to promote and spread those idéas by all means at
its disposal with Numina and Influence appropriate
to that content. Collateral damage is not remotely a
concern, though these spirits always hide or flee from
perceived danger.

Typical Numina for mature spirits include Dis-
corporation, Fetter (must target an item suitable for
containing the work the spirit embodies; creating
the fetter causes the item to become a ¢opy of the
work), Gauntlet Breach, Indelible Intimation (as At-
tainment, see p. 178; costs one Essence per use with
a Power + Essence dice pool; can only target a living
fetter or a character reading or otherwise studying
an inanimate fetter), Innocuous and Living Fetter.
The ban implicit in such beings prevents them from
implementing or even conceiving of any actions not

pertaining to their focus, plus the inability to attack
their creator or target him with Numina (though
they are not actually concerned with his welfare or
otherwise obedient in any way).

Should an Dreamer create a spirit out of a grimoire
scribed with Truths Best Unknown, the entity can
teach mages the grimoire’s contents just as any other
mentor. In addition, the spirit can help a willing
mage in physical contact to cast rotes as if she had
the original grimoire on hand, but with all the usual
dangers of madness associated with such accursed texts.
Creating such a reckless and likely dangerous spirit
with this Attainment is an act of hubris, requiring a
mage with a Wisdom higher than three dots to make
a degeneration roll.

WRAITHS OF EPOCHS

Those who forget history are doomed

The modern world is not kind to magic. The Arcana
taunt the descendents of Atlantis with miracles they
dare not invoke for fear of Paradox or the mob rule of
Sleepers. The Abyss yawns wider with every passing
year toward grim apocalypse or the final severance of
the Supernal. It is no wonder that many mages look
back wistfully on bygone ages when they did not merely
nudge the vagaries of chance by tremulous degrees, but
invoked the cosmos with brilliance and courage.

Even as magic withers, the works of man give more
cause for despair. For every wizard who marvels at
the technological triumphs of the 21 century, there
are those who lament such ubiquitous power, bitterly
wondering what value their hard-earned rotes hold
when anyone might fly or speak to another across the
expanse of continents or lay waste to nations with
forces wrested from radiant ores. What was once won-
drous has become commonplace, no longer a reward
of singular genius and invincible will. Worst of all,
these advances threaten magic itself by offering mages
quick-and-dirty alternatives to their Arcana.

While such pessimistic elitism is not uncommon
among mages, most eventually reconcile themselves
with some facet of modernity, or else ennui consumes
them utterly. Far fewer have the emotional fortitude to
fully embrace the power and burden of the past, chal-

lenging perceived inconsequence by crafting theirsouls
in the likeness of history’s echoes. As much antiques
as antiquarians, history as historians, the Wraiths of
Epochs have never found broad acceptance as a Legacy,
though they are older than most traditions they preserve.
From the Fall of Atlantis, they lingered among its ruins
as living ghosts, anchoring themselves to the ideals of
rerhinisced greatness. Ashistory unfolded, they watched
and remembered while the Abyss gnawed at the threads
of human accomplishment and potential. The Wraiths
of Epochs have become the self-appainted stewards of
all things forgotten, waging an endless war to uncover
what time erodes faster than time can destroy it. They
donot accept that all good things pass, despite the grim
preponderance of evidence to the contrary.

Despite their reputation, the Wraiths of Epochs do
not reject technology out of ignorance or geriatric
rigidity, and they aren’t inherently antagonistic to
every invention on principle. Rather, their philosophy
lays blame at the convenience of technology to dis-
tract mages from exploring their own power, thereby
atrophying what magic remains in the world. Raised
in an age of cell phones and rockets, most Wraiths
fully comprehend the seductive lure of the modern.
The Legacy draws new members from those willing
to surrender conveniences for deeper truths. In the




eyes of Wraith liminaries, mages unable or unwilling

to make such ascetic sacrifices lack the devotion to
advance in the Legacy’s mysteries.

