters have taken
over Iram of the Tall Columns and that they watch
from beyond the Horizon and invite those Taftani who
show the greatest ability to overcome their hostile
natures and cooperate. The Kahin have uncommonly
little to say about the topic of Iram, and some believe
that the Kahin may have located the Realm by gazing
long into the void of Qismat — and claimed it for
themselves. That rumor by itself is responsible for more
conflict between the two factions than anything else in
the Tradition’s millennia-spanning history.
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AFGHANI WARLEBRD

Quote: Burn with truth you damnable son of a
scrofulous sow!

Prelude: You grew up in Tamanrasset, a city in the
South of Algeria in a region controlled by bandits. The
local schools had all been burned by the el-Djama’a el-
islamia el Mosalaha, the friendly local Islamic terrorist
organization, because, they claimed, studying took too
much time away from the pious contemplation of the
goodness of Allah. With no formal education past the
age of 15, you had three options: join the Islamic
extremists, join the army’s war against the extremists,
or join up with the bandits. In any case, your life

expectancy topped off at somewhere
around twenty-six years of age.
So when agents for the Ameri-
can CIA came recruiting for
“great warriors” (i.e. tank fod-
der) to send to Afghanistan to
prevent the Russians from tak-
ing more land, you joined
them.

never saw action
against the Rus-
sians. You were
taken in and “be-
friended” by the
wizard Haji Ayub
Afridi. He said you
were clearly a young
man of great potential.
You weren't going to
ruin agood thing by cor-
recting him. In
exchange for your ser-
vices, he took you on as
his apprentice and
taught you many, many
amazing things.
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Concept: You are now a warlord in your own right.
You control a small lashkar of your very own, and
though they're one meal away from being feral beasts
they obey you unswervingly, because they have seen
the things you're capable of. In the desolation of the
Khyber Pass, you can give your magic free reign, a
situation that gives you a great deal of satisfaction.
You've now set your sights on expanding your territory.
The only thing in your way is that other warlord who
wants to do the same thing, but you know exactly how
to deal with him.

Roleplaying Tips: Bluster. Wipe your mouth with
your sleeve. Swear creatively. Recount old war stories
and tell crude jokes. You're basically a nice, honorable
guy; you're just a little rough around the edges. More
than alittle, in fact. You're a twenty-something barbar-
ian with an enormous ego, too much testosterone
flowing through your veins and training in the arts of
both war and magic. You're basically a Technocrat’s
worst nightmare.

Magic: You weave your words into the fabric of
clouds to seed them with storms, to call the lightning
and to ride the wind like a djinni. What you can’t affect
directly, you have the djinn do for you.

Equipment: Black turban, AK-74, djinni ring, So-

) viet army surplus flak jacket
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THE ASCENSI®N
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Quote: No, don’t ask to hear my poetry. You don’t
want to.

f THE ASCENSION
Prelude: You grew up in Granada, Spain in the & r E&Eﬁe g%%gjiﬁm gﬁ%ﬁgmﬁ:}'ﬁwmwrl

shadow of the Alhambra, which always felt more magi-  ——

cal to you than the enormous cathedral you were

dragged to three times a week for mass.
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Youknew for years that you were different. So did your Y Tanm S Khowieos

peers, who said you were weird. At least that was the
excuse they gave for hating you. You were drawn to
, daydreaming and writing poetry, and everything else took
- third place. Fortunately for you, your poetry was undeni-
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; . P . . S @8000 Technok 00000  Science, 00000
ably good, occasionally visionary and, from time to time, e A

even prophetic. Your grandmother said you were blessed

g ¥ Correspondence__ 00000 e 00000 Prime________ 00000
¢ Entropy. @000 Mater___ 00000 Spiic________@0000

by Jesus, but that always struck you as bullshit. Rt SR — Mxmo""" e ——
. o P—————ADvaNTAGES -
] . To escape your peers and their adolescent PEISeCU- TR DRI e 005 000 oy P
3 tion, you took long hikes in the hills outside of town, i — 5 Hur

00000 W ILLPOWER Injured
00000 00 0OC@00000 Woun
00000 OO UO0UBAOD0 Maul

which is where you were when you met a weird Gypsy guy

. N . Cripp
who summed up the essence of your entire life in a twelve- sar TS Fraws BUNIESECE  tocw i‘g |
line poem. He asked if you wanted to know more and he e e

. invited you to the cave he called home. As it turned out,
i he wasn’t Gypsy, but Arab, and he had a lot to show you.
Things your grandmother wouldnot approve of. Soyou left
home to stay with him, causing a scandal of legendary
proportions in so doing. Now there are days — weeks even
— when it seems you can’t speak a single verse without it or that will come to pass. When
coming true in one way or another. youentera poetic trance, the
; Concept: You're weird, gloriously, wondrously,and ~ verse that drips from your
2B undeniably so, and you have no qualms with that. Itwas ton gue
4B  qismat that you should be so, just as it was qismat that doesn’t
brought you and the wily old poet together. You like just pre-
unnerving the nervous and scaring the timid, and you dictthings, it
don’t hesitate to curse those who cross you one too makes those
many times. predictions
Roleplaying Tips: You see Truth even when it’s Come true. And if that
hidden, and it makes the most amazing weapon. Tell weren’t enough, you a'lso talk to

| people unflattering truths about themselves that they ~SPirits who tell you th“}g& Your
need to hear. Intimidate the pious with your “ungodly” g‘randmother had no idea how
ways. If anyone gets out of line or refuses to treat you fight — and how wrong — she

i with the respect you deserve, compose a lengthy poem Was-

L that curses them, their children and their children’s Equipment: Notebook of po-
i children. Maybe that will teach them some respect. etic lines, lighter, skul.l of a cat
Magic: Youknow things. When you gaze at length (arognd your neck), mirror, dag-

into a fire, you see things: things that have happened, &et (in a sheath up your sleeve)

Static, 3
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DEATH V ALLEY
SURVIVALIST

Quote: You're on private property. [ think you'd better

F turn your car around and leave. Now.
” Prelude: You grew up in rural Montana where you
By were the homecoming queen. You were the only child, so
! it was up to you to follow in your father’s footsteps and join
the Air Force. Not only did you distinguish yourself as a
w great pilot, but you got to be one of the few women pilots
. flying bombing sorties in the Gulf War. Until you were shot
;  down. You ejected from the plane only to land in the
burning town you had just been bombing. Your chute
~  caught fire as it came down on top of you, and the sticky
=  burning nylon stuck to you.... You realized you were going

todie. Not just die, but burn to death. In fact, when you saw
% the guy fly down on the carpet, you were pretty sure you
were three quarters of the way to brain death. When the fire
just disappeared, you weren’t certain what was happening.
And then he took you back to his remarkable home and
trained you in the ways of Weaving magic while you
recovered from your extensive burns.

A L You had been listed among the dead, so when you
N returned home eight years after the war ended, people were
PRI surprised. The pity on their faces when they saw the burn
- ' scars on your face made you want to incinerate them then
. and there. They were surprised again when you moved from
- Red Lodge to Death Valley and started acting like a hermit
i
A 7
) THE ASCENSI®N
o v NATE NATURE: Masochist CRAFT: Taftani
) ¢ PLAYER: Essence: Dynamic CencerT: Survivalist
g . b CHRONICLE: DemeAn@r: Loner :
- ~ ATTRIBUTES
Bt " k7 PHYSICAL SecIAL TTeNTAL
e P f;  Stength, ®8000 Charisma ®9800 Perception_______@@000
L Dexterity, 90900 Manipulation 60000 Inrelligence, 86000
5§ h Stamina, 20009 App 0000 Wit .oooo‘
- i ABILITES |
r TALENTS SKILLS KNOWLEDGES
s Alermness. 00000 Crafts. 00000 Academics. 98000
: Athlerics 00000 Drive, 68000 Compurer, #0000
(- 4 Awateness ®8000 Enquette. #0000  Cosmology. €0000
i . . Braw], 00000  Firearms. 90800 Enigmas, 00000
- I bé  Dodge 00800 Medi 00000 ! 00000
r ¥ € Expression, S0000 Melee, 00000 Law 00000
: - =, 1 dati 00000 I 00000 Linguistics, 00000
.ﬁ ; - Leadership, O0000 Srealth, @8000 Mudicin, 20000
; ] YR Sweerwie 00000 Survival 00000 Oxcule 00000
g-& 3 R | b 00000 hnol ®0000 Science, OOOOOA
» e e p h‘_—QPHERR . 1
1|’ o {i rcumspmdeme__ooooo Life. 00000 Prime “ooo‘
A e .‘ Emmp\ 00000 Maiter 00000 Seirit. 6000
. o ¢ Forces 00 Mird 00000 Time 00000,
o ! ADVANTAGES |
japw : BACKGROUNDS ARETE HEALTH
’ @0000 #®# 80000000 Bruised 00
¥r ~  Resources 0000 Hurt -1a
;ﬂ . Wonder __ eeeee W/ ILLPOW/ER Injured 10
S T 00000 eeeeeeeeee Woundd 20
00000 0O0ODDECOO0000 Mauld 20
Crippled 50
IMERITS/AFLAWS QRUINTESSENCE Incapacitated o

ii‘u, "s ;;; , U
AR u:nt'!i’ 1

Entropic,
Sraric.
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and gun nut. They chalked it up to combat fatigue and forgot
about you. Again. It’s better that way.

Concept: You're a tough woman, still attractive be-
neath the scars. You received a great deal of survival training
and then had to use it. Being out in the really real world
disabused you of the comforting illusions that growing up in
the happy-go-lucky United States imparted upon you. Upon
returning home, you were shocked by the ubiquitous naiveté
and the attention people gave to trivial things like video
games, television, which options package they wanted for
their SUV... The people in your hometown were blind to
what things are really like, and when you tried to tell them,
they accused you of being depressed and strongly suggested
Prozac. So you left for Death Valley. Civilization now looks
to you like a fragile veil over a seething mass of
carefully hidden brutality and barely controlled
urges. Night after
night you see in ,

your nightmares
just how easy it would be
for civilization to break down,
so you stockpile food and weapons and
practice your magic and wait for it all to go
up in flames.

Roleplaying Tips: Anything that
was frivolous about you was burned away
by the flames of the crash. Anything
that was weak was made strong by your
apprenticeship with Faruq. You are ex-
tremely practical and you have no time
for humor, stupidity or half-assed ef-
forts. You take everything, particularly
your survivalist lifestyle, very seriously.
Some people think you're an extremist.
You think they’re naive.

