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A millennia-long search for an ancient Atlantean artifact, the Abedju 
Cipher, is about to come to an end. The item has changed hands hundreds 
of times in its long history, and hearing or telling the rumors of its abilities 
has caused the deaths of dozens of Awakened souls.

Many Awakened factions, from Pentacle mages to the Seers of the Throne, 
have sought the Cipher over the centuries, using both overt and covert means 
to track down either it or its previous owners. Tensions have risen over it more 
often than not, and many oaths of enmity have been sworn on all sides.

Amidst the quest to possess the Abedju Cipher, an apostate of the Hege-
monic Ministry of the Seers of the Throne plans to obtain and destroy the 
Cipher, in the hopes of striking a blow for the forces of light. Doing so will 
not be so easy, however, as other factions close in to capture the Cipher for 
their own hidden agendas.

Introduction
The Abedju Cipher is about trust and all its myriad depths: earning 

trust, bestowing trust, wondering whether one’s trust in another is justi-
fied, the breaking of trust with (or in) another and all the consequences 
that follow from that break in faith. Implicit trust in someone is a pre-
cious and fragile thing. This story is about when to trust and whom, 
and what it means to be trustworthy. Within this story, the characters 
are introduced to an ancient mystical relic and exposed to a number of 
individuals and factions bent on acquiring it at any cost. The characters 
encounter uncertain allies, certain enemies, and could find in the end 
that the only people they truly can trust are each other.

This is a complete scenario that can be woven seamlessly into your 
Mage: The Awakening chronicle or run as a stand-alone adventure 
spanning one or two gaming sessions. Contained within these pages are 
all the tips and advice you’ll need to run an exciting and enjoyable story. 
If you want to change the story line or improvise along the way, there are 
plenty of places within this adventure to tweak the story to your tastes. 
This document provides the general layout — including characters, 
locations, situations and various clues — for you and your players to 
explore. Only you, the Storyteller, should read this document.

This adventure works with the rules system in the World of Darkness 
Rulebook and Mage: The Awakening. A useful supplement for this story 
is Seers of the Throne, but it’s not required. All the critical details you 
need are contained within this document. This story works best as the 
first adventure for a newly formed cabal, but it can be scaled up to serve 
as a worthy challenge to a more experienced group of Awakened.
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About the Storytelling Adventure SyStem

If this is your first Storytelling Adventure System (SAS) product, 
you’ve chosen a fine place to start. To keep this story kit lean and 
focused, though, we haven’t included a lot of the core premises and 
Storyteller suggestions that are at the heart of the SAS. Whether 
you’re a new Storyteller or an old hand, be sure to read the free 
SAS Guide, found at the SAS website:

www.white-wolf.com/sas

Here are some of the features available in The Abedju Cipher:
• Interactive links. Clicking on anything in gold will take you 

directly to the section referenced, or to an appropriate 
character sheet or prop. The link could also take you to a useful 
external website.

• Scenes. Clicking on a scene name in the scene flowchart or the 
page number in the scene card will take you to the full write-up 
of the scene.

• Bookmarks. This PDF is fully bookmarked, so you can jump to 
major sections at any time when the file is open.

What’s Inside
This storytelling kit contains the following three basic parts:
The Introduction provides the story overview, a description 

of the key Storyteller characters and all the historical notes and 
background information you need to help bring the setting and 
characters to life.

The Scenes are the building blocks that make up the overall story. 
Each scene details a specific, central action of the story and helps you 
keep the story moving from action to action. Each scene includes 
more specific Storyteller advice and several options for how characters 
can interact within the adventure’s provided setting. Each scene also 
provides some suggestions on how to adjust the scene to best fit your 
needs as a Storyteller.

The Scene Cards, used to summarize each scene contained in 
The Abedju Cipher, also introduce the in-play resources section 
of this SAS kit. Along with the character sheets for the significant 
Storyteller characters and the scene flow chart, the scene cards are 
designed to be easy to print. If you cannot or do not wish to print 
out this entire scenario, just print this section (pp. 31–32), which 
provides you the basic information you need to successfully tell 
this story.
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the SAnctum And hAllow meritS

For the purposes of this story, it is ideal, but not required, that 
your characters not yet have established sanctums or Hallows. If they 
do, it’s perfectly all right, but they are given the opportunity to earn 
either a sanctum or Hallow by the end of this adventure (which can 
potentially lead into another Mage story kit, Lines of Power).