Because of their myopic focus, the Wraiths of Epochs
find few recruits. It is not enough that a potential
Wraith be enamored of history, as so many mages
are. A disciple must also reject the modern world so
fiercely that he is willing to cut himself off from its
advances. Such rejection can stem from disgust or
horror or even an irresistible longing for a better and
purer time. Whatever the motivation, candidates
must endure extensive trials to test their commit-
ment before a Wraith will help them craft their souls.
These tests begin simply enough, initially intended to
inconvenience and annoy. If the candidate persists,
successive trials gradually sever him from the aspects
of modernity he most values. Only when a mage
fully divests himself of distractions and embraces a
lifestyle of contemplative isolation can he make the
final sacrifice, forsaking future for past as he gives up
happiness, prosperity and the comforting illusion that
he matters in the grand design of the universe.

Within ‘the mage community, Wraiths of Epochs
generally go unnoticed unless someone wants to consult
them on ‘'some aspect of the past or lure them out of
passive research with the promise of new archeological
finds. Although Wraiths seldom eschew politics entirely,
having immersed themselves in enough cycles of civiliza-
tion to recognize the dangers of total isolation, most find
such endeavors distasteful as a matter of principle and
prefer to hide behind heavy occultation and areputation
of disinterested neutrality whenever possible. The most
politically active Wraiths work within the Mysterium
to guide the order’s research toward the secrets of the
past rather than contemporary lore. From an adver-
sarial standpoint, Wraiths violently oppose the Cult of
the Doomsday Clock (see Legacies: The Sublime, p.
128), whose calculated disruptions threaten the past as
much as the future. The Ticktock men reciprocate this
enmity, as Wraith Attainments can pierce the truth of
destroyed time in ways most magic cannot.

Among Sleepers, Wraiths of Echoes who maintain
visible mortal lives typically find work as teachers,
librarians, museum curators and other specialized

‘jobs at the fringes of academia, allowing Wraiths to

disguise their anachronisms as perfectly “normal”
behavior for their profession. Those who break ties
with the human society live almost entirely beyond
its needs and notice.
Parent Path or Order: Moros or Mysterium
Nickname: Atavists
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Appearance: Regardless of their actual health or age,
Wraiths of Epochs tend to evince a visage of frailty and
~ age. They can be handsome or hideous, beautiful or
decrepit, but their prematurely whitened hair and the
delicate wrinkles framing the corners of their perpetu-
ally haunted eyes give them a kind of scholarly gravitas
that often serves them well in their chosen professions.
Such frailty is only skin deep, however, as each Wraith’s
nimbus radiates an implacable primordial darkness that
leaves onlookers feeling like children confronted with
something impossibly and unknowably old.

Background: Not all Wraiths come from academia,
but those who do not must have sufficient open-mind-
edness to pursue such studies before being considered
for membership. Ultimately, it is each Wraith’s devotion
to the past that matters, whether that devotion mani-
fests in a hoary armchair historian, a tribal shaman
dedicated to preserving his people’s traditions or an
armor-clad SCA enthusiast.

Organization: Similar to mundane historians,
Wraiths of Epochs tend to specialize in a particular
period of history or the history of a particular geographi-
cal region. Consequently, the Legacy is haphazardly
structured according to Lineages of related curricula,
as each student.continues or branches away from the
studies of her teacher. Given their shared reverence
for the past, younger Wraiths tend to defer to their
elders as a matter of respect, but some break with
this tradition and take a more egalitarian approach
rooted in the idea that all Wraiths are children when
compared with the sum and total of history.

Suggested Oblations: Studying historical documents
orartifacts; teaching others (especially about the past);
engaging in ceremonial behavior in accordance with
longstanding cultural traditions; forgoing a useful
convenience of the modern world; experiencing and
meditating on important events via postcognition.

Concepts: Guru, Luddite terrorist, archeologist,
archivist, enforcer of the old ways.
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The Wraith of Epochs haunt the crossroads of past and
present, cultivating an aching awareness of everything
lost. Ultimately, this awareness transforms them into
its embodiment, accelerating the dissolution of flesh to
spirit as they assume aspects of the restless dead.