Magic: It’s all about fire. In the
crash, fire was woven into your soul,
and Farugq trained you day after day in
the use of fire and the correct words
tocall thefire spirits. Forces 3, Prime
3, Spirit 2,

Equipment: Heckler & Koch
PSGI sniper rifle, boot knife, full
canteen, steel-toed combat boots,
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flame of fire.
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Andindeed, We created man from a clay of black mud.
and the djinn We created aforetime from the smokeless

— The Koran, Al-Hijr 15:26-27
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| No book detailing the wizards of the sands
f and Lands of Faith would be complete
N without addressing djinn, the denizens of

Nights. These entities can be thought of as
natural, though not always desirable, mani-
| festations of the Invisible World on the
material plane. Since djinn, like spirits,
yet remain a part of the static reality — in all but the
most ossified and deadened places on Earth (e.g., doctor’s
offices, Technocracy weapons labs and corporate board
rooms) — they are able to function normally, neither
suffering from Paradox nor needing to feed on Quintes-
sence to remain in the physical world.
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Djinn in the World of Darkness occupy a place
somewhere between that of spiritsand Bygones. They’re
just a little too solid and self-aware to be concepts given
flesh or simple incarnations of natural phenomena as
most spirits are. Neither are they quite solid or odd
enough to trigger static reality’s immune system, thereby
causing them to fade away (or become thaumivorous).
It’s possible that djinn are Bygones whose place in the
world was so entrenched that they’re fading from it a
little more slowly than most such creatures.

What follows is a description of the djinn, their

history, their abilities and how to incorporate them into 3. I

. B L

your game. If you allow Taftani player characters, you 7% L ‘.g

have, de facto, allowed djinn into your game, since a } -

great deal of Taftani life revolves around enslaving these <3 % e

entities and commanding them to do their bidding. ;‘\ .
i
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Ty ¢ allof what we knew. We were their teachers and they accepted

T2t the knowledge we shared with them.

w I Somewhere along the way, that arrangement became

“g 1" obsolete. Humans, though less attuned to the spiritual world,

Y Yy were quick to master the physical world, and they did so in
o

w i

o 1 106 LesT PATHS AHL“I“BATIN & TAFTANI

L i 'Hq 'm'.! qu p.'l- f .: w 1 1. '.! ;fl
= LRSI PR n A

[T TS ) w ' Vi,!" i J I" {2 w S

DRIGINS

You have come to me and asked me to tell you the story
of the creation of the djinn. Very well then, you shall hear it
if it takes one night and a hundred more. With each night
there are fewer of our kind to tell this story. Many of us have
been imprisoned by your kind — by the viziers or mages of
the humans. Many have fallen in battle, and many have
fallen to the temptations of the demons and have themselves
become demonic efriti, long since abandoning the Invisible
World for the company of Iblis in Hell.

As I remember it, the djinn were Allah’s first attempt at
free-willed beings. We were created after elemental spirits
but before human beings walked the world. Nor were we
created out of nothingness. Needing something to start with,
The One Who Is Not Not took smokeless fire and gave it
spirit and form and life. We hundred thousand spirits spread
out across the world, lay claim to those places where the
power of the world flowed most freely, and there established
the noble courts of the djinn.

We were the pinnacle of creation. We were vibrant and
creative souls. We created and learned and built citadels and
did as we pleased. No other spirit was so perfect as we. We
lacked nothing. Not only were we the first creatures to have
truly free will, but we were immortal as well. The passage of
time does not harm us; rather it simply allows us to grow more
powerful. We were to shepherd the beasts and command the
spirits and guide the world into everlasting harmony. Our
existence, it seemed to us, was perfect and unblemished.

In time another kind of creature was created as well,
one that was more base, more prone to folly and imperfec-
tion. These newcomers were made from black mud and lived
more in the physical world than the spiritual, and they were
frail and stupid and the passage of time made them grow
weak and die. These new creatures, these graceless after-
thoughts, were called humans. As intermediaries between
the spiritual world and the physical world, it was our job to
shepherd them as well, though we soon began to think of
them as our less talented and somewhat deformed cousins.

It was our understanding in those early times that we were
to be the dominant creatures in the world,, ruling over the beasts
and our lesser cousins, the humans. This is how the world was
for centuries, and we were able to teach our grunting kin how
touse the gifts of spirit, how to use tools, how to safely create and
use fire for comfort. Humans were capable of learning and
transmitting what they knew, and we taught them well. We
became less ashamed of our ties to them and sought to teach them

ways that the djinn were not substantial enough to mimic, not
the least of which was rapid reproduction. Whereas the acts
that lead to reproduction were considered base and somewhat
foul to the djinn, those acts seemed quite agreeable to humans.
Itdidnot take the humans terribly long to outnumber us. Once
humans began to learn certain spiritual arts, which they called
magic, the balance of power began to shift, and we, the first
people, were forced to keep up with the mischief and the
numbers of the rapidly expanding human race.

It was around then that the shifters, those creatures that
were part human, part spirit and part animal, approached
us. They informed us that the great houses of spirits were all
making a pledge of reciprocal assistance with them, and that
if we would teach them our Charms, they would, in return,
serve us with their mighty beast-people power.

We would have nothing to do with them. Other spirits
may be stupid enough to grant chiminage to these barbar-
ians, but we had already seen how dangerous humans could
become and how quickly they had become a blight on the
world. We had no interest in either serving or being served
by beasts. If anything, we were left disgusted by the notion
of interacting with beast-men at all, which, as I recall, we
found both base and servile.

The djinn began avoiding the physical world, preferring
to establish ourselves in places where most of the human
vermin could not go: the Invisible World. Our natures
required us to live in both the visible world and the Invisible
World. Retreating permanently to the latter was not a step we
could take without potentially losing our ability to function
fully in both worlds. In whatever ways we could, we retreated
from the swarming humanrace, seeking either the solace of the
empty place in the physical world or the great expanses of the
spirit that were accessible to us. While the shifters and some
few viziers could reach our citadels and sites of power in the
Invisible World, most of them were wise enough to avoid those
places where the djinn held sway, lest they be punished for their
effrontery. In those places, at least, the djinn were still the
masters and the humans were still slaves and monkeys
compared to the collective might of the djinn.

THE I© @@ DIINN PLAGUE

In the visible world, humans became more cognizant of
the existence of djinn and began trying to figure the djinn out.
Dabblers in magic took the first steps at entering into pacts
with the djinn. More often than not, once the would-be spirit
master got what he wanted, he conveniently forgot to honor
his side of the bargain. The already strained relations
between the visible and invisible worlds became even more
tenuous. 965 years before the beginning of what is now
called the Current Era, the greatest human vizier among the
humans, Suleiman (also known as Solomon the Wise)
moved to consolidate human power in the Lands of Faith. By

'!'L' 'J*'-"l" 'H"i '-’J" ,"g.

WY N
-.H h?r'i '
e Ny i El*i-i'_z

1
H
v o
#.

- B L
(RRENE 1

L el e mmmd o W




A

T YT R

F oomstructing an enormous temple at the confluence of many
 lines of power and establishing a college for the teaching of
| themagical arts, the great Suleiman inadvertently tipped the
| precarious balance of power in favor of the humans and
| riggered a wave of grave concern among those of us in the
Invisible World. Initially it was determined that the best
course of action was to let the humans build their little temple
 and to simply watch as human incompetence or aggression

 brought the temple back doun.

What we didn’t realize is that Suleiman’s knowledge of

: magic had grown so vast that he had learned how to
command us to do his bidding. This was new; prior to
Suleiman’s discovery and codification of what was later

called the Solomonic Code, humans could enter into pacts

E with djinn or they could coax and plead and we would think

about helping them if there was something in it for us. It was

anatrocity that humans had learned skills that allowed them

o command us, but we did not discover that he had such

secrets until it was too late.
For twenty years we watched nervously, waiting for

k some human stupidity to sunder the great and orderly city of

Suleiman and bring his city down. To our dismay, it didn’t

happen. What did happen troubled us greatly: The humans
| established a thriving civilization with flourishing trade routes,

arelatively just and respected legal system and a burgeoning

 population of priest-magi looking out for the interests of

humanity. . .more and more frequently at the expense of the

k inhabitants of the Invisible World.

We watched for twenty years as our control over the
visible world became more and more tenuous. In 945 BCE,
the great khans and pashas of the Invisible World held a court
of war wherein they agreed that the meddling of humans, in
what we held to be our world, had to come to an end. The
decision was made to make war upon the humans, by
whatever means necessary, to control their numbers and
drive them from territories where djinn were firmly estab-
lished which, at the time, included most of Israel, Persia and
all of the Arabian Peninsula.

Throughout those lands we began to wreak havoc.
Djinn began terrorizing the trade routes and cities, the oases
and temples of the humans. We expected our first attacks to
scatter the humans like orange blossoms before a strong
wind. They did not. Instead, they gathered together in their
cities like lambs huddling together in a storm. We thought the
rest would be easy, but we underestimated them.

The first sign that something was wrong was the steady
rhythm of hammers that began to ring from their cities day
and might. When djinn informants tried to enter the cities to
discover the cause for the unceasing ring of metal, they were
kept out by invisible barriers that the viziers had erected all
around the city.
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These creatures we had been given authority over had
learned to bar us from their city. That was an outrage that
we could not forgive. Immediately, the great caliph Al-
Dimiryat was summoned to redress this insult. He was more
than powerful enough to trample through the wards that
blocked his entry into the city, but he did not anticipate that
he would be met by Suleiman himself just within the city.
The caliph had barely passed into the city when six viziers
stepped up to restore the wards he had destroyed, and before
the great djinn lord could smite the human, Suleiman the
wise held out a brazen flask and Al-Dimiryat, one of the
grand caliphs of the djinn, was sucked in.

Suleiman immediately placed a stopper in the flask,
immersed the top in molten lead, thereby sealing it, and, as
soon as the lead had cooled, the greatest and most hated of
all viziers inscribed the first of what would come to be known
as the Seals of Solomon.

The entirety of the Invisible World was chilled. Al-
Dimiryat was gone, to what fate none knew. The city was
again impenetrable, and the first victory had gone to the
humans whom we had for so long considered our inferiors.

It was only to get worse from there.

The pashas, emirs and assorted lords who had served
Al-Dimiryat were incensed and had no idea what to do.