Treatment
In The Abedju Cipher, an ancient Egyptian artifact tour is making 

its next stop at the Sanderson Museum of History, which is local to 
wherever the characters happen to live. Among the collected artifacts is 
a supposedly lost and prized magical relic, known as the Abedju Cipher. 
Doctor Giselle Pierpont, the curator of the museum (and reluctant 
member of the Hegemonic Ministry), was ordered to pull strings in 
order to have the tour visit the Sanderson so that she could secure the 
relic and send it to her superiors when the exhibition moves to the 
next museum. Also, other forces are already in place at the museum or 
are moving toward it to obtain the Cipher, including the Adamantine 
Arrow and the Ministry of Paternoster.

The story begins with the characters being invited to the gala opening 
of the touring exhibition by one of the museum’s docents, Dara MacK-
enzie, secretly a novice operative of the Adamantine Arrow. MacKenzie 
encourages the characters to make themselves comfortable and to enjoy 
themselves. During the festivities, the characters also meet Doctor Pier-
pont and the other guests and have a chance to run into the story’s main 
antagonist, Brother Remmy Odoya of the Ministry of Paternoster.

As the party winds down, the security gates suddenly lock and the 
power goes out. Some of the guests reveal concealed firearms, secure 
the party guests and begin scouring the museum and the exhibits for 
the Cipher. The characters have the option to either fight these Pa-
ternoster templars or run for cover.

If the characters look for a place to hide out and regroup, they find their 
way to Pierpont’s arcanely guarded office and have a chance to break in. 
There, they can search her private library and have the opportunity to 
learn more about her and about what the terrorists’ agenda might be. Both 
Pierpont and MacKenzie offer their aid to the characters if they decide 
to either go after the terrorists or attempt to help free the hostages.

After learning more about Pierpont and MacKenzie, the characters 
can then engage in a spirited battle with the templars through the 
various exhibits and hallways of the museum. They might even be 
able to free the hostages to help keep them out of the line of fire. If 
Pierpont hasn’t already told them about the Cipher, the characters have 
a chance to learn more about it when they discover that the templars 
are looking for it within the touring exhibition.

During the struggle with the templars, the Paternoster representative, 
Remmy Odoya, reveals that Pierpont is not all that she seems. The 
characters learn from Odoya that Pierpont is a member of the Seers of 
the Throne. Whom do the characters choose to believe — Pierpont 
or Odoya? Added to the confusion and web of deceit is the revelation 
that MacKenzie is actually a novice Talon of the Adamantine Ar-
row. With no one appearing to truly be who he or she claims to be, 
the characters are forced to determine whom to trust or whether they 
should trust anyone at all.

Depending on how things play out, the characters might have a 
chance to secure the Cipher and pull a bait and switch using several 
fake Ciphers in the artifact collection. If they can pull off the bluff suc-
cessfully, they have the chance to make off with the Cipher themselves. 
If either Pierpont or Odoya sees through their subterfuge, it could spark 
off a final encounter between the cabal and the others.

Sanderson Museum of Natural History
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Once the dust settles, a number of possible outcomes exist, based 
entirely on the decisions the characters made. If they have the Cipher, 
they can keep it for themselves and earn the enmity of all who were 
searching for it. If they hand the Cipher over to Pierpont, she asks 
them for help in destroying it. It’s even possible the characters could 
hand it to Odoya for his own purposes.

If the characters work with Pierpont by the end of the story, she 
might be willing to offer them a sanctum within the museum — as-
suming they’re interested in working with her in the future, given her 
uncertain allegiances and questionable reliability. The characters might 
even be able to call MacKenzie an ally by the end of the story, which 
could open up the possibility of the characters’ involving themselves 
with the Adamantine Arrow at some point in the future.

Theme: Trust
Trust is one of the most important facets of being human and one of 

the most critical elements of being a mage. When trust is misplaced or 
broken, humans tend to feel betrayed and (in some cases) threatened. 
For mages, the breaking of trust is even more dangerous, as it means there 
could be individuals out there aware of their secrets and perhaps even 
willing to divulge those secrets to others who do not have the mages’ 
best interests at heart. Hence the theme of this story. In whom will 
your characters place their trust? What will your characters do if they 
place their trust in someone who then turns around and betrays them? 
And, since trust works both way, perhaps your characters will encourage 
someone to trust them whom they can then turn around and betray.

Moods: Hope and Fear
Determining whom to trust evokes both hope and fear. Hope as 

you rely on the person in whom you place your trust to have earned 
it, and fear that the person might betray you or otherwise prove un-
worthy of your trust. These two complex emotions run throughout 
this story, driving the characters forward as they struggle to manage 
one of the most basic human social needs: trust. The Abedju Cipher 
presents a situation wherein there are no clear answers on whom 
to trust. There are no clear heroes or enemies, no one person the 
characters can trust at face value, save perhaps each other. Each 
Storyteller character they meet and each new piece of information 
they collect is designed to add depth to each scene and to encour-
age characters and players to explore their own views on trust, faith, 
fear and hope.