With their first Attainment comes a revelation that
many Wraiths find as profound as their Awakening.
Any mage who dabbles in the Time Arcanum can
glimpse the past; Wraiths of Epochs become the past
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with an awareness equally rooted in Death. They
cannot escape the fact that everything they witness is
gone and forever beyond reach, any more than they can
escape the pitiless inevitability that time will destroy
them, too. Each Attainment that follows reinforces
and expands upon this core epiphany, opening the vast
stretches of the past as the Wraith assumes the spectral
mien from which the Legacy draws its name.

As powerful as these Attainments are, the Attain-
ments of the Wraiths of Epochs come at a price; the
process of becoming one with the past metaphysically
diminishes their ties to the present. For each Attainment
a Wraith learns, she suffers a cumulative —1 penalty
to all Skill rolls to use modern technology, defined as
anything invented within the past century or so (the
span of an uninterrupted human life). The exact reach
of this threshold is left deliberately blurry for Storytellers
to enforce as appropriate to specific inventions. Even as
the rate of technological process advances geometrically
in the post-industrial world, this century mark remains
constant, such that today’s Wraiths are significantly more
out of touch than those who lived in centuries past. A
Wraith would have no trouble wielding a flintlock rifle
with Firearms or performing calculations with an abacus
using Computer, but he would certainly have trouble
wielding an assault rifle or researching on the Internet.
This penaltyalsoapplies to all uses of the Time Arcanum
to view or predict the future in any capacity.
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Prerequisites: Gnosis 3, Tim
Fate 1, Academics 2

The mage can witness the past events of any object
by touching it (or reaching into its substance while
he is in a state of Twilight). In the case of locations,
touching the ground suffices. Once sufficient contact
isestablished, he performsan instant action and speci-
fies a date and time relative to the present; no roll is
required. He must have at least a Described temporal
sympathy connection to the target date, either through
the touched object or personal knowledge. If these
conditions are met, then for as long as he continues
to concentrate, he experiences the events of the target
object’s past as if he cast the Time 2 “Postcognition”
spell (see Mage: The Awakening, p. 260) with successes
equal to his Time dots. This effect bypasses the occlu-
sion of the Time 4 “Erase History” spell (see Legacies:
The Sublime, p. 133) unless that spell was cast by a
mage with more dots of Time than the Wraith.

(primary), Death 1,
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Unlike basic “Postcognition,” a Wraith can alter-
nately choose to allow his vision to be guided by Fate
rather than choosing a specific time, in which case he
witnesses the most important event that took place in
the object’s presence as decided by the Storyteller.

In addition to viewing fleeting glimpses of history,
a Wraith also experiences the present through the
inescapable lens of death. He cannot see a flower in
a vase without knowing the bloom has already begun
to wilt, and even the noonday sun radiates the dull
red hues of its eventual expansion and demise. While
much of this sensory alteration is purely cosmetic and
amatter for Storyteller narration, such perception also
duplicates all effects of the Death 1 “Grim Sight” spell
(see Mage: The Awakening, p. 134); this change is
permanent and cannot be reversed. The only time this
sense does not apply is when the mage experiences
a vision of the past; only in history may he find brief
solace from the certainty of decay.

Before the Fall

With an innate predilection for unraveling
the secrets of the past, the Wraiths of Epochs
were among the first mages to discover that
the concept of “history” doesn't readily apply
to the time or world before the Fall of Atlan-
tis. At the most basic level, Atlantean events
cannot be dated in relation to the present, but

the problem is more complicated than that.
Atlantis is as much allegory as fact, based on
intertwined cosmological precepts that defy
logical analysis and creative interpretation.
Those mages who have managed to obtain
sufficient temporal sympathy from scavenged
relics to glimpse anything of Atlantis have
offered contradictory accounts as rich in
obscure symbolism as most tangled enigmas
of Temenos, filtered as they are through the
cracked lens of imperfect Gnosis and Wis-
dom. While such extraordinary visions can
offer valuable insights, they are ultimately
shadows of a more perfect truth that no mage
alive can or perhaps even should understand.
Given the difficulty of uncovering a vision of
Atlantis in the first place, Storytellers should
certainly reward the effort, perhaps with
clues buried in metaphor or Arcane Experi-
ence or both, but they should not feel obli-
gated to offer any absolute truths on the most
profound mysteries of the setting.