The other caliphs were struck with fear that what had
happened to their brother could happen to them. They vowed
never to leave the safety of the Invisible World, and even as
they did so, they sent their minions even more aggressively
against the humans and especially against the city of Suleiman.

There is little to say that has not been written and
debated by djinn scholars for centuries. The Arabian Pen-
insula and most of Persia was overrun with angry djinn. The
battle mostly took place between the viziers and the djinn,
although frustrated djinn frequently took their anger out on
“innocent” humans.

The trade routes were hit the hardest because that’s
where the humans were weakest. Their food and goods were
easy to disrupt, whereas the cities were havens for any
number of viziers, and they had taken to spreading the
information used by Suleiman. Djinn were beingimprisoned
by the scores. Every conceivable type of container — glass
bottles, iron flasks, copper cucurbites, brass alembics, oil
lamps — had been prepared and inscribed with powerful
Solomonic seals. The formulae for bindings and wardings
had been so widely spread that they were being used even by
those who weren’t proper viziers at all. In addition to djinn,
the wizards used their newfound magical techniques to
capture and imprison all manner of spirits. Troublesome
djinn were the primary targets of these zealots, of course, but
demons, naturae, and even the ghosts of the dead were
captured. What began as an attempt to keep the humans in
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line turned into a complete disaster as djinn forces were
routed at every turn.

Viziers who usually lived in the depths of the desert
came forth to learn what Suleiman had to teach. They would
leave Israel in the caravans crossing the sands, and if djinn
or demons began accosting the group, the magicians would
toss down metal vials by the handful and bind any spirit
unfortunate enough to get in the way.

Suleiman began paying a bounty to viziers who brought
him captured spirits. In his enormous sanctum, surrounded
by the gathered mystics of a dozen lands, the Wise One
would interrogate spirits about their nature, their role in
Creation and their strengths and weaknesses. Sages re-
corded more about the nature of spirits during that time than
at any time before or since. And it was only the beginning of
Suleiman’s great plan.

Vessels filled with spirits and djinn came to Suleiman by
the hundreds and he faithfully paid viziers for turning their
catch over to him.

Once he had learned our secrets, our weaknesses, our
vices and our needs, he quickly learned to command us to do
his bidding. When he was certain he had all the information
he needed on commanding our kind, he freed Al-Dimiryat
and ordered him to be his lieutenant. He could do nothing
else. Once the caliph himself sided with Suleiman, there was
nothing else to be done.

At the height of the War of Enslavement, fully half of
all djinn were imprisoned and the majority of the rest were
in service to Suleiman or some other arrogant vizier. The
most powerful demons and djinn had been rendered inca-
pable of crossing the barrier between worlds. Banished to the
Invisible World, the greatest of the djinn began to forget the
visible world and their painful defeat. Those djinn who were
still free, however, felt the loss of the Visible World most
keenly and their rage made devils of them.

In the years to come, the viziers of the human world
would come to call this conflict the 10,000 Djinn Plague.
We, however, called it the War of Enslavement, and our
bitterness at its outcome has only grown sharper with the
passage of time.

That bitterness erupted again a millennium later as
many of our number — a majority of those who escaped
being bound by Suleiman — sided with the blatantly ma-
levolent Devil-Kings to make another strike against the
human race.

THE DEVIL KING AGE

Beginning around 100 CE, a loose alliance of banes,
corrupt viziers, demons and djinn rallied behind a demonic
wizard named Ishaq al-1blis to create a society in the lost
places of the world that celebrated the infliction of pain and

the wvisitation of horror upon the human race. Many free
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| the War of Enslavement, saw it as their opportunity to make
 war upon humanity and avenge themselves on the race that
 had stolen their place in the world and turned them into
prisoners and slaves.
. Unlike the War of Enslavement, this new conflict
- was not motivated by djinn ideology or arrogance but by
- resentment and hatred. Even djinn not naturally inclined
| toward malice aligned themselves with the Devil Kings,
| seeing service to Iblis as preferable to service to the weak
 and scheming race of humans. The results were predict-
L ably grim.
The few free djinn who preferred not to join the forces
 of the Deuil Kings went into hiding or were forced into
servitude to the Arabic sorcerers who were by that time
calling themselves the Taftani, which meant Weavers.
While djinn had grown quite shy of entering direct
' combat with humans thanks to the ubiquity of Solomonic
L lore, they were more than eager to help build the cities of the
i Devil Kings whose names have come down as synonyms
| for suffering and horror: Arraka, Bhat, Kyphon, Zughb
and myriad others. Many djinn were under the impression
that by serving the Devil Kings behind the scenes they
enjoyed the best of both worlds: they were able to take a
form of venegeance on the human race but they were still
innocent of the greater outrages committed by the Devil
Kings, and thus less culpable should the amirs denounce
such a course of action.

When the twisted human vizier named Ishaq al-Iblis
approached a number of djinn and invited — not ordered —
them to join “a great drive to punish every last man, woman
and child of the human race,” most joined gladly.

The impotent rage we felt at seeing our brothers and
sisters captured and placed into servitude to a race of idiots
was channeled into the creation of increasingly grand cita-
dels of horror and pain.

For the first hundred years of the reign of the Devil
Kings, the djinn were instrumental in creating the Devil
King's empire. Every Charm in our repertoire was placed at
the devils’ disposal. The aroma of roasting human flesh
almost made up for the anger we felt toward those who had,
in many respects, banished us from the physical world.

Most djinn, however, were not entirely comfortable

serving the truly evil Devil Kings. While many djinn were
willing to swear temporary allegiance to the various de-
mons and Nephandi as a means of taking revenge on the
human race, once that hunger for vengeance was slaked,
most djinn lost interest in the Dewil Kings' campaign and
almost all later grew to regret the atrocities they had
committed in the name of revenge.
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dinn, still nursing a consuming anger over the outcome of
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After the War of Enslavement and the centuries of
bitterness and repercussions that followed it, the vast major-
ity of djinn opted to have as little to do with the human world
as they could manage. Most were happy to retreat to the
Invisible World where humans — most of them, anyway —
were unable to follow. Our power, however, comes from
being in both worlds. A djinni who spends too much time in
only one world may, with time, lose the ability to flow
between the two. There are some who claim that a djinni
who remains too long in the visible world forgets Charms,
loses his ability to return to the Invisible World and becomes
one of the jann. While the amaar may find that to be a noble
goal, the rest of us do not.

THE RECENT RETURN

The horror of the War of Enslavement lingered with the
djinn for centuries. All but a wayward few were content to
leave the visible world alone except for the occasional foray
sparked by morbid curiosity regarding the habits of mortals.

The lessons of the past, which the wiser among our
number remember well, are lost on younger djinn. They
never experienced the fear and shock caused by the War of
Enslavement. They haven'tlost friends or loved ones to the
prison of a bottle. They are spared the viciousness of
human slavers, the revered djinn lost to the arts of arrogant
viziers and the terrible resulting defection of the efriti to the
Devil Kings. It’s all quaint history and folklore to them. It
means nothing.

And when they decide to explore and experience won-
ders, the Invisible World isn’t enough for them. Despite the
threat of enslavement, they insist on claiming their birth-
right: full access to both worlds. I respect that even while [
find it foolhardy. It's possible that this new breed of djinn is
cleverer, less likely to fall prey to lead-stoppered copper
flasks and wily viziers. Perhaps the knowledge of Suleiman’s
art is less prevalent than it once was. If that's the case, then
perhaps they’ll fare better in the visible world than we did.

Perhaps.

I'm not optimistic. I suspect they’re simply rash and
unwise, and once the viziers realize that a whole new crop of
slaves has ripened, they’ll be more than ready for the harvest.

Regardless of what kismet holds in store for them, the
facts remain the same: young djinn are entering the visible
world in large numbers. Many of them are choosing to
interact with humans on a regular basis. So far, very few of
them have fallen prey to the Weavers and their ilk. I say it's

just a matter of time.
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The djinn are an entire house of spirits
| unto themselves, and as such the power
levels of djinn span the gamut from drones,
¥ barely more powerful than humans all the
way up to sultans whose power is, in a
word, godlike. Djinn are further split by
ideology and elemental affinity. Most djinn
of a malevolent disposition have elemen-
tal affinities to flame or earth while
benevolent djinn tend to exhibit a strong connection
to the elements of air and water.

The Invisible World is the djinn term for those
places in the Umbra where djinn are most numerous.
Other spirits are present as well, but the djinn, in their
traditionally high-handed way, ignore them if at all
possible.

Within the Invisible World are a number of cita-
dels, the enormous cities of the djinn. The djinn based
their citadels upon images of the ideal cities that float
through the High Umbra; mages are unlikely to see
anything else even approaching the grandeur of a
citadel without going to a Horizon Realm. Enormous
towers of smooth golden glass rise out of vast seas of
sand. Tree spirits stand on corners along every street
and every intersection sports a fountain. Djinn fly from
tower to tower attending to their business.

In the minds of the djinn, one proof of their
superiority to humans is in their more beautiful and
more efficient cities. Even the most beautiful human
cities look like slums in comparison.

Citadels are governed by a caliph, generally an old
and powerful djinn. In djinn terms, “old” generally
means the djinn is between six and ten millennia of age.

Caliphs, in turn, are governed by an amir. An amir
typically advises eight caliphs in one region of the
Invisible World. Should a problem arise between cita-
dels, the caliphs are advised to bring the problem to the
amirs, who are considered to be wiser because of their
greater age. Amirs range in age from nine to fifteen
millennia old.

The sultanate rules the amirs. The sultanate is a
family (of sorts) comprising the oldest and most power-
ful djinn. The djinn sultans are beings of such vast age
and power that their actions are utterly inscrutable to
any but others of similar age and experience. They are
the kinds of entities that humans are wont to call gods.
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The shayateen are those djinn who, while not evil
per se, are the avowed enemies of humanity and self-
appointed defenders of the Invisible World. A shayatan
may guard the citadels of the djinn against incursion (or
even visitation) from the visible world, or he may enter
the visible world fully intending to trick, trap or harm
ahuman. On those occasions when the shayateen leave
the Invisible World, it’s most often to avenge a loved
one who was trapped or poorly treated by a mage.
Shayateen, for the most part, feel that less interaction
between the worlds is preferable to more.

The shayateen are, by all accounts, zealots. They
see human control over the visible world to be a
travesty and a situation that came about through guile
and dishonorable behavior. While they don’t generally
delude themselves into thinking that they’ll ever be
able to take the visible world back, they do everything
they can to harry and harm mages who get out of hand
(however the djinn defines that) or who treat their
djinn unkindly.