A Chapter in Your Chronicle
This SAS provides a blueprint for a story to begin or to be 

included in your chronicle. As such, it is meant to be flexible in 
design. You should feel free to add, change or delete characters 
or entire scenes so that this story best fits with your specific char-
acters and plot.

One aspect suited for alteration is adding more Paternoster templars 
to Odoya’s team to ramp up the level of danger and threat of mortality 
to the story line, if you would like the story to be more deadly than as 
presented in this story kit. You could also add in a significant Sleeper 
element, in the form of the local police and fire departments coming to 
the museum to investigate the power outage and the apparent hostage 
situation. The characters could get involved in a crossfire between the 
Paternoster templars, the fearful guests and the mundane municipal 
forces of their local town.

It’s even possible that the actual Abedju Cipher isn’t in the 
touring exhibition at all, and that the characters are all fighting 
over nothing but rumor and assumption. Perhaps the Seers sus-
pected that Pierpont would attempt to betray them and arranged 
to replace part of the exhibition with fake artifacts before the 
exhibition arrived at the Sanderson Museum. This twist could add 
another layer of deception and uncertainty to the story. It could 
even change the relationship between the characters and any or 
all of the Storyteller characters.

The choices the characters make can have long-term conse-
quences for themselves and could influence the direction in which 
your chronicle moves. Helping Pierpont destroy the Cipher, aiding 
MacKenzie in acquiring the Cipher for the Adamantine Arrow, 
foiling Odoya’s attempts to acquire the Cipher or even holding 
the Cipher for themselves could earn the characters any number 
of potential allies or enemies. The choices the characters make in 
this story will directly influence what happens next in your ongoing 
chronicle and could even help set up long-standing subplot threads 
and story lines.

It’s worth noting that the actual reason why everyone is so eager to 
get their hands on the Cipher isn’t detailed in this story kit. While 
we have provided some suggestions as to why some of the factions 
and Storyteller characters want to get their hands on the Cipher, we 
have left the true reasons for you to customize, if such reasons become 
important in your chronicle.
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A Story by Itself
The Abedju Cipher can also be used as an effective stand-alone 

adventure run over one or two game sessions, unconnected to a 
longer chronicle. The story provides intrigue, potential for com-
bat and several complex Storyteller characters and also provides 
a series of meaningful choices for the characters to consider by 
the end of the story. For that sort of story, the players’ charac-
ters can be invited to the gala event at the museum by parties 
unknown and thrust into the middle of the grab for the Cipher, 
a situation that is alternately dangerous and exciting. With no 
allies to turn to for help and little information regarding what 
is actually going on, the characters will have to feel their way 
around the potential landmines and make difficult decisions on 
whom to trust based on whatever limited information they can 
glean during the chaotic struggle.

Alternatively, you could choose to have one or more of the players’ 
characters be a focal character involved in the quest for the Abedju 
Cipher. It could be that the characters have received some advance 
knowledge about what’s going on at the museum, perhaps something 
that is contained within one of their histories or backgrounds. It’s also 
possible that one or more of the characters has a pre-existing relation-
ship or loyalty to Pierpont, MacKenzie or Odoya. The opportunity is 
there to not only pit the characters against the Storyteller characters, 
but also against each other.

If this story is used as a stand-alone adventure, we recommend 
you remove the opportunity for the characters to obtain a sanctum 
or Hallow from Doctor Pierpont. You are also encouraged to amp 
up the combats involving MacKenzie and the team of Paternoster 
templars led by Odoya. Feel free to make the Abedju Cipher a more 
powerful artifact as well, to add even greater stakes to the story. Doing 
something like that would certainly add another layer of potential 
deceit and treachery to the story, which is something you might or 
might not want to do given your own particular needs or the desires 
of your players.

The story should end with the characters facing the following 
final choices: take the Cipher for themselves (thereby spiting all 
the Storyteller characters), help Pierpont secure or destroy the 
Cipher, give the Cipher to Odoya (forcing Pierpont to either 
fight or flee). Any aftereffects of the characters’ decisions may be 
narrated before you cut to black or used as a stepping stone into 

another stand-alone scenario, perhaps set a few days or weeks after 
the events contained in this story kit. You could even use this 
stand-alone story as the springboard into a longer-term chronicle 
for a new group of characters — a chronicle fueled entirely by the 
decisions the characters made and the allies and enemies their 
decisions generated.

