Part 1: Basic Information 
Chapter Name: Que Sera Sera 
Chapter Number: (AZ-009) 
Venue: Mage 
Lead Venue Storyteller: Hollis McCray (US2002023904) 
Storyteller Contact: 

VST Mage: Hollis McCray 
E-mail: ascensionschild@yahoo.com 

Games Hosted On: TBD 

Part 2: Styles of Play 
Rate each of these categories, using the scale below: 

Style of Play 
Action: 3 
Character Development: 3 
Darkness: 3 
Drama: 4 
Intrigue: 4 
Manners: 3 
Mystery: 4 
Pace: 3 

Rating Description 
1 Never present 
2 Sometimes present 
3 Often present 
4 Usually present 
5 Always present 

Part 3: Description of Venue 

Some would say the Ascension War is over, and no one won, except maybe the Sleepers. Others would say that the Technocracy has finally won, for do they not have the "order" they have always worked towards? And yet others would argue that now is the time to fight the hardest, that the war is not over so long as one man has Awakened. 

Sierra Vista and the surrounding area could go to either side in the Ascension War. On one side, there is the Technocracy stronghold of Greeley (formerly Fort Huachuca). Standing in opposition are the scattered Mages of Cochise County, from the Native American Dreamspeakers and Verbena, to the Cult of Ecstasy in Bisbee, to the Virtual Adepts and Sons of Ether fighting the Technocracy on its home ground in Greeley. Scattered and few in number, they gather what strength they have, and prepare to fight. 

And the surrounding countryside holds its own secrets... 


Part 4: Storytelling Mechanics 

The following optional rules are in play: Consensus Coincidence, Dynamic Magic, Paradox Flaws, and Paradox Realms. 

Certain areas may count as always having Sleepers present, at the Storytellerís discretion. Examples of this would be some of the high-tech facilities on Ft. Huachuca or Aegis Communications. 

Proxy rules: 
As per Prime 5.1.Proxies must be received no later than ten days before day of game. If the character has any items on them that require approval higher than Mid, the approval numbers MUST be included or that character will not be permitted to enter play. 

Character restrictions: 
As per Prime 5.0, Mage 5.1, and the US National Supplement. Standard cross-venue rules apply as well as Venue Storytellerís discretion. Any character requiring approval higher than Low requires Storyteller notification prior to that character entering play. 

Travel risks: 
The Sierra Vista Airport does have customs agents. Road travel has the problems of the Arizona Highway Patrol, as well as the Border Patrol, which sets up checkpoints on major highways and patrols the area. 

Visiting characters guidelines: 
If your characters will be coming from out of town, and are not known in the area, please contact an ST before coming to game. Most of the characters in the chapter are relatively new, so visiting characters may come under the "Big Dog" rules. 

Experience award guidelines: 
Game is worth 4 XP. At the end of game, if there are sufficient players present (ST's call), there will be a vote for Best Roleplaying award. Characters may earn up to 2 XP per month by submitting character downtimes, journals, etc., provided they are approved by the ST. 
Sierra Vista and the surrounding area could go to either side in the Ascension War. On one side, there is the Technocracy stronghold of Greeley (formerly Fort Huachuca). Standing in opposition are the scattered Mages of Cochise County, from the Native American Dreamspeakers and Verbena, to the Cult of Ecstasy in Bisbee, to the Virtual Adepts and Sons of Ether fighting the Technocracy on its home ground in Greeley. Scattered and few in number, they gather what strength they have, and prepare to fight. 

And the surrounding countryside holds its own secrets.