Talking with the shayateen is almost impossible for
a human. First of all, they believe that every mage’s
intent is to trap them. Secondly, they have such disdain
for humans that they can barely bring themselves to
interact civilly with them. Lastly, even if a mortal
enters into a dialogue with a shayatan, the whole
discussion will be nothing but a political rant about the
unfairness of the situation between humans and djinn.

Shayateen are not proud. In their war on their
human oppressors, there is nothing they will not do to
punish arrogant mages (and the innocent friends and
family members of mages). Expecting a shayatan to show
pity or “fight the good fight” is like expecting a camel to
grow wings and fly: a nice idea, but none too likely.

EFRIT

Efriti are those djinn who have sided with the
forces of malevolence and corruption. Just before and
during the Devil-King Age, a number of djinn, moti-
vated by their unmitigated rage at the denizens of the
visible world, made a mass migration to the courts of
Malfeas. It became politically expedient to forge alli-
ances with various forces that the djinn would normally
not associate with. Once the Devil-King Age ended, it
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the w&y to eternal fame was : |
pst spectacular city ever seen by the eyes of?'mﬁn

e spirit world, the viziers drew out exactly what’
rity was to look like. The towers of this city would
‘ faiuest ever seen; its walls would

R

ed the te, building a strong sense of community.

rs fanicied themselves idealists of the high-
- and spent hours discussing the ways in-
ich the design of their city would nurture the
virtues that underpinned civilization. Once tﬁey de-
- § termined what shape the buildings of the city should

e city for them. Without the Solomonic code in
ce, these early magi could only enter into. loose
aigreements with the djinn, which they did: They did
i }ot take into account the djinn’s ability to deceive. -
The djinn insisted that they did not want to build
city for the viziers that they would not use, so they

e city for as long as they should live. The viziers so
swore and the djinn disappeared to begin their work.
; The djinn built the city exactly as the viziers had
%magmed it. They did not build it where the: vmets

became notably less trendy to be evil, and with their
anger spent, most djinn who sided with the various
Malfeans returned to their citadels.

Some did not.

Those djinn who continue to serve the forces of
Malfeas are the efriti. The various djinn caliphs and
amirs continue to allow efriti to live in their citadels,
but any efrit who tries to proselytize for Malfeas is
immediately considered to be a rajim and banished
from the Invisible World.

An efrit’s primary goal is to corrupt, twist and
degrade human civilization as much as possible in hopes
that it will implode upon itself. Most efriti claim to do
this only to avenge those djinn who were casualties of
the War of Enslavement, but the malice that radiates
off of them makes it clear that their motivations are
darker than mere politics.

’ thnck '

‘yfzconvemence of the viziers.

Mted to facilitate interactions between those who ;

take, these viziers deemed their command of the

frits sufficient to command a group of djinn o build ) trans’lated the City of Brass into the Invisibl

" avowed enemies of mankind.
sisted that the viziers swear that they would reside in -

]agmed it. On the contrary, the city was bu
: middle of an utterly mhospltable desert. F

ng their ideas on the grand edifices they had s Se?n‘ said,

The d]mn took that opportunity to remmd

deal with. the djinn again.
~ Onee the last of the viziers had died, th:

nitially the city was little moré than a ¢
ity, ut after the War of Enslavement, it came t«
symbolize' djinn victory over humankind and
quickly became the preferred home of the efri
those djinn who had declared themselves t

he City of Brass is now the premier city ¢
¢ World. Most djinn residing there prefer no

ﬁom the visible world visit, they are requested
1eave unless they have pressing business there

Most efriti are looked down upon throughout the
djinn citadels of the Invisible World and choose to live
in Malfeas near those who have become their masters.
Often, this takes the efriti to the courts of Kerne, in the
heart of the balefire realms of Malfeas.

An interesting fact concerning the efriti is that no
matter what their original elemental inclinations, efriti
who stay any length of time in Malfeas always wind up
being aligned with fire and using fire-based Charms.
Those efriti who have been in Malfeas the longest don’t
even make use of normal fire, but prefer using their
Charms to produce the sickly green flames called balefire.

Efriti, being more willful and intelligent than com-
mon Banes, are frequently assigned by the darker powers
of Malfeas to lead banes and formori on missions to the
visible world, and at least one efrit has become a Vice-
President at a large corporation associated with the
Pentex conglomerate.
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An aamar is an expatriate djinn who leaves the
Invisible World to live among humans and “see how
the other kind lives.” She may have grown weary of the
intense formality of life in the Invisible World or she
may simply be looking to enhance the long days of
immortality with a bit of debauchery.

Whatever the case, amaar prefer to travel incog-
nito. They rarely stay in the Middle East, preferring the
large cities abroad where they’re less likely to stumble
upon magicians capable of recognizing or enslaving
them. Amaar have formed small communities in cer-
tain intriguing cities around the world, including Betlin,
Cologne, London, New Orleans, Rio de Janeiro, San
Francisco and Sydney.

Most amaar prefer to be perceived as humans. They
donot like dealing with other spirits or taking any other
actions that require them to acknowledge that they are,
in fact, djinn.

If they're comfortable staying in one place, they
may set up legal human identities. Not infrequently,
they enter into relationships with humans. As beings of
spirit who can take any form they desire, amaar don’t
place a great deal of emphasis on gender and may take
lovers of either sex. If the aamar takes a lover of the
opposite sex, it is possible for the two to bear children,
which are called jann.

The goal of most amaar is simply to disappear into
human society. For that reason, using Charms is gener-
ally considered “cheating.” An aamar is just as capable
of using Charms as any other djinn, but doing so in the
course of day-to-day life is typically seen as showing
weakness; if humans can exist without using Charms,
their reasoning goes, then djinn should be able to do the
same thing. Obviously, if the aamar is under attack,
he'll use Charms to defend himself, but outside of
extreme circumstances, the whole point of being one of
the amaar is to experience, as much as possible, the
trials and limitations of human life.

Most djinn in the Invisible World find amaar both
inexplicable and exasperating. The dangers and limita-
tions of living in the visible world with creatures as brutish,
petty and stunted as humans appear to far outweigh any
benefit an aamar might derive from such a lifestyle. In
certain citadels, the difference between the amaar and the
rajimi is overlooked and any djinn who abandons the
Invisible World for the visible is considered to have
broken with the courts of the djinn and is therefore
banished. The shayateen, in their self-appointed role of
guardians of the Invisible World, are the primary advo-
cates and enforcers of this banishment policy.
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A rajim is a djinni who has broken with the courts
of the djinn. A rajim has thus been banished by the
amirs from the City of Brass and the citadels still under
control of djinn society, frequently for antisocial or
criminal behavior. The word rajim literally means

“outcast” or “cursed one.” They are essentially banished
from the Invisible World to the visible. Rajimi wander
the world, though they spend most of their time in cities
masquarading as mortals as a means of avoiding conflict
with spirits of other houses.

A rajim may try to pass herself off as an aamar, but
one noticeable difference between the two (besides the
rajim’s sociopathic behavior) is that rajimi revel in
using their Charms (particularly to trick or abuse hu-
mans); it reminds them that they’re better than those
they’ve been banished to live among.

Most rajimi are sociopathically antagonistic to-
ward humans (and, by extension, those who live among
humans, including amaar); frequently they are djinn
who have been particularly poorly mistreated by mages
or who have only recently escaped imprisonment after
the War of Enslavement. Rajimi typically choose one
particular mortal as a victim, generally one who has
somehow wronged the rajim in some way, real or
imagined. They then use every means at their disposal,
including Charms and mortal dupes, to embarrass,
harass, and, eventually, destroy their victim.

Rajimi often fancy themselves judge, jury and ex-
ecutioner to those who show insufficient respect to the
Invisible World. Others typically think of them as
sociopaths who like to torment their victims as long as
possible before orchestrating their final destruction.

Tafténi go out of their way to enslave rajimi, whom
they consider among the most dangerous of all the djinn.

POLITICS

The courts of the djinn are lightly governed and yet
they function more smoothly than most modern hu-
man bureaucracies. The djinn are particularly arrogant
about this.

While the citadels of the djinn do (infrequently)
find themselves at war, it’s rare that the conflict goes on
more than a few decades — essentially the blink of an
eye by djinn standards — and more often than not they
fight the war by proxy. If they can get humans to
unknowingly fight their wars for them, so much the
better. More than a few of the conflicts in the Middle
East have been the result of conflicts in the Invisible
World boiling over into the visible world.
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Nothing makes the djinn band together more reso-
lutely than attacks from the visible world. Djinn have an
array of squabbles and feuds, some of which are literally
ancient, but should a threat appear from outside the
Invisible World, internecine conflict comes to a halt and
the djinn turn their collective attention to the new foe.
Consequently, no one has done more to unite the djinn
than Suleiman. No other human is so hated by the djinn,
and there are times when amirs invoke his name to coax
feuding caliphs into making peace.

RELATI®NS \W/ITH ©THERS

Djinn prefer to keep to their citadels, but as part of
the Spirit Courts, they are obligated to deal with other
Umbrood as well. They are disdainful of the simpler
spirits, believing them to be little more than drones or
automatons. Spirits with free will and some modicum of
power, on the other hand, they are perfectly willing to
recognize as equals.

Djinn are on very good terms with the Elemental
Courts, particularly the Court of Air and the Court of
Fire. This, as much as anything, aligns them with the
metaphysic principle of Dynamism. Some djinn, par-
ticularly the efriti, are on cordial terms with Malfeans,
infernalists and other villainous spirits, though such
cordiality is watched closely by the amirs and sultans.
Djinn dislike excessive Stasis. Spirits with a particu-
larly keen understanding of cosmology assert that
principles of Stasis are responsible for the underpin-
nings of the Tellurian that make the Solomonic Code
function as it does.

DIINN SERVITUDE

Unlike most spirits, djinn cannot be bound to a
fetish, a talen or in any way hamessed to power an
object with their Charms. Mages who want to use a
djinn’s power must use the age-old Solomonic lore to
trap a djinn bodily in a container (the Taftini rote
Bottle of Djinn is the exact spell needed, though there
is no shortage of variations on the theme). Hermetics
and Dreamspeakers may have their own approach,
though without the experience of the Tafténi, mages of
those Traditions will suffer from slightly higher target
numbers than the Weavers, who live and die according
to their abilities of harnessing djinn.