Motivations
While some character groups latch onto any and all plot hooks you 

dangle in front of them; others require more encouragement to take 
the bait from a Storyteller eager to get them involved in a story. If 
you are going to use The Abedju Cipher as a chapter in your ongo-
ing chronicle, you probably already have a good idea what it takes 
to get your players involved. That being said, a number of motivat-
ing factors in the story can be used to get a variety of Awakened 
characters involved, even if you choose not to tie the scenario into 
a larger chronicle.

Some of the possible motivations and reasons a character might 
become involved in the hunt for the Cipher (and thereby running 
into Pierpont, Odoya and MacKenzie) include:

• Intrigue: If the characters are the inquisitive sort, this scenario presents 
a mystery with a simple plot hook and several interesting characters 
with whom to interact. What is the Cipher, why do so many people 
want it, and what does it actually do? Seeking the answers to questions 
and finding the solutions to mysteries is often sufficient to grab hold 
of players’ interests.

• Notoriety: If the characters’ cabal has not yet had the opportu-
nity to make a name for itself, this story provides an opportunity 
to get involved in the long history of the Abedju Cipher and 
thereby gain instant fame or infamy in the process. Either way, 
the characters will gain recognition, which could prove to be a 
blessing or a curse.

• Justice: As the characters get involved in the power grab for the 
Cipher, they discover that more than one character has committed 
some form of wrongdoing and might even be planning to commit 
more such acts. Characters with noble aspirations or a strong sense 
of right and wrong might want to work against the evildoers and 
bring them to some form of justice, whether the character metes it 
out or turns the villain(s) over to the appropriate authorities.
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• Friendship: If the players’ characters have little or no connection 

to established mage society (Pentacle mages or otherwise), their 
involvement in the Cipher situation could allow them to begin 
building relationships with Storyteller characters who have firm 
connections to one or more Awakened factions.

• Mentorship: Aiding Pierpont to obtain and destroy the Cipher 
could enable Pierpont to offer the characters some boons in the 
form of mentorship or access to a sanctum or a Hallow. Being a 
powerful (if reluctant) mage in her own right, Pierpont could serve 
as a wealth of information and training for a newly formed cabal. 
Alternatively, while MacKenzie is an inexperienced member of 
the Adamantine Arrow, a positive relationship with her could 
earn the characters a future with her order.

• Reward: Once the characters have an idea of what the Cipher 
is, they might want to pursue it with the intention of keeping it 
for themselves. In addition, they’ll be involved in a battle amidst 
priceless ancient artifacts, so underhanded or sneaky characters 
could try to secure some of those riches during the bedlam. Schol-
arly or inquisitive characters might seek to accumulate a portion 
of the knowledge Pierpont possesses, and those of a political bent 
might want to rub shoulders with the local politicians or the 
Awakened Storyteller characters to further their own agendas.

• Safety: If none of the preceding potential hooks are sufficient to 
motivate the characters to get involved in the story, you might 
be able to encourage them to participate out of self-preservation. 
Pierpont or MacKenzie (possibly even Odoya) could serve as pro-
tection to the new cabal or might be able to help the characters 
obtain some level of safety against all the myriad forces working 
against inexperienced Awakened beings. While the Cipher heist 
can turn into a dangerous and potentially lethal free-for-all, there 
are allies to be made who could help the cabal survive and thrive 
in the days and months to come.

Background and Setup
While the scenes included in The Abedju Cipher contain all the 

information you need to run this story from beginning to end, there 
are a few things you might want to keep in mind as you prepare to run 
this scenario for your players.

Background
Somewhere around 3100 BCE, early during the First Dynasty of 

Egyptian pharaohs, an ancient cabal of magicians gathered in secret 
at the sun temple located in the Egyptian city of Abedju, better 
known by its Greek name, Abydos. At the sun temple, the mages 
gathered their collective powers and created (or, as some rumors 
suggest, unearthed) an artifact of modest power, known thereafter 
as the Abedju Cipher. The cabal arranged to have the Cipher 
added to the regalia of the first recognized pharaoh, Narmer. As 
part of that trove of riches, the Cipher was entombed with Narmer 
after he died. The Cipher somehow found its way out of the tomb 
and back into the next pharaoh’s regalia, and was subsequently 
entombed and recovered with each following pharaoh of the first 
several dynasties.

As the dynasties came and went, as invading armies dismantled 
ancient Egypt, and as the members of the ancient cabal died off or 
had their memories altered — or in some cases, erased — the Cipher 
gradually disappeared into the forgotten recesses of time. It popped 
up now and again in the possession of one mage or another and has 
changed ownership any number of times over the millennia. The 
Cipher is currently hidden among a number of Egyptian artifacts on 
tour around the United States, sought after by many Awakened fac-
tions and individuals.Sample fil
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