The mage must first prepare a container for the
djinn to inhabit. This must be created by the mage
herself. The vessel may be fashioned out of any non-
flammable material and should be at least as large as a
man’s fist. Glass and metal are the most common
materials used for this purpose. Once the material has
been shaped appropriately, the mage inscribes the con-
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tainer with whichever of the Solomonic seals is appro-
priate to the entity to be contained. Generally, the
more powerful the djinn, the more complex the seal
needed to contain it. This stage is ideally done as an
extended effect. The number of extra successes gar-
nered by the mage in excess of the minimum needed to
make the container functional makes it harder for the
djinn to avoid imprisonment later. That is, if the player
scores two extra successes on the casting of the seal,
then the djinn must overcome those extra successes to
break the binding (see below).

When the mage is ready to face the djinn she wants
to imprison, she simply summons the djinn to her using
Spirit 3 and then speaks the code word she programmed
into the container; the Storyteller rolls the djinn’s
Gnosis against a difficulty of the mage’s Willpower.
Extra successes from the forging of the vessel cancel
successes on the djinn’s Gnosis roll.

If the mage wins, the djinn is sucked into the
container where it is stunned for three turns. The mage
uses those three turns to seal the vessel with molten
lead, which she immediately inscribes with appropriate
seals. If the mage fails to seal the bottle in three rounds,
the lid pops off, the djinn escapes, and the mage
becomes the djinn’s enemy number one.

SULEITAN

The originator of these binding techniques is known
as Suleiman or, in the West, Solomon the Wise. Among
Taftani and Hermetics, Suleiman is considered a figure
of near godlike status. Among the djinn he’s hated as
though he had committed genocide against the entire
race of djinn.

It would be enough if Suleiman simply discovered
the various means of summoning, binding and banish-
ing spirits, demons and djinn, which he did. It would be
enough if he had only catalogued the vast diversity of
spirits, which he did. It would be enough if he had just
tasked his captured djinn with the protection and
service of the human race, which he did.

But those things are only the visible fraction of the
true reason the users of Spirit magic hail Suleiman as
one of the greatest magi ever to walk the earth. His real
achievement, and the most mind-boggling, is the estab-
lishment of the Laws of Solomon, the laws of conduct
djinn must follow while in the physical world.

Through his years of interrogating djinn and learning
their secrets, Suleiman was able to discern the essential
nature of the house of spirits to which djinn belong. By
formulating asigil that captured the essence of the entirety
ofdjinndom, he was able to lay down ground rulesfor djinn
as a group when they were in the physical world.
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Persistent rumors suggest that he was working on a
similar sigil to bind demons when he died. It remains
unknown whether Suleiman’s death was natural or
otherwise, though if demons learned of his plans, it’s
clear which one was the more likely.

BOTTLES, LAIIPS AND FLASKS

While the Taftani have gone to extreme lengths to
collect them all, it does happen from time to time
throughout the Middle East that vessels containing
djinn (or other spirits) are found in the desert sand or at
the bottom of the sea (the Persian Gulf and the Red Sea
in particular seem to be the resting place for many
djinni-bearing metal flasks).

Under the Laws of Solomon, the djinni is entitled to
freedom if he performs three tasks for the opener of the
vessel. If the djinni is of the appropriate power level, that
may equate to three wishes. If the djinni isn’t sufficiently
powerful to grant wishes, it must perform three tasks for
its savior to the best of its ability. While it’s certainly
within the rescuer’s rights to draw these tasks out as long

LeNELY PLACES

) During the War of Enslavement, the number
_ of djinn captured and imprisoned in bottles, -
alembics, cucurbites, lamps, rings, flasks, jars and
~caves reached into the thousands. Very few of:
. those have been found, no less freed. There are
 reasons for this. :
.. First, most viziers who captured hostile djinn *
“'were more comfortable binding djinn than com-"
. manding them, so rather than use the djinn as
- servitors, they simply buried the container as fa
into the desert as possible or tossed it into the
- ocean. With the passage of time, sediment cov
ks in the sea and dunes cover the sealed an
warded vaults where djinn bottles were kept.
Second, on those accasions when a djinn bottle.
is found, it rarely stays anywhere near civilization,
. The reclusive Taftani aggressively seek out and |
- ‘hoard djinn containers. Naive humans are
. quently led astray into barren regions by djinn arx
" subsequently left there to die, thereby freeing the
. djinn. Even mages can be led out to barren places
. todie, but they generally have the last laugh: befor
i they die they can speak the word on the side of th
_ container that forces the djinn back into its prison
Like pebbles in a river, djinn containers get .
" swept up and carried away from those places where
the flow of humanity is greatest, and deposited later
in backwaters and on desolate shores. :

as possible, the longer the period of service, the more
likely the djinni will begin to resent its rescuer and begin
perversely misinterpreting its master’s orders. Generally,
anything under a month is considered kind; six months
is considered average, and any period of service over a
year is probably going to anger the djinn enough to
provoke troublesome behavior.

If the finder of the flask would rather not deal with
whatever is imprisoned in the bottle, she may find that
some strange desert nomad is willing to pay more than
generously for it. The Taftani are relentless in their
pursuit of such artifacts, and have been known to resort
to thievery, threats and Mind effects to get what they
want, particularly for bottles containing particularly
powerful djinn, which they can recognize from the seal
on the outside of the bottle.

PERS®NAL PACTS WITH DJINN

It is possible to obtain the service of a djinni
without resorting to Solomonic binding techniques.
This is generally much, much more difficult, particu-
larly since most djinn are understandably hesitant to
deal with mages at all, no less to serve them willingly.

A mage wishing to enter into a personal pact with
adjinni must first draw the attention of the djinni with
whom she wants to parlay. It is considered bad form for
the mage to show any signs of ill will (like weapons or
enchanted vessels) or bad faith (like wards, defensive
magics or other magi). The mage must enter into
dialogue with the djinni in precisely the same way as
humans entered conversation with djinn before the
Solomonic Code was estabished: with extreme respect
and deference. The various Solomonic tools cannot be
so much as alluded to or the djinn will leave immedi-
ately (or attack, if it’s of a malevolent breed of djinn).

Once both parties enter the conversation, the
mage details what he’s willing to offer for the djinn’s
services. The djinn will then seek to bargain with the
mage. If the mage was offering treasure (which djinn
love) the djinni will insist that anything less than twice
what the mage was offering is a sign of contempt; if the
mage was offering services to the djinn, the djinn will
expect something akin to indentured servitude in ex-
change for almost any little help. Unless the mage has
been trained in what to expect (as all Taftani and some
Hermetics are), it's extremely likely that the djinn will
talk circles around the mage and get the better of the
bargain by far. If the mage is smart, he’ll start his
bargaining experience with less powerful djinn and
work his way up as his knowledge of djinn and pre-
Solomonic exchanges improves.
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: ‘When a djinn bargains with a mage, more
' often than not what he’s looking for is a sense
acrifice, a taste of the mage’s emotions. Tho
n residing in the Invisible World have very
tle use for jewels, Ferraris or traveler’s checks, but -
ey, as most spirits do, have a taste for experienc-
“ing humans’ emotions. .
: Spirits (and ghosts) get a rush from emotions,
_ anddifferent spirits prefer the Resonance or “taste”
- of different emotions. Most spirits from the Hig
' Umbra prefer the tingling that they experien
~ when a denizen of the visible world experiences
respect, devotion or a slight sense loss. All gods:
quire sacrifice of one sort or another, and this is
how those spirits who are regarded as gods receive
the lion’s share of their sustenance.
Looked at in game terms, the spirit receivesa
' certain amount of Power from its transaction with
~ the mortal (or other entity...). How much Power
' the spirit receives depends on the strength of the
. feeling experienced by the human and how recep-
ve the djinn is to that particular “wavelength”.
tion. Spirits in the Low Umbra (ghosts) are
typically more flexible with regard to the kinds of
emotion they seek out, but it’s also their primary
source of sustenance. Djinn and the majority of
_spirits from the High Umbra can regain Power
- simply through Slumber, but a taste of adorationor
 the sense that a mortal has given up something 5
- valuable feeds the djinni’s ego as well as his reserve -
of Power. Two millennia ago that might hay ‘t
cluded incense, gold and salt.
Corollary to this is the fact that what is valu- |
able varies from individual to individual. A poor
" man giving the djinn his mother’s diamond ring
. will give the djinni a significantly greater rush of -
* Power than a rich man giving a similar or even
_more ornate ring. In the rich man’s case, the djinni
. might be more inclined to ask for something that
. 'may be worth less on the market but is more '
precious to the mortal — his rare autographed
dition of Edward Gorey’s Martini Book for ex- -
ample. That said, djinn, like many spirits, are
drawn to small shiny objects, and if the djinni is
- choosing between two forms of payment for his
services, he’s likely to choose the sparkly one. :
Dijinn have an appreciation for natural beauty,
_ especially in elemental objects like raw gemstones
_ or metals, and so often prefer golden lucre over
. paper money or intangible assets.
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hose hvmg in the vx,sxbie world (hke the amaar) are
elighted to accept anythmg from gold bouillor
'erosoft stock — anything that facilitates ¢
" somewhat luxurious lifestyle that most djinn pre

Whlié they re loath to use thelr Charms, they pref

”&man work ethic, pamcularly in countries hk

\ Germany, Japan and the United States, leaves them
boggled. Djinn, on the whole, would rather live live

¢ of leisure, and they'll accept from humans whateve

j allows them that degree of oomfort .
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Once both parties come to an agreement, they
exchange a drop of blood (or ichor, in the djinni’s case),
and the deal is complete.

If the djinni breaks the contract, the mage is en-
titled to appeal to the its superior (assuming he can get
an audience) and the djinni may be forced to do the
mage’s bidding until one or the other party dies. If the
mage breaks the contract, the djinni is entitled to
appeal to an amir and have the mage’s sworn servitude
for the same duration, and since djinn are immortal, it’s
pretty clear how these things turn out.

While such an arrangement gives the mage access
to the djinn’s abilities, it puts her in considerably more
danger than simple binding and imprisonment Rotes.
It’s not difficult to understand why most mages would
rather avoid the personal pacts, though some magi,
notably the shamans among the Dreamspeakers, are
more comfortable taking that approach to handling
djinn than simply overpowering them.

If the mage wants a djinn as a familiar (as per the
rules on page 67 of the Mage Storytellers Companion),
this is the only way to get that level of connection. It is
impossible to imprison a creature and expect it to give
the mage the level of service or commitment expected
from a familiar. The creature must enter into the
arrangement freely and of its own will.

STERE®TYPES

Taftani

Only Suleiman himself is more cursed than the dam-
nable Weavers. They are the abhorrent offspring of a
scrofulous pig and a rabid dog. While there are other viziers
who interact with us, and that frequently, only the Taftani
believe that it is their divine right and obligation to keep us in
servitude. And, regrettably, it is their artisans’ magic alone
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centuries have passed and ye
presence wherever we go.

come mto conﬂlct ¢
guard dogs and-tools

y hey deal w:th us from time to
5, s, they are the leastobjecuonable They
] slaves nor are they guileless fools that we

Sulelman s spells and seals from time to time, but they
apologize for d”omg so and Lhank us. for our. help afterwards.

of the Subtle Ones

Hermetics
There is arrogance
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from respect and
same prayers and
nature spirits
delicious and e
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that a shaman h
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Vampires

These ghuls hunt their prey wherever they can, and hide
from the sun beneath the sand during the day. They are
abominations before all that is holy and we do not suffer them
to live in our presence. Some have asserted that these things
are djinn inhabiting the bodies of dead humans. Itis not true
and, moreover, the very notion is foul to all djinn. While
they do not prey on us, our name has been mentioned in
connection with their foulness too frequently, and their
destruction brings us only joy and a deep sense of satisfac-
tion. It has not happened infrequently that a djinni has lured
a vampire to the desert by night and blown away the sand
that hides it from the bright light of the noonday sun.

Shifters

So noble. So idedlistic. So brutish and stupid and rash.
Like their little friends the Dreamspeakers, the shapeshifters
have dealt with a clearly inferior branch of spirits for far too
long and it has rendered them...insipid. . .when it comes to
dealing with spirits who are equal, if not superior, to them. If
they come asking for a Charm or some bit of knowledge, tell
them that first they must go on a long, long quest that involves
killing as many Weavers as they can find. When they return,
thank them, send them on their way, and refrain from
materializingin their presence. They'renotall alike, however,
so don’t treat them that way. The wolves are fanatical thugs
and not to be trusted; the cats are sneaky, but not great at
dealing with our kind; the lizards are generally noble, if slow,
and the snakes. . .the snakes are best avoided entirely.

Nature Spirits

Like children before scholars, like chickens alongside
rocs, so are the spirits of nature compared to us. We possess
free will and higher functioning while they are pawns to their
station, their predetermined and eternal place in the hierar-
chy. They are the drones, the brute laborers, the props and
tools of the Invisible World. Though they are more numer-
ous by far, we are their superiors in every way.

CHARITIS

Djinn use many of the same Charms familiar to
mages who deal with Umbrood to any degree. In addi-
tion, they also use slightly modified versions of some
Charms and a few that are unique to djinn.

Djinn are most closely related to elemental spirits,
and their particular take on Charms will typically
reveal which element they are most in tune with. Most
djinn are creatures of the air, though the more cor-
rupted ones, the shayateen and Efriti are more inlined
to be associated with fire and use fire-based Charms.

Among the “standard” Charms available to most
djinn are: Airt Sense, Appear, Armor, Blast, Blighted
Touch, Call for Aid, Cling, Control Electrical Systems,
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Corruption, Create Fire, Create Wind, Disable, Flee,
Influence, Insight, Iron Will, Quake and Track.

Djinn cannot use the following Charms at all:
Cleanse the Blight, Death Fertility, Ease Pain, Pos-
session, Reform, Solidify Reality, Spirit Away or
Umbral Storm.

In addition to the usual charms listed above, djinn
know some variants of the common Charms as well as
many Charms unknown to most spirits. The Storyteller
is encouraged to create new Charms unique to djinn.
Most djinn Charms relate either to one of the four
elements or to trickery, beguilement and deception.

A servitor is likely to know a handful of these
Charms, while a caliph is likely to know all of them.
Those rare djinn above the rank of caliph will know
many, many more.

¢ Bargain: A djinni may use Bargain at any point
in a negotiating process to confuse or mislead the
individual she is bargaining with. The djinni spends 2
Power and rolls Gnosis + Willpower against the target’s
Willpower. If the djinni gets more successes, the target
concedes and the djinni “wins” the negotiation. Each
time a djinni uses Bargain on a target, the target
receives an additional die to his Willpower pool for the
purpose of resisting this Charm. This Charm does not
work on Taftani, who are well acquainted with the
mind tricks of the djinn.

o Create Water: The djinni may create water
with a successful Gnosis roll. The amount of water
created determines the difficulty. The djinn can cre-
ate a few ounces of water at a difficulty of 3 whereas
filling a dry lake bed would incur a difficulty of 9.
Power cost varies between 1 and 5 depending on the
amount of water created.

e Disorient: By spending 1 Power and winning a
contested Willpower roll, the djinni can make her
target completely forget every street, building, land-
mark and geographical feature of the area he’s passing
through. Everything appears unfamiliar and possibly
frightening, even if it’s the target’s home town.

o False Wealth: The djinni using this Charm
makes common items appear to be extremely valuable
ones. A leaf appears to be a hundred-dollar bill, a rock
appears to be a diamond and dirt looks like gold dust. A
Perception + Awareness roll against a target difficulty
of 9 will see through the illusion, as will Rank 1 Matter
or Prime Effects.

¢ Flight: Djinn are somewhat weightier than most
spirits and do not gain flight automatically. Spending 2
Power allows adjinni to move vertically as well as horizon-
tally at triple her normal movement speed for one scene.
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¢ Heal: Djinn, unlike most spirits, are capable of
healing others, though they are loath to do so under any
but the most extreme circumstances. The djinni makes
aGnosis roll. Each success on the Gnosis roll allows the
djinni to heal one level of bashing damage. Each level
so healed costs 5 Power.

Particularly powerful djinn can heal even aggra-
vated wounds, though the Power cost is doubled.

This Charm works only on living targets.

¢ Heat Metal: The djinni makes a Gnosis roll and
may spend up to one Power per success to heat one metal
item. Each Power the djinni spends heats the metal by
one hundred degrees. Four Power will melt lead.

e Lullaby: After a hard day of weaving complex
magic into everyday items, there’s nothing a mage
appreciates more than a djinni servitor who can help
him drift into a sound, restful sleep.

The djinni sings soothingly to his target, lulling
him tosleep. If the target is willing, noroll is needed and
he falls asleep after a minute of singing, If the target
objects, the djinni rolls his Gnosis in a contested roll
against his target’s Willpower.

Solomonic Code prevents a djinni from directly or
indirectly harming individuals under the effects of the
Lullaby Charm.

¢ Materialize: Djinn have a stronger connection to
the physical world than most spirits, consequently their
cost to materialize is less. Calculate the djinn’s Materi-
alization cost normally, halve it and round down to
determine how much Power it costs the djinn to appear
physically.

® Mirage: At a cost of 3 Power, the djinni can
create a visual illusion of anything she desires. The
target can see through the illusion by making a Percep-
tion roll against a difficulty of 9. Alternatively, the
illusion can be pierced with Rank 1 Correspondence,
Matter or Prime Effects.

* Mislead: This Charm allows the djinni to make the
target see the wrong course of action as the only correct
one. As the target is deliberating between two or more
possible options, the djinni spends 5 Power and rolls
Gnosis. One success makes an otherwise obvious choice
unclear. Twosuccesses prevents the target from taking the
optimal course of action and three or more successes cause
the target to be strongly drawn to the course of action most
likely to have an unpleasant outcome.

* Sand Storm: For 2 Power, the djinni causes ablast
of hot air and sand that blinds one target. For 8 Power,
the djinni causes her Rage in bashing damage and
blinds to up to ten opponents in the same general area.
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¢ Sand Swallow: The djinni causes sand (and only
sand) to suck one target down three feet per success on
a Gnosis roll. One success will mire an opponent in
place while two or more successes will probably resultin
the suffocation of breathing targets. This Charm costs
10 Power.

* Smoke Screen: For 2 Power, the djinn can create
awall of thick, black billowing smoke that obscures all
vision. The smoke billows forth from whatever point
the djinn chooses, lasts as long as she concentrates on
it and cannot be seen through with Rank 1 Effects.

e Shapeshift: Djinn use Shapeshift normally so the
cost for djinn is only two Power due to their inherently
fluid nature.

Few things unbalance games faster than charac-

ndsof Fau:h Notevery bottle lamp and ﬂask needs
chtam a d]mm

ey are willfully perverse in interpreting
n wishes of those who misuse them. No
e is immune to the trickery of the djinn. Folklore
_contains many, many stories of mortals who have
. their wishes granted and then promptly use another
. wish to cancel the first wish. If the character only
.ireceived one wish to begin with, a Storyteller can
ate an entire storyline based around the char-
1 Orrectmg some horrible su:uanon that they
nt ‘awry by a poorly worded wish. =

| 3.Remember that most, ifnotall, w1shes granted
i by adj inni last only so long as the wisher controls the

. ned by the wish comes to a sudden and
" unceremonious end. If the djinni resented the way
ithe character made wishes, she might even go back
_and break situations out of sheer spite. D;mn are
mfamous for such petty tactics.
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. ittoserve the character, the djinn may not possess th

_the servitude of a djinni and wishes for a's
“palace, it is within the right of the djinni &
_something like, “I serve you and you alone master,
‘and [ shall have your palace built for you in one
‘hundred years and a year.” During the course of that

~Djinn are obligated to serve; they are not, ho
‘obligated to be omnipotent.

~wish for things that make the game more interesti
‘it might be fun to see where that takes things

the character gives away or loses control of
i for any reason, any ongoing situation”
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e Spirit Away: At a cost of 20 Power, the djinn
takes a person from the visible world to the Invisible
World by winning a contested Willpower roll.

¢ Teleport: The djinni can disappear and reappear
anywhere else she has ever personally visited. This
Charm costs 10 Power.

For twenty Power, the djinn can teleport another as
well. All teleport costs are cumulative.

¢ Wish Fulfillment: The most powerful of the
djinn are spirits of vast power, on par with Umbrood
Lords and Preceptors. If freed from confinement or
negotiated with properly, they have the ability to make
reality shift in the direction of another’s will. This
Charm costs 30 Power, and the djinni must make a
successful Gnosis roll.

4, While characters may trap a djinn, obliga

Grant Wishes Charm. In that case, the character’s
order may be carried out, but only to the best of th ‘
djinni’s ability. For example, if the characy

project, of course, the djinni won't be available
other service unless the first wish is reneganated :

5. Ultimately, you, as Storyteller, have ever
right to deal with wishes in your chronicle as you sex
fit. This includes not allowing them in your game at
all or limiting them in ways that mitigate damage to
the storyline. If, on the other hand, the characters‘

~ Just remember: It's a game; it's supposed to b
fun. If a character’s wish causes the game to goa
little out of balance, but everybody’s having agreat
time, don’t sweat it. If it’s not fun however, for the
Storyteller as well as the players, don’t hesitate
exercise a little “divine discretion.” Heck,
might throw your players a loop by actually gra
ing a wish as desired and then letting them swea
the nomexnstent consequences.
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" STERYTELLING DINN

Using djinn in your Mage chronicle can
give your games a whole new sense of
magic and exoticism. Djinn are more like
humans than most spirits, but expecta-
tions that they will be more like humans
just serve to highlight their strangeness.
The denizens of the Invisible World have
social standing, customs, modes of dress
and an entire culture of their own. As
Storyteller, you get to flesh out that culture as much or
as little as you see fit. If you look at your Mage chronicle
as a moving painting, think of djinn as a new brush that
will give your game textures you've never used before.

Djinn make excellent supporting cast members for
Mage, Mummy: The Resurrection or any game using
Year of the Scarab books. Their motives and intrigues
are at least as varied as humans’ are and, given their
exotic natures, possibly more so. They can be familiars,
informants, slaves, allies or nemeses.

There is one question that falls to the Storyteller
that has a great deal to do with how djinn interact with
characters: How have djinn fared in the World of
Darkness? Have they maintained their arrogance and
nobility even in the face of a dark and violent world
that's rapidly closing in on them? Do they resist the
nihilism that runs rampant through the World of
Darkness or do they embrace it? How the romantic
nature of djinn interacts with the grim ambience of
the World of Darkness determines a large portion of
how they might be useful in your chronicle. If you
determine that they've remained largely romantic and
magical, then they’ll be very rare outside Arabia’s
Empty Quarter and a few other desolate regions of the
Lands of Faith. If, on the other hand, they have
absorbed humanity’s decadent, worldly ways, then
there’s no reason not to have djinn frequenting the
nightclubs of Istanbul, Paris and New York.

THE [TI®DERN DJINNI

Djinn visit the visible world less frequently than
they once did. To their way of thinking, humans have
done an excellent job of ruining the physical world.
Add to that their fear of being enslaved by a power-
tripper using the Solomonic Code, and you're left with
a whole house of spirits that has all but defected from
the visible world altogether.

There are notable exceptions to this, however.

Those djinn who came into being after the War of
Enslavement (adolescents by djinn standards) never
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knew what it was like before humans got their hands on
Solomonic Code. To them, the visible world is a
theme park, a playground and an obstacle course all
rolled into one.

Older djinn have tried, unsuccessfully, to convince
their juniors to avoid the visible world by telling them
horror stories about power-mad viziers and various
other evils, but to no avail. Without having experi-
enced the War of Enslavement personally, the dangers
of the visible world seem vague and improbable.

The visible world beckons to young djinn. Hu-
man cities have a grittiness that the grand citadels of
the djinn do not. While some djinn prefer to keep
their slumming to a minimum, there is at least one
group of djinn, the amaar, who strive to experience
what it’s like to live like a human. This generally
horrifies their elders.

Djinn are not particularly difficult to detect. A
level one Spirit effect makes it obvious that the mage is
looking at a djinni, but an inexperienced vizier won’t
know the difference between a djinni and a paradox
spirit (for example) without further exploration. Mind
magic is the most obvious route to determining a
djinni’s nature or motives. Djinn can also be detected
by sorcerers familiar with the paths of Summoning,
Binding and Warding on a Perception + Awareness
roll. (You might require a special effect or ritual for
sorcerers to recognize djinn if you don’t want fairly
mundane magicians with “djinn radar.” The acquisi-
tion of such a ritual could make for a good story hook.)

Young djinn are a relatively easy catch foreven an
inexperienced Taftani, though other mages may find
itabit more difficult. A simple container, asimple seal
and the djinni’s freedom is over. Many djinn don’t
consider sixty years of servitude to be particularly
problematic. It’s rarely pleasant, but at the same time,
when one measures existence in millennial incre-
ments, six decades is nothing. What bothers djinn is
being passed from master to apprentice. In such cases,
the apprentice had best be highly adept at the
Solomonic Arts, because he’s extremely likely to be
dealing with a pissed off djinni.

DIINN AND HUTTIAN [TIGRES

One particular area in which inexperienced mages
often find themselves caught off-guard is that of djinn
morality and behavior. The djinn don’t require food,
sex, shelter or the other comforts of humanity. Simi-
larly, they don’t rely on customs, mores and religious
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taboos that humans use to regulate such behavior and

ties at random passersby. (“Only if you perform this
later absorb as tradition.

sacred ritual will I be released from bondage and able to
Asaresult, djinn aren’t above shockinghumans, or  help you...” followed by much snickering.)

making petty displays of their own “codes of behavior” Of course, djinn aren’t all silliness and laughter.

which are nothing but amusing ways to entice humans They’re simply not above havin

toact in humiliating fashion. A djinni might pretendto  sive of humanity.

be outraged by a human wearing a red hat, for instance,

claiming that such practices countenance a grave insult @U I SIDE ARABIA

and demanding satisfaction from the human (who Fear of being enslaved is what pushes modern djinn
likely doesn’t know enough to stand up to the frighten- oyt of the Middle East. Walking down an aisle at the
ing djinni’s bluff). Similarly, djinn have no Baghdad bazaar, a djinni is likely to be seen by at least
compunctions about appearing in the nude, gorging  three viziers or sorcerers capable of imprisoning her. In
themselves on human foods in supernatural excesses, Sydney, Australia, however, the likelihood is much
taunting humans for their taboos and so on. Manydjinn  smaller. While Australia has a respectable population
amuse themselves with the scandalized reactions of of mages adept in the Spirit Sphere, the native
humans who find such behaviors shocking. A djinni Dreamspeakers don’t have the knowledge of Solomonic
who pulls a humorous trick on a human (especially a  Code that allows for long-term control of djinn.

vizier) can expect much raucous acceptance back in the As a general rule, djinn can be found in any large,

Courts for the tale; nearly all djinn appreciate a good clean city outside of the Middle East. While it’s not
laugh at human expense. Stories relate everything from absolute, djinn tend to avoid cities that are overly dirty
djinn who seduce humans and then expose theirpecca- - places they know to be popular with Taftani.
dilloes to questing viziers compelled into absurd, foolish %
behaviors like marching about their home towns carry- DHNN AS 'EN'EH-H’ES '
ing huge stuffed dolls, wearing blatantly badly-done
make-up and cross-gender clothes, shouting obsceni-

g a laugh at the expen-

Djinn are haughtier than they are vindictive. =)
Small slights (e.g., forced imprisonment of two de-
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cades, some minor act of cruelty, or a deliberately
demeaning task) will elicit a slight narrowing of the
djinni’s eyes, but little more.

A fair master can command a djinni for decades
without provoking any real anger so long as he observes
proper etiquette.

On the other hand, when a djinni is abused, kept in
servitude for what, in the djinni’s mind, is an excessive
period of time, or repeatedly forced to perform tasks
that could conceivably result in harm or death to the
djinni, the djinni’s master is treading dangerous ground.

Dijinn recognize that they are, in many ways, the
ideal servitors. They are willing to serve humans, and
even overlook occasional mistreatment. However, once
adjinni loses its temper, the individual who pissed it off
is in for some trouble.

DIRECT RETRIBUTI®N

An angry djinni is a terrible thing to behold. It will
rage, break things, burn targets and summon storms. It
has free reign to do any of these things, provided none
of them bring direct harm to the vizier who controls it.

Once free of that control, however, the djinni is
free to harass and injure the mage to its heart’s content
unless the mage thought to specify in the initial agree-
ment that the djinni could not do so. Outside of the
Taftani, it's amazing how few mages think to include
such stipulations.

Dijinn can hold their own against most foes. Their
deceptive and elemental Charms are generally enough
to take on most opponents, with a few notable excep-
tions. The djinn’s ability to mislead and deceive is
notorious, and Arabic folklore is full of examples of
djinn trickery. An angry djinni can stalk her prey from
the Invisible World and wait until an important deci-
sion is being made, then choose that moment to beguile
or deceive her victim. The Mirage Charm is exception-
ally effective on enemies who drive. When the djinni’s
foe is going sixty miles an hour, the mirage only has to
be believable for a few seconds for it to be permanently
effective. Similarly, a djinni can use its Charms like
Create Water to cause all manner of embarrassment
and social ruin to its would-be oppressor.

While the djinn are more than capable of leading
their enemies down self-destructive paths, if more di-
rect action is needed, the djinni may need to enlist the
assistance of others.

VENEGEANCE BY PRé6XY

“I will serve you faithfully for four months and

The essence of djinn strategy rests in that offer.
Dijinn prefer not to enter combat directly against foes
who use magic, so they offer their services to another
mage in exchange for his services. This is essentially the
same arrangement as a personal pact with the djinni,
only it’s initiated by the djinni instead of the mage.

Djinn typically make offers like this to mages who
do not have much experience with spirits. Not only are
they more likely to want the services of aspirit, but such
innocents are generally more willing to accept a puny
two-year term of service. Djinn always try to get the
most from a mage for the shortest term of servitude, and
they're both capable and willing to use their Charms to
convince the mage to accept terms that favor the
djinni. A Son of Ether or Euthanatos mage is much
more likely to accept a year of service (and be happy
about it) than a Hermetic, a Batini or a Tafténi.

One advantage to this short term of service is that
the djinn can make that same offer to five or six mages.
Thus, it is entirely possible that a mage who thinks he
has only angered a single djinni may find that he has an
entire cabal of mages after him.

THE SoLeMONIC CODE
AND THE INVISIBLE W/ @RLD

_ Even mages with long histories of using the :
olomonic Code to deal with djinn are at a disad
.~ vantage when dealing with djinn on their homs
~ ground. The Solomonic Code is, at its core, a mys
njunction that determines how djinn may and may
10t behave while in the visible world. Djinn in the
 visible world are very susceptible to careful use of
- Solomonic sigils, wards and commands. '
On the other hand, a mage trying to us
monic magic in the City of Brass (or ot
adel in the Invisible World) will be laughed at
~ and promptly killed. The Solomonic magics have
- no effect of any sort in the Invisible World. Djinn
. bound, trapped or otherwise ensorceled while in
_ the visible world are still trapped, bound ot
~ ensorceled, but going to the City of Brass with the
~ intent of trapping a djinni servitor will get the
' mage nothing but dead. "
Some vigiers fear that there may even be a
reciprocal code of some sort that dictates human
~behavior in the Invisible World. Sofew mages spend
' any time in the City of Brass {or other citadels of the -
' djinn), however, that such things are simply fright-
ening rumors and loosely founded speculation. :

“" twenty if you will but smite my relentless persecutor.”

J
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CHR®NICLE IDEAS

It’s relatively easy to base whole chronicles
around djinn and their role in the world. Follow-
ing are some ideas for using djinn in your chronicle
to help get you started:

1. A djinni has recently lost her master. He is still
alive and under the Solomonic Code, she is obligated to
find him and rescue him if need be. She approaches a
Cabal of mages to ask for their help...

2. One of the mages in your game bears a striking
resemblance to (or has the same Avatar as) a dead
wizard who was especially hated (or loved) by the djinn.
Perhaps he abused the djinn in his service or indirectly
caused the deaths of many djinn by sending them on
impossible missions; alternatively, he may have freed
his djinn at the end of his life and the djinn is seeking
him out to serve him again. Either way, being sought
out by adjinn can be a disturbing experience, especially
when the Technocracy is watching with Dimensional
Science monitors.

3. The cabal’s city may become the new stalking
ground for a particularly murderous rajim. What will
the characters need to do to catch a murderer who can
slip into the Invisible World at will? If the djinni is
particularly high up on the hierarchy of the Invisible
World, that only muddies the waters more.

4. The party meets a hostile djinni and, in the
course of combat, kills it. The old Taftani warlord it
served will not be happy...

NGTABLE DIINN
SERVIT@®R: RUKH AL~ADIN

Willpower 4, Rage 5, Gnosis 4, Power 25

Charms: Airt Sense, Appear, Armor, Bargain,
Blast, Corruption, Create Fire, Create Wind, False
Wealth, Flee, Flight, Heat Metal, Lullaby, Materialize,
Mirage, Mislead, Shapeshift, Smoke Screen, Track

Materialized Attributes: Strength 3, Dexterity 3,
Stamina 4, Mental/Social equal to Gnosis.

Abilities: Alertness 2, Awareness 1, Brawl 3, Cos-
mology 3, Dodge 4, Etiquette 1, Expression 1,
Intimidation 3, Occult 2, Subterfuge 4, Stealth 2,
Streetwise 1

Materialized Health Levels: 7

Background: Rukh al-Adin was a lowly servant to
greater djinn than he when the War of Enslavement
broke out. He was sent to harass a caravan that was on
its way from Jerusalem to Baghdad. He wondered why
there was any hesitation on the part of his superiors. His
intended victims were only human, and was he not of
the djinn?
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It did not go well. Traveling with the caravan
was one of the great sand viziers named Al-
Nabighah al-Zubyani. The djinn was no more than
fifty paces from the caravan when an old man with
a long gray beard, wearing black robes and a black
turban, stopped the procession, took three paces
in his direction, and unstoppered a copper
cucurbite. Rukh al-Adin was immediately and
forcefully blown into the bottle by a wind a thou-
sand times stronger than the dreaded Simoon.

That was the beginning of his servitude. The cen-
turies that followed saw him acting as servitor to vizier
after vizier. There is no role he has not played to wizards:
slave and servant, guardian and concubine, secretary
and, on occasion, friend.

His current master is an old, old man, a Taftani
wizard who has not yet taken an apprentice. If the old
man dies without giving him to another vizier, he will be
without a master for the first time in nearly three
millennia. al-Adin wonders if his freedom is at last at
hand, and he trembles at such a frightening thought.

Image: When materialized, Rukh al-Adin looks
like a bald young man, swarthy and muscular, wearing
only a jewelled wrap around his loins.

EFRIT: DAHISHA AL-~A AITIASH
Willpower 7, Rage 8, Gnosis 6, Power 45
Charms: Airt Sense, Appear, Armor, Bargain, Blast,
Corruption, Create Fire, Create Wind, Disable, Disori-
ent, False Wealth, Flee, Flight, Heat Metal, Influence,
Insight, Materialize, Mirage, Mislead, Quake, Sand Storm,
Sand Swallow, Shapeshift, Smoke Screen, Track
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Materialized Attributes: Strength 4, Dexterity 4,
Stamina 6, Mental/Social equal to Gnosis.

Abilities: Academics 2, Alertness 4, Awareness 3,
Brawl 4, Cosmology 1, Dodge 4, Drive 4, Etiquette 2,
Expression 1, Intimidation 3, Occult 1, Stealth 3,
Streetwise 3, Subterfuge 4

Materialized Health Levels: 8

Background: Dahisha was a sentient spirit acons
before humans learned to use even simple tools. She
thought they were more interesting than most of the
animals, but never paid them much attention beyond
that.

When they began using tools, she was pleased.
When they became self-aware, she was amused. When
they began using primitive magic, she became alarmed.
When possible, Dahisha would do what she could to
misguide humans and lure them into positions where
they would destroy themselves.

While she was never in a position of power, Dahisha
never missed a chance to extol the dangers of these
overly clever monkeys. During the War of Enslave-
ment, she was one of the cleverest deceivers of mankind.
Her favorite tactic involved leading trade caravans
away from trade routes with illusory roads and then
leaving them to die.

She was trying to do precisely that to a large band
of travelers when an old Weaver named Al-Nabigah al-
Zubyani, wise to the ways of djinn, trapped her in a
copper cucurbite which he buried deep in the sand.

She stayed there until 1989 when an American
soldier found the container while digging a hole for an
ammunition bunker. The centuries of rage had ren-

124  LesT PATHS AHL“I'-'BATIN & TAFTAN

g0 :
szgg

dered Dahisha more than a bit mad, and a number of
Gulf War casualties are the direct result of her violent
temper and hatred for the human race.

The state of the world horrified her. Humans had
degraded the djinn into little more than fairy tale
creatures. Meanwhile, the humans she rails against so
often had created a world stranger than any she had
ever imagined.

Given her professed hatred of humans, however,
Dahisha seems to spend a remarkable amount of time in
human nightclubs, particularly in Egypt, Morocco, and
on the island of Ibiza. Not only does she enjoy the music
in such places, but they grant her a wide range of
potential victims. Dahisha likes to ruin or destroy at
least one human life a week as punishment for what
those stupid monkeys have done to the djinn. She's
rapidly approaching the one thousand mark, and she
plans to make it an especially dramatic ruination of a
particularly noteworthy human.

Image: Dahisha is an exquisitely beautiful woman
with coal-black skin, red lips and bright yellow eyes. On
close inspection, it becomes evident that her skin is
covered with tiny scales that are iridescent in bright
light. Her hair is long and black.

L@RD: AL-DIMTIRYAT

Willpower 9, Rage 8, Gnosis 11, Power 80

Charms: Airt Sense, Appear, Armor, Bargain,
Blast, Call for Aid, Corruption, Create Water, Create
Wind, Disable, False Wealth, Flee, Flight, Heal, Influ-
ence, Insight, Iron Will, Lullaby, Materialize, Mirage,
Mislead, Quake, Sand Storm, Sand Swallow, Shapeshift,
Smoke Screen, Teleport, Track, Wish Fulfillment

Materialized Attributes: Strength 7, Dexterity 5,
Stamina 8, Mental/Social equal to Gnosis.

Abilities: Academics 5, Alertness 5, Awareness 4,
Brawl 2, Dodge 5, Cosmology 5, Enigmas 1, Etiquette 6,
Expression 7, Intimidation 3, Law 4, Leadership 8,
Occult 3, Streetwise 2, Subterfuge 5, Survival 3

Materialized Health Levels: 12

Background: Al-Dimiryat is one of the great ca-
liphsamong the djinn. When Suleiman began capturing
djinn in vessels of all description, many djinn came to
him asking that he make the humans stop. He concedes
now that walking through Jerusalem’s wards alone was
both unwise and arrogant, but at the time it was
impossible to guess that humans had developed enough
skill with magic that they could do anything to him, a
caliph of the djinn. Suleiman understood djinn arro-
gance and used it to his advantage. He was delighted to
have such a potent spirit in his service.
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Suleiman immediately made Al-Dimiryat his lieu-
tenant and the commander of his rapidly growing army
of enslaved djinn.

While Al-Dimiryat was initially angry to be forced
into servitude to a human, there was no denying that
Suleiman was a wise and kind master who showed his

captives and slaves as much respect as he showed his
equals. It made him disturbingly easy to serve.

The caliph led Suleiman’s djinn forces against
other djinn with no hint of remorse or hesitation. Many
djinn were trapped in Solomonic vessels and forced to
fight for their human masters thanks to Al-Dimiryat’s
great power and strategic brilliance. Other djinn found
his enthusiasm disturbing.

Prior to his death, Suleiman released Al-Dimiryat
and most of his higher ranking djinn servitors as a
reward for their loyal service.

While many of his fellow djinn wanted to imprison
the djinn caliph in a vessel as he had helped to do with
thousands of his own kind, Al-Dimiryat’s power and
standing among the other caliphs kept him from suffer-
ing any punishment for his service to Suleiman.

Al-Dimiryat and those djinn who serve him are still
looked upon at traitors by some djinn. In the depths of
the Invisible World they whisper subversively about
“Al-Dimiryat the human-lover.”

Image: Al-Dimiryat appears as a swarthy man
with a completely smooth scalp. He sports a large
golden earring in one ear and commonly wears a finely
tailored white suit beneath a long flowing cape of
peacock feathers.
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Hidden in the center of complex designs are magicians who've seen the rise and fall of
empires. The mysterious Ahl-i-Batin skirt the edges of magical society, tugging at the strings
of politics and religion to open consciousness toward a unity of all people. The stubborn Taftani
refuse to give up their blatant magic in the face of increasingly hostile realities. Two siblings,
opposite in nature, both desperate to survive in a world that has since passed them by — or
will they rise like a sudden sandstorm to consume their foes and return to prominence? Now
that the Reckoning has come, they must make their last stand.

A dual-sized book covers the joint history of the Middle East's native mages, then explores
their separate traditions, enchantments and allies. Learn the Batini's courtly graces and see
the Taftani's outrageous displays. Explore the Web of Faith and sup with the djinn.
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